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what Is a Kol 



Game? 



RolcrAnytiVf'. h like • ba.jfd ^amc 'witho the Ixsi'^rd, w-ioti: the 
fi.indrini;;ntn: c irment is your im.igi nation. In n roleplii^'inf^ gJJne, there .ire 
twr types of particip^ints: the playGn nncJ the Game MMcr. The players 
porl.'-n.y the fictional characters who arc- ihc prot;igonl5f<; of the STory that 
will unfold. Their objective is to give "life" to thoic charncters and to follow 
them thcouah all sorts of events. I hcj players decide how tlie chacacre/'s 
behave ,al every moment and what they do to try to succeed at whatever 
task that has been put beforir them. 




rest of 
s). The 



The Game Master (GM) runs the game and portrays t'i>: 
[fiE digricters who apprar (those not controlled by the playi 
GM IS ihc writer of the n.isic plot, whith the players will liinr . i 
extC'iripor?ii-."i.n;sly. He will r-.ho be the gome's referee, applyinj; :nc-: uh -i 
.ind dcc.idin ; the outcomes of events. 

ABOUT THIS BOOK 

Thkfi hook wl" h you hiwe? m li"olit nf you is an instruction manL;.''il lor 
piiiji'Ing tht Aiiima ». ,i)fc5y[ng Came. The players and the Gamu M/istar CAn 
iGam to play ar>C to portray Lhc r characters u<.ir.e; the rules explained hGrr-. 
THg obicrTivn ^^f The book is to b',:-. a qtiick rcferrnrf oi.iiie. Whcr yoi play 
a game, it is not necessflry to (Tie"iori7e .ill the c ul'-., iu--t be famili ■ wiiii 
thei^i and know where to look fo them wh- i you n^ :d to. 

Thil. book has two sections, the I'lay i'' . Book ar: he Game Master's 
Book. Irv the pl^yer''^ sectKXl you will find ev- ■ylhing you need to know to 
pljy acharacicr - from how to create a r>ara( ■• to how combat works. This 
tjow not m&an Ltiai aJI the ;B:.=imc's rules .irr; thert. IjIiul* iome are explained 
m dhc Game M.3!;ter's section. We have also indtided only a small amount of 
•'I'o! r-iauon on ihc world of Gr-i'ia in this part of the book, re^ervin^ most of 
\\Vf. knOM\i'IC:dRc for iI-t GM. In the nocond part of the book, you will find all 
the* rjfes necessary to run a ganit, ,is well as di-:.i'l-i on ihc jjame^ setting. 



Piayui^j AnuM 

Anima is -i £ i>ne of dark fantasy. The chiiirRiae*^ iire individuals whp 
will faze diverse dar*ger5. They firi-d themselves caught between Mght and 
darknMS, witnesses of eve y -liai the rest of the world ijjnores compJe^^ly. 
They will have to cor ut ir own fears nnd fi^;ht fof ihtir llvds wtiEm 
they become involved n S[cr|p;'; relsitcd to the supernatural .ind liiOTs 
involving; fori^otLcn organizations thnt 5? ill ipflu-tin^c L^ie world. In ordtr to 
survive, they will r-.eed weapons., nbiliiy, XAlcnt, and ihc idme supern^ilur^J 
arts whirn -hey confront. 

The world of G.\T?, presen'j all thes -.■lomenU md many mare. It \i 
setting that allows the Ganw Master to introduce thit dirk hi-icory the 
players or to use it from a more epic or - L i! ;li(. perspechve. Ai\h*0 doei 
not have to be played solely on GaTa, however. It would not be difficult 
to use the rules to play in oiher sellings, even th( that are not fiintasy 
worlds. It is cnou.^h to use a little im.ig'-ii.yiiciri and tp with it. 

Eiiuiymcnt ^^mhi 

Except for this book, you need very few things to pl-iy :Ani'frTa, T+ic: nnly 
really incispensable thing is a pair of ten-sided dice. With th--fim. you can roM 
cheiiks that require a result from ''-10, or 1 ■ 100. To gcncratr [he Eattfif, 
roll both cir- simultancDUsiy, dr -.ii-ii'iating one .i', ones anc "he o'lher as ten^. 
A roll of two Os equais i rci-ult of 1 00. 

Players will also need writing instruments and paper on which Lo 
wriie il-cir charaLU - s' abilities; to make this easier, ihere is a blank .^rtntw 
characi' , sheet at the back of this book that can photocopied for perspnfll 
JSC. Mi n la tun.' figures to represent where i^ach character is located in a battle 
can also enrich the gaine experience. A calculator may also be uscTui. 

1/ Yen Are Giruiii ic Be Ihc came Mnskr 

The work of a Game Master is more chaflfnglriR tfian that of a player. 
As a GM. you neec to karn many more rules tl'^^n the other pbycTs, :;nd 
you create the pIcHs n^rhu ,idventures in which everyone plays. You- decide 
what IS fvjing to happen at every moment, and you need to^ ■rnDdif)' t-wenls 
de[)ending on the r.tiurs of your playci s, Nevi?! ihi.-less, in ipitc ot all the: 
addtd w "hat eomf-- v.-i';h being Game Master, it Is M'\o vefy taiisfying 
lo write yoir own story ,.ind control your own world. 

Examvk ii/ Game pUy 

Th. followir.- . -amph w betitr llliJs'trHtE wtiai b rpleplaying ganw a 
like. '■<■- f 'ITT. Mas; :r ■ kes his ij?ual role as the pnnclpaJ ruirrator and game 
refer: c. Tf -.-re art ,href= othcrplayers, #ach MTling CKJt i hdr characters, caJled 
LeniLires, Cciia, and Fj.'£u^u, rapectivcf/. Ir the g.ume, if 1^ rn diirk nl5?,hu 
the ch.nrjicter^. arc fotlowing rhe TflKks oF n townspcrsor* through a forest. 

Game Master (GM): finally, yoii leave Ulf- wooded area and arrive 
the lop of I hill. Beneath you i^ ,1 bmill valley full at bushes. At ihe lioitdrtt, 
you tan s : an old ribandoncd c^iurch sut'fQuncieci by an atmtKt-rulned 
cemetery. , he night is dork, and you cRn't«te wef, bui you are ilmosj sure- 
that inside the church there is lomc typo of faint light. You h«ar n&thing but 
Ihc wind betwec/i the tree? that you leave behint: yoi-. 

Pazusu: Look, Set's be r-ealtrtw. I don't like ihiis place. I wou'ri.-.'': was'i 
visit ;l durin;-, ihi, ''ay, much less night... 

Lemures: Doi 't be like that. You woriy too much about SCary storlei. 
Wh.ncvL ■ is h.ipp^ning, we're not going to lii d out by going bock. What 
do you think: (Talktns; to Celia) 

Ceiia: T , : this di' ■ ussion is useless. We ,^1^ Knov^ that WG have XO £0, 
so let's go. 

GM: Very well. Yoli ■ r;in to walk down toward the ■dhuw'cii. The pacfi \i 
"it-rep, you have to b(^ c -reful, """l •■ 91 -i-,! m damp and you do not n>otlce 
if ' your boots arc gctt wet. When yoii are about hailfway there, you 
SLiddenly see the light in thu -..hurch go out. 

Lemures: Rats! Tliey've seeil us! 1 kn«w that we should ha^^e stayed 
hidden. 



1 



Celia: We're not ^oir ; to solve anylhjnj^ b/ .irguiiig, 50 let's kceu 
vjinj. Pei"l ,ip. il'ij only ll omconc has put out rhc light. Rcmcinbei 
th.T: r'^ vei-y late at night... 

GM: Yqu c-ontinuf down and approach the church. A couple of minucD'-: 
later, you rirriv-o Lit the abandoned cemetery. The bLiildint; b only □ few 
tTrCLC"! frcj'iti here. 
Pazusu: At k-Jst we could avoid the < ■> etery! Can't we! 
Lemures: If thai meam you'll calm down a little, sure. K thei'e a wny we 
[■■■I lo \v: to U-i; church without crossing it? 

GM; Yc-. i"he cemetery is only in front of the chiirch and on the sides, 
so you call ,• tprofich from the back. 

Celia: That's unusual (she says, a little surprised), cemeteries are usually 
behind churches, noE ii ont. 
Lemures: Now you're starting,? Come on, we go around the cemetery. 
GM; You have no problems. In the rear, you si ■ -i small entrance and 
Somu windows reinforced with metal bars. You I , r nothing from inside. 
Lemures: Fine, '•■ -t rne sneak up to make sure everything is OK, 
GM; Make a Hide roll (The GM rolls the cicc without the players 
seeing the result). Perfect, It seems that nobody hi*, seen you, although 
fran'-lv, it ,iK,o seems that no ono is here- Fv-r^rything is totally quiet. 
Lemures: Hmm...l look thirou;.;n the windows. What do I see? 
GM: Absolutely nothing. The windows si ■ ;m to be covered on the inside. 
Suddenly (the GM makes a dice roll and '* ;n talks to Celia), you have an 
un.j;.u.:i( Mjnsation. You feel you are being watched, but you're not sure if it 
isn'': ju'ii' the =.tress of the moment. You don't see anybody around. 

Cefla: I ^ict ready to Lake out my sword if I need Lo, I it I'm 
waiting LO see what happens with Lemures. And I'm watt ' ing " 
cas' someil"it_ approaches. 
GM: OK. (""urnirr loward I emu res) What do you do now? 
Lemures: I go to the door and try to open it, making the least noise 
possible. 

GM; ■ ■ • of all, you are surprised by the condition of the door and its 
str th. You put your ham on the doorknob (he roils dice) and you 
op t with a loud squeak. The door was unlocked. 

Lemures: I wav' ihi m to come over, 

Celia and Pazusu simultaneously: We go. 

Celia: I unsheruhi: iny weapon and go in. Nobody is there, right? 

GM; You sec a small ^C'om, maybr the -irristy. Everything is 
destroyed - the furniture lie sc.attereJ all ovc • tr e floor, as well as 
books with torn pages and covers. Nobody is bert'. and the windows 
arc covered with planks. The oniy t-xi' "jeside-, the way yoti came in Is a 
small dC'Oi- tl- -t possibly goes to tiie main part of the church. Suddenly, 
you he.ir i noi and you see several dark forms coming toward you 
from the ccilirY',! 

Celia; Ah! I mov;' away and jump! 

GM: The crows leave, flying inoffensively out the door. It appears that 
you sc.irci them. 

Celia: (■. Iittli i moyed) No more than they did to rne... 

Lemures: (sr n ag) It would be better if you let me go first, I go toward 
Ihe door ai il :,. other end of the room and try to open it. If there is 
^r>inetT'ody hen.- (looking at Celia), surely he's heard us NOW, so I do it 
quickly. 

GM; V'ou try to open it but can't. I his time the door is not only 
C'G^ed, bu( it wems blocked in some way. 
Lemures: ' \e.JiT\ r-\gA tvi it and try to knock it down. 
Pazusu; I icFp him. 

GM: OK. (After the appropriate rolls) You do it! The door yields with 
B loud grc-an. You l.'ive not broken it, but the lock, or whatev^jr was 
biccking it, has given way. It'.i exactly what it seemed, the main part of the 
church, but cwrythlng is terribly dark and the only light comes in through 
^ enonmous stained ^jaiS v/indows. (In a slow, calm lone) Spider webs 
and dus^ cover Everything. The pews hav;- been moved otit of place, and 
at the end of Ific room, you can see the two enormous main doors. The 
^rourKl rs covered with book pag ; that have been torn out. 

Lemures: Nobody's here? V^' ;o in cautiously, trying to look at 
everythii i;.v 

Celia: A question: From her(\ i an I see the window the light was in? 
GM; Ye i 's ttit Ccr^traJ window of the church, the one next to the altar, 
Celia: C • 'd, I .ippro.'!i;'i "he altar j-id look :it ii. 

Pazusu- ' - Tiously, I don'i like .'iny of "his. I ^'ay in fie tenter of the room 
ilif. , I .nove. 




Lemures: You'rr- 'ighi. There's som ' -ing here I don't like. We'r" 
looking far sorr.ebody, no! .n !.:-nf)ty church. What's liappenir-.; i ere? i :,;o 
toward [ht main doors. 

GM: I'll start with you, Ctlia. On Vk. altar, you ind a Bib'e wh<h Is 
missing ^fl,■^rvY pn.ges. The few whith remain arc stained and torn. In 
fact, il (ooki like something h,-i5 been wriften on tKem, but nrost of It is 
incompKnhen-^lblc icrawK. There ;ire mnny knocked-over candles, but 
none se- ms to have been totally burned. 

Celia; I try. ..(a I f:lc np-rvously) I try to read it by brinjjinp II cfoser to 
till light, 

GM; As (or y.iu. l.emuies, you pet to the doors and ■lo-.ice zhx. fhey ,^ne 
com t--. ly blocked, fiut there's soniectling else - blood and some marks 
that look like siratcfK:s arc all over the door. 

Lemures: As rf someone had bcOT, torn apart and blood had splattered 
the door? 

GM: No, mor- I someone had cut his fingers while scnaithlfig the 
door, trying to open it from inside,. .and while you are doinj], this, (Lurning 
10 Prtzusu) you stayed in the room, and you nc.i'^c that ;i liquid be^m* 
to drip ■fifiTo your right arm; il falls heavily f ^m somicthing th^it i^ on 
the celling.... 

GAME MECHANICS 

Thi'.. Ui'j. on summnrlzc; some of the c-airrtn- rules and concepts 
u-i(?ci in Anima. ihey will be descr -in more depth in \0er 
chapters. 



luck 



Even the bet archer in the world -rannot .'ilways h(t the taf^E. 
in the same wfiy that the best pianisi. ^ometiinei makes i miiStak.^ 
when performing. Although ability is certainly a fundamental factor In 
rcsolvins; sr nations, it is net enough to solve lh(?m alt, h tJhese cases, 
tuck wi-l -rso have an influence. 

In I roleplaying game unexpected thin:. - .lappen, just .is in real 
tfe. rven with a very capable cl •ai uicler. the j:-i;siibility of failur-; always 
exists. Dice introduce the element of chance wh.ri d'^^ie-'mimng if you 
are succeiilul or not. Dice rolls provide un' ■ Tiinty, and tnis craatei 
dramis for the players. 

In a game of Anima, the Diaynr^ .-,nd the GM make frequent dice 
rolls to < e if certain actions or ev-^.. ) are succeisful. Anima usts 
ten-sided dici (d10) and ont hundred-sided dice (dtOO) for iifl giime 
mechanics (for 'he later, rr - 1 a pair of ten-sided dice, desigmatfng pn« 
die to repi"' --ir-r I, lens). Tl i^re are two ivpe^j jiosslblc rolls: Ability 
Checks and Characteristic C^iecks. Ability Cbecks are the mtjit frequent 
(in fact, they -re the bas-'i of the system), th-e^ ii^e m^de by rCKlIng 
d lOO and adding the resu t :u the value of the skill being tested. The 
greater the roll, the bettfr the result. The second type of roll Is the 
Characteristic Check, which is madr with dIO, In contrast with Ability 
Checks, the lower the result, the better. 



om Rail 



This rule is used only when rolling diOO. If Ihe result is 90 or 
greater, the player h nn Open Kod that ?iNows him to roll again and 
add the new result 'o tl orevious one. This new roll C*n also be an 
Open Roll, but every ' me : le requirement moves one poini higgler, for 
example, the second fonsecutive Open Roll mu^^E be 91 or higher, the 
ti'ii d 92, th- fourth 9i, anc ■ on. A 100 is always oprm. 

You ' n , '--f an Open Rt - on any dlOO chnck, exf pt for Resistance 
Checks and wf:.; determipi amble Level and Crrical I 'vel. 

A c;har,3ctej- [H^kejan Ai^naPatici Cl^i'Ctik.gnel volb tbc^icc, ^cttirrij 
3 95, which 55 Open Ro!3. He nciJIs ^g^in, This tirnc he roWi 90, htit 
il nee this istbessccjJict m\\. hi ncfin^s 91 iodct another Open Rod He 
^tjiis the tv«o nuhibet^ C95 4niJ 90) for H firjaJ result of 135, which Jie 
adds to fii^ Atillity Saprc 
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Fumble Roll 



chirsKkristic Chech 



Re&ult Hadlfter 

D 

-15 



In Lhc same way you cgn have a great success by means of r:n Open 
Koll, Lhc possibility exists ihat an automatic failure occurs due to a Fumble, 
Wh*;n somebody rolls dlOO atid the result 1, 2, or 3. he has fumbled. 
A fumble represents an immediate failure; the character has not been 
successful in the attempted check. When a player rolls -i fumble, he must 
next calculate the Fumble Level. The higher the number, the greali^r the 
failure. To determine it, roll dlOO and apply a modifier that depends on the 
result ■hai produced the Fumble, If the rolled Fumble was 1, add 1 1 5; if it 
was i, -15. There are no Open Rolls when determining Fumble Level. 

For cx^hrrplf!. LiSnurts rolls a 1 tjh a Hltle CHeds, whjd; j 
Fiirnble. His pbych then foJIs 141OO tcj ijgleul^te ihc Fumble li-vei, 
qnki he cfcb 90- Siitcjc tbe ortiglnal ixjJI was 1, the playcf Mih ^5 pamti 
to tbfe rrtutt, » Lcmuhri Ui$A ftn^l Fwmbic of 105. 
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When a chai'acter has an Ability greater than 200, he has 
bi ome a master. This means he is an expert withoi.it equal in 
iLv 'ii: d, a person who can do things that the rest of the world 
wo (.lid not believe possible. In real life, very few people 
exist who hiive truly bet-n masters in sometfiing. Only 
the best Olympic champions or the most brilliant - 
icicntisLs arc considered to have reached Mastery 
in their fields. It is much more difficult for a master 
to make a mistake than it is for a normal person, 
When a character becomes a master, Fumbles are 
reduced by one level. A 3 is no longer a Ftimble, a 2 
means |>finnlty of -1 .5 ff)r the Fumble Level, and a 1 
dtjcs not have a modifier. 

Ctrl 14 i 14^ neiLiieJ M^i'L^ry in AcrobgLio, 
since bo- final AbjJily t5 cji-ejtec tlian 20C'. 
iF^^ rnal«is an Acrpb>3tlcs Cbeik antj foil 
S, It mil rrot be ^ fumble- 



AhiJitv Chech 



These are made by rolling d100 and adding 
the result to the character's Ability, There are 
two different types: Difficulty Checks and 
Opposed Checks. DifHcLilty Checks are those 
in which a number decided on by the GM must 
be beaten. In an 0[) posed Cjieck, two Abilities are ' 
compared directly to each other. These checks are ^ 
diverse .and specialized, so each will be explained in detail 
in sepai ate sections. 




These checks are made directly against Charactei-isltcs, To tfirlkc 
one roll Id 10; the goal is to get a resLilt less than the attribute being tested. 
The difference above or below its value is the levt:l of success Qf faitunc- 
of the check, NatLirally. the greater the value of the CharactcnsUc, lhc 
greater the possibility of success. 

Foh cjf^mplc wi: nvtkc ■) chccl^ cm ^ Cl>^r;9dn:ri5tic '.^tb a Vi^luc 
nf7. rdl tillO 3n4 abtgfn i i^Mk of 4, 5q wc were successful by 

Norm.'illy. these checks rire made as a test between two diffei ■•1': 
Characteristics. A character may need to test a Characteristic directly linst 
that of another chanicter. For this, both players make the che; k and whoever 
gets a positive difference more in his favor is successful. I he amount by 
which a character beats his opponent is his level of success on the check. The 
possibility exists thai both characters fail the check. In this case, the winner is 
whoever has a lesser degree of failure. Note that the same Characteriii.ti Jrc 
not always compared in such a check. Sometimes, different Characcenstics are 
opposed - such as Strength against Dexterity oi- Agility, 

Ceira a^ti Lerrfures hsve w OpposetJ Characteristic Check 
featim^rg Pexlerity Celia b^s 9, wltei^ her companion li^ 10. 
QsIl^'e player rolls for her anJ oHs a 4, so she has j 5-point success. 
Lt-mures' player rolk an 0, so, althotMh he Is qiso sticcessfLj!, it is only 
by 2 painti. In ciomparing the results, Celis bi^ts Lemures in the 

It is very difficult for an individual with too large of a difference 
between the Characteristics to 'ose simply by luck. Therefore, 
if the difference between the Ch3.racl:eristics is grr,!ter than 4, 
each additional point counts as 2 when making the check. 

Ctlia Ki'tK.ij'j an Opfuut^J jlrtiri^tli Lili-tiLs. i^jjirvst 

5crrt7acjc. CcEsa has a StheJ^^jth of 5, wbtle Strenacle is a 
upcrnatuj-al bcmg w^ho l^as an t1 Stfcngtb. Since the 
c|lfifc«:nQ: bcti^<:c:n the hsvj Charactci-htic^ ii ijrcatcr 
th.^n 4 £by 2 pnirit-L 5ctcnaij<- Mtowblci tbosc 
tv^Ts ji44itfon.3l poinL' tvbcn n7.vkir>4j tbc cbcck 
I iiercfore, Ccll^ vjoiM mAkc 4 rijlt ^i^aJnst 
Strejigth 5, whereas Serenade wcKjId have, for 
purposes of this check, a 15 Strength, 



RjJf of JO mil I 

When a character makes a CharactertsUc 
Check with only a IdfO, he tails under the Rule 
of 1 0 and 1 . If you roll a 1 0, substract 3 poinf- to 
the difference with the Characteristic (eqiii' :nt 
to having rolled 13). If you roll a 1, add 3 points 
to the difference with the characteristic (as if you 
had rolled a -2). 

A pi.iyiri 4 PcKfercty Cbcdi, in which, hi'i 
ch.irgctcr h.Yy^\ 9. He toi\h 1 whidi n ^ 4ll^renGC 
" offi points irr brs ftivor, but th^nh^ to the Ifeuie of 
I, hie ^ikls 3 points, for^^ totil oFtI points, ff he rofb 
It), iristeai) of iailrr^ by 1,, he woti^ l^il by 4. 



Resistance Checks are the capacity of a character to avoid detrimental 
pff.?^rT-. Oi Status. There are five different Resistance Checks, which depend 
on what is affcrcini the character. In order to pass a Resistance Check, the 
player must roll d iOO and add the result to the Resistance being tested. If he 
beats. Lhc requirs;d Difficulty, he has avoided the effect. No matter what the 
Difficulty of a Resistance Check is, a 100 is always successful. A Resistance 
Chc:ck cannot have an Open Roll. If a character has a Resistance SO points 
..^reater than the difficulty being checked, he succeeds automatically. 



IN CONCLUSION 

Now we'll begin to delve into Anima's system. Whether you inLcnd La 
be a player or a Game Master, you should begin by reading thr Player's 
Book to get used to how the more detailfrc: r.iles work, Bui keep In rnflrxi 
that the triie essence of Anima (as with any ."■oleplayin? .'n?ne) '.■ ir how 
you play it, which yoLi should never forget no matter hov many rules you 
are given. 



CHARACtER CREAtiOn 




WHAT IS A 
CHARACTER? 



Th(- first thino you ne.L:d to do to play Anima is create a character, 
ThiE. f'Ction.il individual will be the role you portray during the grime. Your 
char-K-.i.T ib unique, based on the nbilitics and skills which you decide, 
crr-.-i"pr /ccordinj; to your preferer'.-: s, It is import,int that you have ;i cl- .-w 
i(.h::\ cf ihc type of ch;i!"nf !■■■■ you want to play, so that you can portra; him 
to the fuKcit. Remcnibcr, cha'T.C!' rs are more than simply ntimbc s n 'l 
^(aUstlcs on n piece of pa[!>er. Your actions and choices in the game will 
bre-n'.he life inro criaracter you create?. 

The two fund.imental things you should always havt; in mind before 
creatiii^i!_ a charactt) ;irr- his personality and past life. Who is this pei'^cn' 
Where <s he from? What wcjuld he do on a aiven situation? The 
answers to these questions will give you clues as to how you should 
portray your char.Tsnor in various situations. 

CHARACTERISTICS 

The siarting p>3int in creatinf, a character is determining his 
Primiiry Characteristics. Just as no '.'.vo people are exactly alike, each 
characLer in the grime has diTfei'tnt Characteristics that I'cprcsent the 
diversity' of people who inhabt the woiid. Anima has eight different 
primary Char,icr.e*'c3tics: Streri'ih., Dexterity, Agility, Constitution, 
Intfifllgenct, WiMpower, Power, and Perception. The first four deal --f^ 
with the tharactcr's physical abilities, while the following three 
repr^j^tint his psycliic and spiritual capabilities. Perception is a 
mixed attribute, influenced by the character's physical and 
mcnlnl abilith??- f ach Characteristic must have a number. This 
Climber defines tb* quality of the ability in each area. The 
Chtir^^Lluristics of a l^uman fall between 1 and 10, although 
:n exceptional cases they can exceed these nurnbers. 

Here, wc describe the eight primary attributes of 
a character, describing what skills and capabilities are 
included in each. 

Strength (STR) 

Stren^jh c^if'ircs -i character's muscu ture and energy. 
Thi? Ch.ifiiciteri-stic permits you to lift lu avy weights, cause 
jnajor damage when hitting, and break objects. 

Dexterity (DEX) 

Dc;c[t-rir.y represents a character's physical skill and coordination. 
It affects M"; arn' ry to make precise attacks, well as to block them. 
Along with Af^ility, it alscj represei i-. I s reaction speed. 

Agility (AGI) 

Agility repreisprit'; chnmcter's speed of movcrrnznt 
and baJojicc. A high aj^illiy makK r character 
mOK Licrobatic ilnd able to dodge 
attacks. TogerhP'*' vs/ith Dexterity ii 
defines r^aclion speed. 



Constitution (CON) 

Constitut : I dcfirrj'i '.nc stamina and vii.ility of a r.^i^ractcr. Kia 
resistanci- disf-ast, -nd his ability to absorb dafn.ige. A chnfflC?er wild a 
high ConsMution score will have .good physical rL-^iatance snd wHI recover 
from woundi and sickness. This Charnci-eristic: indicates the arrtDunt of 
darviflg^ ■;■( character can iffi.'- |-"*fore dying. 

Intelligence (INT) 

lntflli|.:i'i^ ;e covers reasoning lEarrwi^, ancJ memory. Intellt'^lLu il knowledge 

and logic depend on i, ai does Lhi.- . ipacity to understand anu ck :i spells . 

Power (POW) 

Th..b T: •■■ nts the ^lats of mlnn -ind spiriuial po.'vU'T of i character. 
The higher it is, the better '.'^c character's :ibility to inflLnincc .snd rcHSttht 

supernal ural, as v^ell as stand out in a crowd. 

Willpower (WP) 

This Characteristic n .Mstires the mental strcnRlh of an indivldij.ll, hi'j 
coolness and tenacity h "-. :lsc jsed lo employ and ii.'-ji^t psychic disciplines. 

Perception (PER) 

This Characteristic encompasses the acLiity of ih^ ch.irTicttir's senses, 
and his ability to notice what is going on arotind him. It t epresei'-ts the 
five seiises, as well instinct. 

Gaimtuli] Rclls 

Because chanci. introducii-s vTiricly imong ctianxters "(1 the 

world of Anima, ir plays a ■"inu a I role in c>ne-.nting scones for eSKh 
Characteristic, lb r^pre'i-nt chance, CharacterisjLiCi arc gcnerutsd 
v^'Jnf, 1 dIO. There is mDn; tl n one way to gi,'n<;rate these numbers; 

■ tc. Gt^ an-" player s can decide which one they will Lise. 

MlvTHUi'l 

The tTECl'-ional and most i"er-iirr' 'iended meth " I 
genfr.T.ri'ig Charactcrii i-^ to roll 1d10 . 'ht • 

nd write e..i:h number down oi u - il. i ::\ 
paper. If i.r:'-c any results of 1, 2. Or 3 aRd 
reroll them, so that .1 rh,-,ractef doesn't 
havt: any abilities th^it ,inc oyorly low. 0\Kt 
you have tight numbers, discard the lowest 
and rppltace it with a 9, j^carunt-ceing Jt ioast 
one Chriraciet stic will be exc -rullonal. Next, 
arrange the numbr;r. as you like urdf-r e.3Ch of thtl 
Primary Ch.fi icteristics. Th-^ -i-jthod ot ch:ir.Kfcr 
creation teener .: -. ■nghei abil.tic-i oi- ovtr^gc and 
takes into rrount the fact that player chiiracien 
shoLild b- i."-':! tional individuLils. 

MtTHOii 2 
Tl-;; icttxad mclhod is to roll Id 10 e'l-ghr. ^iTies, v/ritlr^^ 
down only the lllghcr of the two rolls each tme. Wien you 
have eight numberSi divide tliem among, the QiHraclcristic-i 
as yoti wish. This method generates ri*>edium«lifjfh numbers, 
but it is also possiDle to roll some low numbers. 

S\13i\ Metihop 3 

This method h uicd when pliayiers want 
to .v/emge ch,!ir?iCters with no particularly 
exceptional Chanicteri sties, Rorl IdlO erght 
times and wrilc cfcwn the n-umbar^ m priier 
of thf Primary Ch.'ir-aaerhjLlcs.. Whalc-vcr the 
roll', low or high, you nuiiT keep it. 




-1- 




, Method 4 

The li"is£ rmethod consists of roiling the cJIO seven times and ridding tlic 
numbers together, (he tot^il, n number between 7 and 70. can be divided 
imfy between the Chsr-.Lteristics, bui in no case may n Characteristic be 
Wgher ilh^ 10. 

To bettei- explgih how to ct-e^itd n dn^y^ctn': vsvs will 4.0 exictly 
ihat tbiT:?fJtjl>ouE thjs ciiqpfcer. As have sjlij, the fit^t thiny to Jo 
K gtfiierijte Chnr^irferlsEi-cs. We will use Mcthnii 1, it Is the must 
common metliiJii usetj. AftejirfoJIirig tbc 4\<^c (^nd rerolling 2 3nd 5 
:|5 beiJiti totj lowl, thti fin^l numhehj wjc jcnurt-iite .ire; 10, 3, S, 6, 5, 
S, 4 aiiJ 4. Thcid nd-imbcfs wllJ rapir^cnt the Pcim^ify CliqcitdiL'Pistics 
ofOsljai. DUr player chsMctcr. Now, wear^nge tne i7LimJ>ei5 gmanL) 
tlic Char^ctcriiiitlc! ( riepl*;tntj oije of the 45 w^tly j 9) I'l? t^c foliowinijj 
w4y; StrcfHflh 5, Dejcterity 9, />i<jili*:y 10, Can;ititiitJo.r? 5, Iritellltjfir-ce 

Mii<fi/ff rjf ^i^iii Thar use 

Now dial we know our character's primary characteristics, we need Lo 
check thefr modifiers, a number tii.i: modifies all the abilities that depend 
□n III Depending on the value of the characteristic, the modifier is a positive 
or rsegative number, as indicated .n Table 2. 

limits Of} Human chsmuicrHihi 

As mentioned rarlicr, 10 represents the maximum value of natural 
hWJman Cfi ;:'■-:( i eristics. If the Game Master permits, however, a player can 
IrWfTease hts character's aliriuutes beyond the limit, u.^ing Creation Points 
(see pagr- 15) or by increasing in level. Even if the GM allows Characteristic 
prog,ntrit;on beyond 10, he may still wish to impose limits. To do this, he 
could limit the additional advantages that those superhuman Characteristics 
i:onv'.-:y. For examples, a GM mi h*- allovy a character with a Strengtli of 
11 to "lOvc a modifier of i 20 I:.: Strength-related abilities and damage, 
but not Cncre^ini:! Ihe amount of weight thai chaiMctcr can carry. Por 
(jiydilc and intellectual characteristlrr.— Intelligence, Power Willpower, 
and Pencepiion-^glven the? difficulty of c fining what can be tindcrstood as 

Bex J: CHAKACTt;Ri5TJCS 



Tabu* 2: CnAiUCTERJSTfcs M{?DiFEEJis 
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"hun-.-n" and what can't, a chacacier h v. rJI the benefits that an ntU'ibutc 
of Lihdt value conveys. That is, how does one justify to a wizard, given his 
already superhuman capacity to cast magic, that he can't increase his Power 
beyond 10 and gtt tlie additional benefits; 

This dof-= -lOt mean that a character would nevei* be able to obtain the 
benefits of superhuman physical Characteristics. Rather, he would have to 
achieve certain requirements to succeed - such as using Dominium abilities 
(as explained in Chapter 10) or by means of supe- -laiural meth( ds. 

It is ■'■ .o neressary to point out two exceptions to human C 'aracienstic 
linaits ■ namely, the Inhumanity and Zen. Inhumanity allov\ : naracter to 
obtain the benefits of physical Characteristics to a scOm.' or 13, while Zen 
completely destroys the limits, granting the characf€;r the capacity to Lise 
the maximum advantages of his attributes, both bilities are explained in 
greater detail in following chapters. 



P^ ^VHy\T DO CHARACTER I STICS 
f VALUES REPRESENT? 

( 

The lowest Characteristic possible in the game. This is a subhuman 
valiK which 9,ene rally should not t)e allowed in play, 

1 I 3 

The character h,j^ iTilnlmal ablilily in this area, l-or ^jxampic. a 2 \n 
Intelli^oncD indicates a taribly limiting deficiency, including in spc^"'ch. 
In 5lrt'n!.;th, the equivalent would bp (hai of a child two or three years 
of age. A 3 in Ind.HiigencL' represents the capacity for limited speech, 
but not for unde'-standing complete sentences. A character witii 3 
Slrc'iglh would have the strength of ,i child of five or six. 

A 4 represents a slight deficiency, a minor inferiority with respect 
to norm i| persons. Someone may be clumsy with a Dexterity of 4, 
wh'f the same score in Consiii tion indicates an indi victual with a 
v-/eak physique and little resistance to d;inia',^t 

5 is the human average. It's the score thai all ■ ^opk; have in 
:h(- < - ari-as .i which they don't stand out. It's Ihe '^core that the great 
inajor.iy of [)eople ii the world have. 



6 

A score of 6 repreiitnU the high average for humane. A quick- 
witted person has a 6 in Intelligence, and a healthy person has 
Constitution of 6, for example. 

r 

. ^^ 

Tiiese numbers represent an exceptional ability. Those characUirs 
with 7's and 8's surpass most other peopi ln.Jvrdi.ial player 
characters with these scores in tlioir physical Characteristics would be 
professional athletes ur Olympic participants. 

Only exceptionally gifted peo[)ie have a Ch racterist widi a 
score of 9 - such as Olymi:)ic champions or Nobel I'n/c. winners. 

A 10 in a Characteristic represents the maximum atii^ity of a 
human I • ;ing. These ievels arc attained only rarciy in history, and those 
individuals are legendary. Pinstein v/otild have had ; 10 in Intelligence, 
and ;i legendary Olympic chamjjion a 10 in Agility. 

ii and QmUr 

Score greater than 10 surpass what we know ol as possible for a 
human, These values increase geometrically, such that a beint JVith a 
Strength of 1S would be able to move a small moiintain. Initially, no ^ 
method ol CharactenstFC generation atlowis these scores. 



plmicnl Aklities 



These capabilities depend directly on physical Cliai'ac.tct'istics, with no 
effects; from other abilities or knowlcdj^e skills. In Chapter 6 we explain 
this in greater detnil. for now, only l;wo inr.ercit us. Movement Value and 
Fatigue. A character's Movement Value is equal to his Agility, while Hatigue 
is cqLial to his Constitution. 

FoT exqitiple, Celia possesses ari A-^ili^y ui TO griul ^ C.oijitttuilon 
of 5. Therefort!, she \\^s[\ S'\o\>iimeT]t V^i'jt of lO^n^] :i F:3fi^i.ic aiS. 



Tabcb 3: Size & Wejcht 

Height 

r6" to T 



Semuiary dm mckrisUc 



Once you have the oij^ht Primary Characteristics and their niodificrs, 
you can calculrile the Secondary Characteristics still remaining;. Appearance 
and Size. 

Appearance: Appearance reflects beauly and is always calculated 
after a character's Primary Characteristics. The Game Master should decide 
if it will be calculated by rolling Id 10, as with the other Characteristics, 
or by allowing; the player to choose it freely. In contrast to the other 
Ciiaractcristics, Appearance cannot be greater than 10, as that score would 
rnprescnr such incredible beauty that the character wotild be attractive to 
everyone, no matter what their tastes or personal preferences. 

Size: Size indicates the height and weight of the character. To calculate 
it, add a character's Strength and Constitution scores. For examples a 
character with an 8 and 7 in those Characteristics would have a Size score 
of 15. To decide the exact height and weight of the character, consult Table 
3 and choose a number between those given for the appropriate Size. 
Naturally, this table is used only for humans. You may subtract a point from 
Size for female characters, if you wish, 

K.i:tiiniii'iy ia k_tu,5, lint pUyer 4citem)lrje5 her Appeitanc^ hy 
rolling 1ci10, He rolbafi BgrjJ records fchqt nurnber iJt>djc?r App^'ar-^nce 
(she is cjcjihL] to be g very aliradive vvom^n) N<xt lie: cr^kuUtr- lifi- 
%\nt. wfjidlh will he 10 (Sbtrngth 6 plus Constitution 5, rninu'n •mc 
point fcji- bdng fem^k). NcJwv^ic baveCdi^''- pnndp^l attnhutcs.irKl 
•joon wfc will sec who she I". jnc:| wbi^t she 4cw?. 



Six* 

} 
3 
4 
5 
(i 
7 
B 
9 
10 
11 
12 
l1? 



M4 

15 
1£ 
17 
T8 
19 
2(3 
21 
12 



i! to ii'4" 

2'8" to 4* 
r4"i.o4'6" 
3'6" CO 4*10" 

4* to 5 "4" 
4'4" to 5 '4" 
4^6" to S'e" 

4*8" to 6' 

5* to 6' 
5'4*' to 
5 '4'* to 6' 6" 
.5 '8 "to 6*W" 
5'8" to 6*10" 

6*3" to 7*6" 

6*10** to 8'6" 



10 to 3'j lbs. 
20 to 45 lbs. 
45 to 6!* itM. I 
45 to 110 lbs. 
65 to 110 lbs. "] 
65 to 135 lbs. 
75 to 155 Sbs. Jl 
90 to 175 lbs. 
9q i£> 200 lbs. j 
110 tr>220 lb.s. 
110 torn lbs, 1 
110 to J10 lbs. 
nDEci330lb5. * 
135 to 395 lbs, 
1^5 to 4^5 lbs. ' 
175 to 530 lbs. 
100 tQ £15 lbs. ^ 
220 to 615 lbs. 
245 lo 705 (bi, '| 
265 to 990 lbs. 



RACE 



Co MBA!" Ap^I IT'F'^. 

These abilities encompass the fighting s.1 of a character. Wh-cn 
appropriate, add the corresponding Character, k modifier to calculate "he 
final ability scores. Combat Abilities are the following; 



The next stage in character creation is choosing the character's race 
Race here does not refer to ethnicity, but rather to a true supernatural 
species with attribiitcs distinct from ours. The world of Anima is 
predominantly human, but if a player wishes, he can choose oiie 
of the Lost Souls detailed in Chapter 2. Each of those races j^'/^AI' 
|■l^^s some supernritural elements that grant a character special ^, ^ 
abilities. For now, we will ignore them and focus on other f 
aspects of character creation. 

PRIMARY AND 
SECONDARY 
ABILITIES 

A character's Primary and Secondary abilities 
repr?5^nt his knowledge and skills, which tell us in what 
rvrp.^is he is coinpetent and to what degree. 



Primary Abilities represent the basic faculties of 
;i character and are divided into three areas: Combat 
Abilities, Psychic Abilities, and Supernatural Abilities. Each ol 
these encom passes a series of skills related to its specialty. 




Attack Ability: This represents an individual''-, ibility 
to reach his opponent and get past his oppon- nt's 
guard to inflict damage. This ability dcpci.J on 
Dexterity. 

Block Ability: Thi represeniv a i . ■-racttif' >, 
defensive ability - imely, how wel, ht? can 
deflect or stop attacks from hitting him. This 
ability depends on Dexterity. 

Dodge Ability; This repn cnts a 
character's abilily to move oi. ■ of the my 
of an attack. This ability dependi .pan Lh^:; 
Agility Characteristic. 
Ki Abilities: Permit an individbnl to 
use his spiritual energy in physic.-.l ways. 
There are two Ki abilities: Ki and Ki 
Accumulation. 
Weapon Modules: I hese represGnt 
a character's ability to use a var cty of 
weapons. 

Martial Arts; This repreiir.'-flb il 
character's knowledge and iTi.istery of 
various unarmed combat styk ". 
Wear Armor: This represents a 

character's ability to wear hciivy acmcn' 
without pcnaltv or restrictions, Thts iWit/ 
depends on Strength, 



Kri-r-'i- 



PSY.J ;!■: AKILiriES 

Psychic Abilities cover everything rel.ited t,o ihe area of psychic powers 
■ind tlicir ISC. CInsscs p,iftcd with psychic powers - such ,is Mcmalists - utilize 
rhosc abilit '-s '-^ he course of their adventures. 

Psychic Points (PP): These represent points used by a psycliic character 
to develop ,ind utilise his mciital powers. 

Psychic Projection; This represents a character's capacity to project 
his mental powers at a larjjet. This ability depends upon a ciiaracter"s 
Dexterity score. 

Psychic Modules; This represents a character's capacity to use his 
conabat abilities to project mental powers at a target. 

SL/PFfvNArU'['i^'M. ABI UTl HS 

Supernatural Abilities encompa^r^ all inystical kiiowledge and arts. 
Classes gifted with supernatural powers - such as Wizards, Summoners, 
and Illusionists - utilize these abilities in the course of their aclvencures, 

Zeon: Indicates a character's total magic points. These points cleternaine 
the number of spells a magic user can cast. 

Magic Accumulation (MA): This ability represents a character's 
ability to gather his Zeon to weave magic and cast spells. 

Magic Projection; This represents a character's ability to project spells 
and aim them at a desired target. This ability depends upon a character's 
Dexterity score. 

Summon; This represents a character's capacity to bring supernatural 
firalures into the world. This ability depends upon a character's Power 
score. 

Control; This represents a character's capacity to control supernatural 
beings. Control depends upon a character's Willpower score. 

Bind: This represents a character's capacity to trap the essence of 
mystical beings inside objects or persons. Bind depends upon a character's 
Power score. 

Banish; This reprricnts a character's ability to expel supernatural beings 
>-om this plane of reality. It depends upon a character's Power score. 

Mystical Modules: This represents a character's capacity to utilize his 
combat abilities when casting spells. 



Ntj"urally, a character possesses much more complexity than simply 
beirg abli; to fight or ca5t spells. He- also has many abilities and areas of 
knci'/.'lndcr :i--r differentiate him f'-^ni others. Take yourself for example. 
You know how to read, you have some knowledge of m;it,h, and yoLi 
know other things based upon your life experience. Each character also 
h r these types of abilities, which are called Secondary Abilities. Each 
Secondary Ability is fot.ind under a specific field and is linked to a specific 
Characteristic. For example, the Acrobatics ability is in the Athletics field 
and depends upon a character's Agility score, while Sciences fall under the 
Ir-relloctual ''"ild and depend upon a character's Intelligence score. Above 
||. 1 list of Secondary Abilities for Anima: you will find a more complete 
description of them in Chapter 4. 



c*T!(iil^7t!Fy ami using Ahiiity scm. 



To calculate a ch.i: icter's final Seccnd-iry Ability score, add the base 
Ability <;core (wh.it yo(J get by spending Development Points, pa^t 12) 
to th-'j modifior of the Characteristic tied to that Secondary Ability, and 
tbi.'n add any other special modifiers. The result will be the character's 
fin.'il Secondary Ability score, the number added to Ability Check rolls 
(dji^ru^sed more fully in Chapter 4). 

If a character ha^ not developed a Secondary Ability (by spending 
Development Points), his default base Ability score is -30, rather than 0. 
If, after adding Characteristics and special modifiers, the number remains 
f T.iwe, subtract that number from each of the character's Ability Check 
rolli. inc special abilities - such as Magic and Psychic Abilities - work 
\n a different way. These cases will be explained in more detail in their 
respective chapters. 




Bex JI: Secondary Abilities 
SECONDARY AMLJIIES 



Athletics 

Acrobatics 
AtlvEticism 

Climb 

Junnp 

Ride 

Swim 

Creative 

Art 
Dance 
Forcing 
Music 
Sleight of Hand 

Perceptive 

Notice 
Search 
Track 

SOf lAl 

Intimidate 
I eadership 
Persuasion 
Style 



Subterfuge 

Disguise 
Hide 

Lock Picking 
Poisons 
Tiieft 
Stealth 
Irap Lore 

iNTTtLECTltAL 

Animals 
Appraisal 
Herbal Lore 

History 
Memorize 
Magic Appraisal 
Medicine 
Navigation 
Occult 
Sciences 

VlG0R 

Composure 
Feats of Strength 
Withstand P^in 




-iitjci to tht'. t;x.irT;ple of Cd 13, hcC pkycr -^pemi!. \00 DP 
iD"\r-\i.,vtTa:rA PoiiyWl m Acrobatics, 0v\nq her i h\bc Ability 
■.cc i:r at SO. NcJct, ■^fn« Acrafc^tlcs liepcnd^ ttfon Ayiljty, He ^tlJ^ 
Ccliif's AiJiiity CbiV'lirtct-is-tic motiiffcr, which for her would be *^5. 
Ttiercforc. her fincil ability ^core in Acwbatsiis vmII be 65. ihseid amy 
.^44itfcn7gl rTjo4[fieRd|l5cu55ai t^te^ m this diqpier 

ARCHETYPES AND 
CLASSES 

Classes represent specialties the characier has dedicated his life to 
studying ■■■ that is, the training and philosophy he has received to succeed 
in a specific profession. No one can simply decide one day to become 
an architect and then immediately start designing buildings. He must learn 
and practice for several years. A character, therefore, must undergo similar 
training so that he can fiinction as a member of his class. 

Before choosing a class, a player should first choose an Archetype for 
his character. The Archet/pf S are prototypes, icjiwl models that encompass 
specific concepts about the cl.-i'^s you will choose. There are six Archetypes, 
which include many classes: 

Domine: Those individuals who specialize in the use of their spiritua' 
energy, through which they can accomplish amazing actions, Domine seek 
to master the Ki abilities. 

Fighter: Fighter Archetypes specialize in armed and unarmed combat, 
They seek to perfect their combat abilities with unwavering commitment. 

Mystic: This Archetype encompasses several clrisses which deal w Ih 
the supernatural realm. Mystic characters can summon supernatural 
crt-it.jrcs or change reality through their spells. Ihey seek to master th'-:r 
SuiK i natural Abilities. 




Prowler: Characters with this Archetype use subterfuge and wit to 
accomplish their objectives, prcfciring to avoid direct confrontation. 
Prowlers specialize in physical Secondary Abilities. 

Psychic: This Archetype encompasses not only those cliaractcrs shifted 
with psychic powers, but also those who have dedicated themselves to 
perfecting the psychic arts. Psychics seek mastery over all Psychic Abilities. 

Novel: Characters with this particular Archetype have not specialized 
in anything, specific during their apprenticeships and, therefore, have no 
specific preferences. Mundane humans - such as innkeepers and peasants, 
as well as more advanced professionals - fall in to this Archetype. 

Box MI: ARCHmTES Am Classes 



Archetypes and Classes 




FIGMTER 

Acrobatic Warrior 
Dark P.iladin 
Paladin 
Fianp.er 
Shadow 
Tao 

Warrior Summoncr 
Warlock. 
Warrior 
Warrior Mentalist 
W iponsm aster 

MYSTIC 

illusionist 
Summoncr 
Warlock 
Warrior SuiVKnoner 
Wizard 
Wizard Mentalist 



PROWLER 

Assassin 
lliuslonisl 
Ranker 
Shadow 
Thief 

PSYCHIC 

Mentalrsi 
Warrior Mentalist 
Wi/ard Mentalist 

D0MJNH 

Tao 
Technician 

NPVEI. 

freelance 




classes 



Now that we know the character Archetypes, it's tinae to choose a 
class. Having', a class does not mean that someone has dedicated himself 
to a specific profession in the strictest sense. A Thief doesn't necessarily 
support himself by robbery, just as an Assassin needn't solely go around 
killing people. 

Classes indicate the development costs of the character, limits on point 
distribution, and some of his special abilities. Box III: Archetypes and Classes 
ists the twenty Anima character classes divided by Archetype. Det;Liled 
information on all of these classes is found in Chapter 3. 

If you look at the box carefully, you will see that some classes are listed 
under two different Archetype:. Some classes have a dual nature and can fit 
into more than one Archetype, i'hese are called mixed Omcs. 

Now 15 ttrrw for Ceha 5 ^Uv^r to chciox 3 path for Cett^ to 
fulluw Tl'jmkiii4j 3 fjttld bit ah'DLit Calif's backij round- ha decdntci 
th^t she ha* ^oen fedicat^i with cornba^ since fihc yovnq q\\r\. 
ThcKcfpte, chpf?5-lr3g the Fli^btcr Afcticts'pe rn;ikc'j the h(r=-t sense fof 
bet. N-m her pl^yt'r wab to choose Cclla'scl^as Giveij tbat neither 
Strerjgib i}Of Constitution Is her strotjgeft Character istic, he passes 
□n the tr:3diiio(i3l WaH'lorcljss Hoi^evei-, her hiL[h ■scores in Aijillty 
antl r^jiterlty make her m s4^l Acifdfc-Jtic Wattrior. BccSiusc of her 
^f?scd it^i adhDjttTCss, cdl3 can he a LlevastjiltTiij oppaneni: in ^ fi'Ahi. 
dc^p'ltc hat l^ckofe.stccptiDn^! Strcht)tb. 



DEVELOPMENT 
POINTS AND LEVELS 

Development Points (DP) are fLindamcntal in the creation of chi icienj, 
since they allow each character to learn and continue to aeiiieve greater mastery 
over their abilities. Unfortunately, DP are not iimitlcss: each player only Kas a 
specific number available to spend on their ch illi: . Tl -.-'tfDre, ch.jmcten 
having a number of different skills cannot really sp. •■i,-.li;r \p ,iny Conversely, 
highly specia .'ed characters will not have the br.. icU' of skills that otticr more 
wcll-roLindti;: characters might. For example, • Thic-I' who fr'i'diCii I f'j ilmusL jII 
of his time to IhciT has probably spent a ^rf,ir majoi- ly of "r DP in this ski^l. 
However, in doing so Ills player has neglected other abilides - such as Stealth 
and Hide. Consequently, he will be better than othur thieves in Theft, although 
his more balanced colleagues will possess greater skills in other areas. 

Just as some people have a greater facility to learn while odicrs must 
make much more effort reach the same level, charati 'rs in Aivnio do not 
possess equal capabilities in improving their abilities. Thi .-i ning differential 
is represented in game by the concept of Development Costs. Development 
Costs arc, essentially, ratings which determine how difficult abilities. Jre 
to improve. In short, they indicate how many DP a player must spend to 
improve :i chanacttr's ability. The lower the Development Cost, iFk: fewer 
DP a character needs to learn or advance in a particular .an'M; the character 
requires less effort to improve. The value of these costs is deti'rmirrod ay the 
character's class, since it is e -:r • ) i 1 we in one's ssjecialties. Lo^kally, a 
Wizard will improve his mystica' abilii :s at a k r cost than a Wart lOr will, 
while the Warrior will learn combat skills more ily. 



?mv' level* 



A char£ . r's level is a measure of power, indicating the strengih of his 
abilities. Tht 'ligher the level, the grc.il^jr his powers, since he has more DP to 
spend on improving them. All char-^ctert^ l>ei(!n the game at 1st level with 600 
DP. Don't make the common misraiE of thinking th.'it .1 cl^ir^nrter's Level 
refers solely to his combat abili: es. Initead, It rc-pnesents the potential that 
thii person has realized in the world. One could say ihat Einsitin wJs a Jrd- 
or '^th-'cvel character without it ever meaning that he wa^ good it figh^ 'ig. 
He was simply able to use ■ above-average abilitiE$ more than other 
people, so his level also was ,;i ■.-.iter tha^i that of the general populace. 



Ciiiaiklini] and 
DislrlluiUn^ Pob\{ 



Normally, character abilill^.'^ thni iire checked ;:>^ainst Id 100 have 
Development Cost between 1 and 3. This indicate^" 'he number of DP 
that a player must spend to improve a character's specific ability by 1 
point. When you want to learn an ability in which your chara . : v no 
knowledge, you must spend sufficient DP to have a minimum '~. 1 .c of b. 

Li^l 1- imj^Jine tiat we wiiijit tu u^tzn^ 60 I'P 121 41. jbiiiiy vucii 4s 
5!ileni::e. if the ci^fc afi'm *k\\\ ^^'ch? 1, iviauU have an ahiJJty af 6P 
:->ain*i,. With 4 cost of 2.. aur level In the ability vvoulii be 50, iMfh 5 
li v,T'iil.ii h;- 20, eh- .As you srp, the v-llcic vare^ irr ■jpitiT of bavlrjij 

iDvc -i -.i ii; .-.icl. . ■.:lhc 'inline ij:in?he|- nt OP: 

Some abilities have different increase rates. Magic points, called ZfiQti, 
increase in increments of 5. Therefore, if they have a DcvelopmenT Cost of 
2, they would increase 5 points for each 2 DP spent. Other abilities, such 35 
Magic Accumulation (MA) and Ki, grant special benefits that arc improved 
in different ways. We will discuss these special cases in greater detail in each 
of the sections dedicated to them. 

Fotnt Distrilmt'm Limils 

There is a limit to the number of DP ^1 player can spend in each oF hi^ 
character's three Primary Abilities (Combat, Psychic, and Supernatural). 
Besides listing the Development Costs for a chara ctei , tith ciHi las a 
different limit to the number of DP a player < ■ ■ spem on ''-."icn Pr-im^ry 
Ability type. The standard rule is that a player cannot spend more than 
50% to 60% of his DP in any Primary Ability area, dependin;,', upon his 




rrictf^r's class, [-"layers of 1 sMevel characters 
whose class possesses a 50% limit in Combat 
Abilities, for example, may invest a maximum of 300 
DP in that Primary Ability area, while players of Ist-levcl 
characters whose class possesses a 60% limit on Psychic 
Powers may invest am a xi mum of 360 DP in that Priniary 
Ability cirea. 

Secondary and special abilities have no limitations 
on DP cjKpenditure. 

Smi:c: Ciill.Vn \^Uy€f has diusiii: the A;:ic ; ..; . 
Warnop class fot- hfr, thgi pbyer tan only spenj up 
tofvOS ofCi^ll^'^ "P c;n CofTjhgt Abilftirt. 50" 
on Su^^ccnitniwi i)n.l Psychic- AhllitiC!'. As G: i."', i- i 
Tst-levcl chAr.lctcrivith 600 PP, her player an ii7vc:it 
up to 360 HP III ComKit. HcMcvcr, thil woi. 
leave him only 2-»0 DP to sptfud un Suj^ci-iMt ,1 

Psychic AHlitl^Sr 3S well as Se^cjnd.vy A'Tih'tR^^. 

Limits on effamvc 
mi Dcfcnsm AhiUim 

In addition to the limits to DP distribution that we 
have .Jt'jjidy explained, there is another general limitation 
for fflch class: limits to offensive and defensive abilities. A character cati 
never spend more than half of his DP total on Attack and Defense abilities, 
[hat iii, on Attack, Block, and Dodge. 

Ab it\ Acmhiiti V\',ir r, i_cli:i >i lurjit of- K^i (ofr pottiis 
jji her combat qb ti(-". (. ponits at lit I'.vJ.}. Noneihelifss, 
canf?o(- 5pen4 mote thqr) 500 PP on Atiacit PolIcic, •iincc dnt 
wciuM morr th>in halfofliGt tot.il. Tlir- would h"-T-.':' I'^O points 
fbf other com h.it ..1 hill ti--- -KiLh .-^ Ki, Wcr Armor, M,!;luij Art>, .lUi-l 
Waipaii Mof|ul«^ii 

It is not possible to have a difference greater than 50 between an 
individual's base Attack and Defense. Someone who, for example, has a 
base Attack of 90 could not have more than 1-10 in Block or Dodge. In ihis 
case, to incinitn- his Defense, he must first increase his Attack. 

A char(ict( may want to increase only hi.s Attack or Defense ability, 
bu- not both at the same time. For example, a tliief wants to Dodge only, 
or c.n archer who only wants to learn to shoot with a bow. In this situation, 
'.■m: character can spend only half of the total points he is allowed to on 
Attack and Defense (ihat is, one quarter of his DP total), but he can ignore 
ihr? rule that requires him to have a difference of no more than 50 points 
between his Attack 'ind Defense. 

Limits on Mafflc n^ii Psychic Projectm^ 

The last limit is localed .n the Magic and Psychic Projection. Players 
trinnci ipcnd mere than half of their character's total allowable Magic or 
Psychic Abilities allocation (as dictated by class) on the Projection ability, 

PgiListJ a M<nt^JKt who h.i'- lijukcd lifter Cclu y\ncc she w.^^ 
4rn^ll. Let's ^sstirrje that he is 1st level an4. as wrth Cclta, Vi^j 600 
PP, of \.vfilch his pNycr m^y spent! S60 on Psychic Abilities i6iJ% ol" 
the total), irt this caw;, the Tn^iNimurn nt-in^hcr of poi'nb thgt phyet 
mqy spetjti on his Psychtc Pro|edior) ^hility js 180 DP - half of die 
iirjTOLtiitaHpiA'cJ for Paziisu's Prin^ary Psychic Abilities. 




\nnak class Mnmes 



Som charactei abilities improve without having to spend points. I he 
points a :.'i,iracter gains through a class bonus count as special bonuses, 
ins: ;Md of additions to the base ability. If, for example, someone has a class 
bonus of 1 10 in a Secondary Ability, add 10 points as a special bonus. 

Your chariiticr's das.s bonuses are determined by the class you choose. 
These bonuses a^e applied not only at character creation, but are added 
.i,^,ain w\-zT! p^ainirig n level. 



'^incc CctJa i-^ .^n- ,AcfL.h,iti Vwin inr, ^he hgs5 dgss bonus of ^■10 
pci k'vcl tiT her Acrohiiics-jbility. Ii ^he h.Kl 3 65 lu thK ability (50 in 
Oic ktsLM^lltby' phi^ 1? ^or her charairteristici]. her tinjl ability' scort; 
wDtfLi be 7:^ .il^i/i .i.Mmg tliecl^ss banus, 

When a player has sp>ent his DP on a character's Secondary Abilities, he 
may then add another singro Chai'acterislic bonus to any single Secondary 
Ability. This refle ''.t a ch^fncifi ''^ natural skill in a partieuiar area. The increase 
is made directly on your characteristics bonus, and not the class bonuses 
discussed abov«, Ea&\ time you gain a level you may do thiy ,again with any 
Secondary Ability you choose (the same or a different one), and again add the 
characteristics bonus. Naturally, you can use this only for' a positive bonus. 

|v.^ztiirriing to our dcwiinf eisijniple. Celiia l:as a fir;^! S'-one of 75 fn 
Acrobjttcs tEHr> bjse score, 15 tor lier cih^raclefi^trc:. qnd 10 iDf cigss 
h.:in;s), if sjie chose this atilibj' to gdJ her n'atural bofiu-i tp. she 
would syiin ^44 f^er Aijihtv' bonus anj obtain 3 hn^l ihllWy of 90 
(50 b3.-<ie 5Core, 50 for h-cj- char-ji^tcnstlc. :!\nA 10 foi cLim bonus). 

Mastery 

When a character possesses a final ability score ol 200, he has reached 
mastery in that ability. He has become a true expert in that particular area, 
acquiring capabilities that others will find difficult to achieve. Einstein was 
a master of sciences, just as some Olympic champions master their diverse 
athletic fields. For this reason, when a character uses an ability in which he 
has mastery, his Fumble number is reduced by one so that he fumbles only 
on a result of 2 on dIOO. 

A ciiaracter can achieve mastery in Attack, Block, Dodge, Magic Projection, 
any summoning ability. Psychic Projection, and all Secondary Abilities. 



LIFE POINTS 
AND INITIATIVE 



Life Points indicate a character's resistance to wounds and the amount 
of damage he can suffer before receiving a critical wound. When a character 
reaches 0 Life Points, he may die. 

The b • ■ Point score are based on Constitution. The base number 
of Life Points for all living beings is always 20 points, to which you add 
Constitution multiplied by 10 and afterward add or subtract your modifier. 
For your convenience. Base Life Points are listed in Table 4. To this number 
you should add the class bonus for your character's class. 



r 




Let's if^tnrn now to Cchq it} Dt^\et to catciilate hct Lift Points. 
:-ii:.qrr Jicr Cpfr4itutior/ >cotc 5, her player con-^ulb TaMc i3D4 
|::tcTrrr>mc5 th.\t hn- R;i;^c Lit^: Point xohc fs 70. Since ^-bc I'j .ii> 
Aci-okttcc l^'cTN iof, 1 1^:1 player then .iiiUs her Lifc Point cLiss bonus 
uvl.icS) i- 10) It; lic'r h.i -ij score, for.:i tot.il Lift: Poiiii sccrr;] of BO. 

A player cnn increase his character's Life Points by spending DP to 
rcacli fT Life Point multiple, wliich is determined by a character's class. This 
increa'.'-' is a ^peciai ability. Each time a player spends enough Dl^ to rt:a(:h a 
mttltipic, he can increase his chai^acter's total Life Points by a number equal 
to that character's Constitution score. 



Table 4; Base Lipe Fmms 

Bue L(re Point 



M.a5ter ottlie jworct 



Fohwi^mpicL Cclia's Life PointiOThctftO) mcaos tlTatshc is qoin^ 
to bay/s to worry aboirt wounkl?. To 5qIvc th^t problem, her 'pkyer 
spciula sofne DP to smprcn'G her .iim.i.J.t! reststgnce, As qn Acrobatic 
Wqrnor, Celu's bi^ Point multiple i5 20. Th^fcfore, for ejicb 20 1^1-' 
apeiTt, l>er pUyer an qJd the vglue oF her Co[)5ti(:utioM score to her 
Lll'e Fomte. AHeif iorne LbcJugfjt. her player sperMii 20 DP, increyMDi^ 
he," Life Paiitt 5ilarii hy 5 Uhc v^llit a\ CciSi^ li Ct-int-titutioi] score), 

for ^ tpts! of E?5. 

The base initiative of a normal-sized character is always 20. To 
calculate the final Initiative .store, add the character's Dexterity and 
Agility modifiers to his base Initiative, and then subtract any penalty for 
using particular armor and weapons (unarmed characters receive a ■ 20 
rTiodi'ficr to Initiative). Finally, add a character's Initiative class bonus. Since 
[ is possible for a c.'iaractrr to have different Initiatives, depending on which 
weapons or arinor he uses, players should always use the first column of 
the reaction table on the character sheet to calculate final unarmed and 
Lii ' mored Initiative, and then use the others for specific weapon/armor 
combinations. 
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Return I hiLj (o out squiple ch^racLer, C-sJjg'* bgse IrjitLTtiwj is 
sinctf sbtf is a Dofmstl^izAi bLirrtan. l^Qustf httr [>e«terity is 9 
:\rx\ 'Kf Ability is tO, her pUyer cin a44 25 (blie tDta! afhttv LVxteflty 
aO'l Ai^rFsty mDctlflew) to her kli<, for .l tot^l of i5. ,As id Ae* ob.it 
W.iMior. Cell J pa*'!cssc> Inltl4i?vc cUsy hanui of 10, biirijir-n.] bfi 
[nit?.^tive ia{:]l io 5^. Finally, ^Ino:; ^hc i^otr^ nn^frrieJi 4ii4 4i^'-s not 
wcii .my Simov, her pbycr jcitj?^ the nn^rnicii Initi-l-five bonu^of 20 
3nd tjoesn't neeJi to subtract any . ^uor poii.ilti.-:'- to lij:-!i;ttivc. Her 
final Initiative score ir. 7'^- 

PRESENCE 
AND RESISTANCES 

Presence is the sum of all the existential aspects of a character - both 
physical and spiritual. A player character has an almost unlimited potential 
to develop his abilities; the more developed, the greater the Presence base 
he has. Presence depends on the character's level and on the number of 
total DP he possesses. Higher-level characters will, therefoi^e, have a hi^'l-iT 
Presence. To detei-mine a character's Presence score, simply divide his toi.il 
DP by 20 (for quick reference, see Table 5). A Ist-level character has a 
Presence of "iO. 
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In AniiTia, there are five types oF Resistance, eacli one protecting a 
character against a different type of negative effect. Resistance values are 
calculated by addiri;-, a character's Presence to the applicable Characteristic 
iiiodificr (detailed below). 

The five types of Resistaiice are: 
Disease Resistance (DR): Represents a character's ability to avoid 
fall' '!' 'r being affected by a disease. DR also indicates how quickly a 
char , :■,<;■• r can recuperate from an illness. Ba?;ed on Constitution, 

Magic Resistance (MR): Represents how well a character can resist the 
HTcJ:. of a spell or of an ability of supernatural origin. Based on Power. 

Physical Resistance (PhR): RepresenLs a character's tolerance for 
damage and shock. PhR allows characters to avoid falling unconscious aiid 
overcome the effects of criticals. P- -sed on Constitution. 

Venom Resistance (VR); Represents a character's Resistance 
to venom, poison, and toxic environmental effects, 
VR allows a character to alleviate or overcome the 
effects of poison, leased on Constitution. 

Psychic Resistance (PsR): Represents a 
charactf^r'; orcc of will which allows him to re.sist 
psychic ■■■■ .cks and any mind-altering attacks. 
Based on Willpower, 



Cimmim Advanta^c^ 



Players may choose the following Advantages regardless of a character's 
class or race. Cost indicates the number of Creation Points needed to 
purchase each Advantage. 



^ f 
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Puffiencie af 30 To detemit>e her Resfstqfjces, 
litf pUyer qcldii ihe relevant Ciigfaderi^tii: 
IrickJlFjcR to obtain ih^ follcmmt} resufii: Ph' 
50, MR 35. Ph R. 50, and Ps R. 25. Ejch 

oiiits to her Prcsctxc. tht-*i;-hy inrrr.^'.i[)^j 
her He^lstlncej. 



On many occasions during a game session, 
pl.iyers will need to roll Resistance Checks, To 
'^rdertrike a Resistance Check a player rolls 
IdlOO and adds the result to his character's 
Re'ji5t.:ir.i:e score. If the total is greater than th 
required difficulty of the check, that character 
jr:'-'L-d a.E;ainst the effect. Otherwise, the amount by 
which the check is missed indicates the level of failure. 

CREATION POINTS 

The finiiJ 'lep before a player begins to spend DP and complete a 
rhr^ncter is to allocate Creation Points on Advantages and Disadvantages. 
As with each creature that populates the world, Anima characters have 
several idiosyncrasies not solely reflected in their Characteristics and 
Abilities. T' ^ .■ ■ liosyncrasies are inherently tied to an individual's essence 
■jr !• iture. i hey are not learned and do not iinprove; characters are either 
bcfn with them, or they never have them. 

Is my character ambidextrous, or does he have magical abilities? Was she 
borr with psychic gifts, or does she heal slowly? The answers to these questions 
cannoL rest '..olely on chance, nor on the whim of each player's desires. 

EKh character can acquire Advantages and Disadvantages from 
Ttie following lists. Each Advantage or Disadvantage grants benefits or 
inconvcnicncus described below. Players can spend up to 3 Creation Points 
{CP) on the Advantages that he chooses and believes most appropriate. 
The cost of the Advantage indicates how many CP a player must spend to 
g^ln it. Some Ad'/antagci have variable costs, which mean that they grant 
Ijreater benefits according to the number of CP spent on them. 

Disadvantages function in a similar manner, but instead of costing a 
player CP, each Disadvantage gives a player Creation Points he can spend on 
other Advantages. In this way the benefits and inconveniences balance out: 
The more advantages you have, the greater your problems will be. Players 
cji Lhoosc up to three Disadvantages for a character - although they don't 
h.^ve to cirion-:e any 

Unices, specifically stated otherwise, players may choose each Advantage 
or Disadvantage only once. 



ApP ON't PO!:N ; U 1 A Cl lARACTERISnC 
One of the character's attributes is greater than before. 
Effects: Add a point to the value of a single Characteristic. 
Restriction: Strength, Dexterity Agility, and Constitution cannot be 
increased to more than 11 through this Advantage. Intelligence, Powei", 
Willpower, and Perception cannot be increased to more than 13 through 
this Advantage. 

Special: You may take this Advantage as many times as you wish. 
^ Cost: 1 

^^^^^J^ Acf TK Si ^5,F-:.S 

The character's senses are as developed as those of 
an animal. 

Effects: This Advantage adds 1 point to the character's 
Perception when making Character C ks. It also adds 
a special bonus of i 30 to Noi ■ e and Search. 
Cost: 1 



A.-: n TACT 
The character possesses a mystical device 
of enormous power. 
Effects: The player and the Game Master must agree 
on the abilities of the device. Spending additional 
points increases the capabilities of the object. 
Cost: 1, 2, 3 

AMH-I[)F-.X"I l-i"U-'S 

An ambidt-xtrrius person can use both hands 
equally well. 

Effects; An ambidextrous character can pciTorm 
maneuvers with either hand. In combat, he suffers 
only "10 to attacks with an additional weapon. 
Cost: 1 

: \3' Oi'-.:! Cf IAI^l." ' -.LSI i' lONlNI- 
This Advantage allows a player to increase the value 
of one of his charaeiier's Primary Characteristics. 
Effects: Substitute one Characteristic's value for a 9, no matter what its 
original value was. 

Special: You may take this Advantage as many times as you wish. 
Cost: 2 

Accfjs to One Psycs in: Piscipi ine 

The character is gifted with the ability to use the powers of a single 
psychic discipline. Its abilities are limited to a single field and, no matter fiow 
much it increases his potential, he will not have access to powers that are 
greater than his natural capacities. 

Effects: This Advantage allows use of PP to acquire affinity to a single 
psychic discipline and the matrix powers. 
Cost: 1 

Charm 

The character has a certain personal magnetism 'I'.lt m.ltkies others 
react positively toward him. He always receives a positive reaction from 
people who do not know him, and some individuals may even be slightly 
more permissive with him. 

Effects: The limits of this Advantage must be decided by the Game Master, 
Cost: 1 

Pl^aUIETIMG 

A character with this Advantage can make people nervous whenever he 
wishes. He can also discourage violence against himself or force intimidating 
people to agree with him. 

Effects: The limits of this Advantage must be decided by the Game 

Master. 

Cost: 1 






Animal Affjnitv 

A character with this Advantxigc has a special link with animal's th.it i'Icjws 
him to obtnin a positive reaction. He is also able to commLinlcntc in a limited 
way with thcin, understanding their general intentions, and vice versa. 
Effects; The limits of ihis Advantage must be decided by tiie GM. In any 
case, an animal trained to attack will still do so in spite of this Advantage, but 
probably after giving a warning and offering the character an opportunity 
to escape. When combat against an animal is unavoidable, a characuir with 
this Advantage will always be the last person attacked if he is in a group. 
Cost: 1 

? ^ ,1 Si NSE 

Characters with this Advant;)ge have a sixth sense, which allows them to 
detect when something dangerous approaches or threatens them - though they 
will not be able to detect the origin or nature of the danger until they see it. 
Effects: I he character cannot be taken by surprise, unless his opponent's 
Initiative score is 1.50 points or more higher than his. 
Cost: 2 

Bi 1 \ A;^oi;m> 

The character has already had experiences in the real world, by which 
he has learned great l€:s.sons. 

Effects: The character begins the game with 50, 100, or 150 additional 
Experience Points, depending on the amount of Creation Points spent. For 
example, spending B CP increases the character's txperience Points by 150. 
fills increase permits a conventional rise in level if the necessary point total 
is rertthed. 
Cost: 1,2,^ 



Aptipjpe in ,a Sv^'ect 

A character with this Advant,ige has ;in enormous cnp^iclt/ to 
learn a single Secondary Ability, which allows h»m to develop it with ■>/^fy 
little effort. 

Effects: This Advantage reduces the Development Cust of a jingle 
Secondary Ability for each Creation Point spent. For ex,irriple, z Wizard'* 
playei" could reduce the cost of the Composure ability from 3 to 2 T he 
spent 1 point on this Advantage, or even to 1 if he spent 2 polnls. 
Restrictions: Development Costs cannot be reduced below 1. i hiS 
Advantage works only for Secondary Abilities. 
Cost: 1, 2 

Ac."! ■ lO N/- ■ ■ P5Y( ■ PC'V\'^ 

I he character has a limited psychic ipacity that allows him to use one 
Psychic Ability unconsciously. He doesn't know the oi - -in of thi" riower or 
have complete control over it, but he can use it whenev le needs \o. 
Effects: The character can natii rally use one specific Pi/*:h Ability. He 
is not a true psychic and cannot use Psychic Points to ;i<. j n---.; i;r.w abilitJca 
or to harness the powei' that he has. His psychic potential is not bsfied on 
Willpower and does not require rolling dic(\ but automatirally is DtfTlcull 
(DIF). The chosen power can be of any levi . bt' it cannot Fsvg a hase 
requirement greater than Difficult. It can I : i ed once per minMe withwui 
the character suffering a pen-^ty, but each additional tise v/ithout tfi* 
I'equired rest inflicts 1 point of hatiir^uc. Spending additional poirts increases 
the natural psychic potential to Very DiffituH (VDF) and AbiurcJ (ABS), 
respectively. 
Cost: 1, 2, 3 






KitaliH' Fi.li- > 'ifd-i:)! aifin.iy •■,■1.! ull 



Apii ri/'PE fN A Relp 

As per Aptitude in a Subject, except that in this casp, the character has 
n -Tcat capacity to learn an entire area of Secondary Abilities. 
Effects: T he Development Cost for a f ield of Secondary Abilities is reduced 
by 1 point. If the character's class offers a Secondary Ability within this field 
at a reduced cost, tfie benefits of this Advantage apply in addition to the 
class benefit. For cxannple, if an Explorer decides to reduce the cost of the 
abilitieji of the Intcllecttial field, these will cost 2 instead of 3. The Medicine 
ability, which normally costs 2, will now cost only 1. 

Restrictions: Development Costs cannot be reduced below 1. This 
Advantage works only for Secondary Abilities, 
Cost: 2 

i ! AT A O \A^^Aa^:.^• ^'^'WCb ROLL 
This Advantage allows a player to modify one of his character's Primary 
Characteristics. 

Effects; Players may roll one additional die once tfiey have generated 
Cliaracteristics and use the result in place of one of the previous rolls. The 
nt.'vv number cannot be less than the character's lowest roll. 
Restriction; This Advantage Is not compatible with the fourth method of 
generating Characi eristics. 

Special; You may tal<e this Advantage as many times as you wish, 
Cost: 1 

Ma-. iiAi Ma.stf:ry 

The Martial Knowledge of a character with this Advantage is superior 
to others of hii level. Usually, the character has received special training 
that has allowed him to explore his Ki abilities - although it is also possible 
that he lias simply been born with enormous natural ability. 
Effects; Adds 40 points to a character's Martial Knowledge (MK). 
Additional Creation Points increase this amount to 80 and 120 points, 
respectively. For example, a character whose player spends 2 Creation 
Points would receive 80 additional points to his Martial Knowledge, 
Cost; 1, 2, 3 

GOi'.,' I..WCK 

Cfir;i-icters with this Advantage are exceptionally lucky in everything 
they do and very rarely commit a serious mistake. 

Effects; The required number to fumble is reduced by 1 point. In normal 
circumstances, therefore, the character will only fumble on a roll of 2. If a 
chilraiitcr with this Advantage attains mastery in any ^ibility, he will fumble 
only on n 1 when using it. 
Cost; 1 

Ki RECC'Vkkv 

TIlis Advantage allows a character's spiritual energy to recover more 
quickly than normal. 

Effects: The chai iClcr recovers 1 point of Ki every ten minutes, instead 
of every hour. Spt iding additional Creation Points decreases the recovery 
time to five minutes .ind one minute, respectively. 
Cost; 1, 2, 3 

Jm'k of Ai I. 7k/M)F'; 

Characters with this Advantage can adapt to any need that arises and 
dcvi li .p knowledge in all fields and subjects. No matter how rare or unusual 
ihr Secondary Ability needed, they will always have some knowledge or 
skill uieful in that situation. 

Effects: The character never applies thc^ -30 penalty for not spending DP 
in a Secondary Ability, and he also receives a special bonus of 1 10 in all his 
Secondary Abilities. 
Cost: 2 

N,'\iL-'P.Ai. Armor 

Jhti character has extremely resistant skin and very hard muscles - such 
that it is very difficult to penetrate them. 

Effects: Grants natural armor of 7 against all classes of attacks except 
ener^^-bai^ci onei. Although it counts as armor, penalties arc not applied 
fpr u'iinj' .-idditional armor layers. 
Cost: 1 



Mystical A^-,:-Ai)'i. 

The char.acH^'-r's aura forms a layer of mystical energy that protects him 
against supernatural attacks. 

Effects: Grants a character a natural armor of 4 a;;,Ainst cnergy-baset! 
attacks. Although it counts as armor, penalties are not applied for using 
additional armor layers. 
Cost: 1 

iy\i;!."iN" 

A character with this Advantage possesses a superior endurance 
(■e!ai.ive to what his Constitution would indicate. 

Effects: A player can add 3 points to his character's Fatigue. Spending 
additional Creation Points adds 6 and 9 points, respectively. Thus, a 
charactci" whose player spends 2 Creation Points on this Advantage would 
add 6 to his Fatigue score. 
Cost: 1, 2, 3 

L/N'^i mon Si/e 

A character with this Advantage possesses an unusual Size relative 
to his Strength and Constitution. This allows someone who should be a 
colossal mass of muscles to be a small person, or vice versa. 
Effects; The player can increase or decrease his character's Size up to 5 
points dttring character creation. 
Cost: 1 

Si/'.^: l.Nic: WL/MT"! I 

the character has a great fortune in materials and equipment. 

Effects: 1 his Advantage provides starting money or equipment valued 
at 2,000 gold crowns (GC). Further points spent increase this amoLint to 
5,000 and 10,000, respectively 

Restriction; The Game Master m,ay prefer to give a different amount of 
money, tailored to his game. In this case, both the GM and the player should 
decide the amount. 
Cost: T 2, 3 

Rlcv-. 'vx ["[ON: Basic, Aovan'-i a-np GkEArtR 

Wounds suffered by the character heal easily. 
Effects; This Advantage increases the character's Regeneration by two 
levels. Spending additional points increases Regeneration by four and six 
levels, respectively. 
Cost: 1, 2, 3 

[£l.AN 

A character with this Advantage has attracted the attention of a Shajad 
or a Beryl. Generally, this means that an ancestor of the character was bound 
to the being and it still maintains some type of bond with alt the members 
of the family. It is also possible that this attention is due to some actions the 
character has taken. At the moment, he enjoys its favor - although after 
the player begins playing his character, the relationship will depend on iiow 
he behaves. 

Effects: The character has Elan 25 for the entity he chooses. Spending 
additional points increases the level to 45 and 60. respectively. Thus, a 
character whose player spent 2 Creation Points on this Advantage would 
have Elan of 45 with the particular Shajad or Beryl whose favor he enjoys. 
Cost; 1, 2, 3 

Immunhy n Paiin AM) Fa ' 

A character with this Advanuigc is especially resistant to the effects of 
pain and fatigue. 

Effects: Penalties caused by pain and Fatigue are reduced by half. 
Cost: 1 

T;i': \ 

The character can feel and control supernatural energies inherent within 
his own soul. Magic flows through his very spirit, and with the appropriate 
knowledge, the character with this Advantage will be able to cast spells. 
Effects: The character can see and use magic, FHe also adds a special 
bonus of 1 10 to his MR, since his supernatural nature better resists mystic.il 
effects. 
Cost: 2 



See SuPEftNATUBLAL 

A character with this Advantage can perceive the Soul Flow and at the 
samr time pc-rt ^:-ive the energy of psychic matrices. 

Effects: Tht- character sees supernatural things - including magic and 
psychic matrices - as spiritual creatures. He does not apply (he blinded 
penalty in nny of these situations. 
Cost: 1 

This Advantage allows a character to see in the dark and to 
adapt quicldy to any change in light intensity. 
Effects: The character may ignore any penalty caused by the 
dark - except for magically induced dark or absolute lack of light, 
In which case the penalty is reduced by half. 
Cost: 1 

f- lAMAIT. 

A Fortunate character enjoys true luck, hie can often escape 
difficult situations due to his lucky star. 

Effects: The limits of this Advantage must be decided by the Game 
Master. In any case, the character will never suffer the negative effects 
of a '" p or an attack determined solely by chance. 
Cost: 1 

Free Access i\ Amy Psv lh.'c Piscii^i ink 

Charactar-? with this Advantage may use any type of psychic discipline 
and if; abilities. 

Effects; This Advantage enables the character to use as many psychic 
disciplines as he wishes using his Psychic Points. 
Cost: 2 

Qi/iCK Refi £\!:s 

The character has exceptional reflexes that allow him to respond 
quickly to ar-' ituation. 

Effects: Cir ints a special bonus of '25 to a character's Initiative score. 
Spending additional Creation Points will increase the bonus lo +45 and '■ 60, 
respectively. Thus, a character whose player spends 2 Creation Points on 
this Advantage receives a i45 bonus to his Initiative score. 
Cost: 1. 2, 3 

Characters with this Advantage possess an enormous capacity to learn 
and dev-nlop their potential, always gaining the maximum benefit from 
whatever they have seen or done. 

Effects: Characters gain an additional 3 Experience Points when the 
Game Masti,'- grants points at the end of each game session. Spending 
additional Creation Points increases the benefit to 6 and 9 points, 
respectivel)'. 
Cost: 1. 2, 3 

Natljral Ld^rnfr. 

Characters with this Advantage naturally improve in a specific 
Secondary Ability. 

Effects: Grants a character an innate special modifier of 1 10 per level in a 
single Secondary Ability. Add this modifier to any other innate class-based 
bonus the character receives. Spending additional points on this Advantage 
increases the bonus to 20 antf ' ^0, respectively. Thus, a character whose 
player spends 2 Cfeatton Points on this Advantage would receive a modifier 
of I 20 per '.tvcl to a single Secondary Ability, 
Cost: 1,2. ■: 

N A 1 1 / l'V\ I Ua RN ER, ReLP 

As Natural " -.'arner, but in this case the character improves in all the 
Secondary Abilities that belong to a certain field. 

Effects: Grants a special i 5 per level bonus to all the Secondary Abilities in 
a field. Add this bonus to any other innate class-based bonus the character 
ctcelves. Spending an additional point on this Advantage increases the 
tonus to ■ 10. Thus, a character whose player spends 3 Creation Points on 
this Advantage would receive a modifier of 1 10 per level to all Secondary 
Abilities in Athletics, for example. 
Cost: 2, 3. 
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Exmn-'ONAL Mac c R.r^'Tr.iN<.'i. 

Characters with this Adv^,-' -.^e possess h': i|f'ht{;ritd 
resistance to magical attacks and effects. 
Effects: Add ;i special bonus of +25 to Magic Rcsfstarvcc 
(MR). Spending a second Creation Point increases the bo\--f> lo 
150. 
Cost: 1, 2 



ExCEP'i ON/\;. Pl-IYSICAl. Rl-5ISTA.NCF- 

Characters with this Advantage possess heightened resistanc;-' to 
physical attacks and effects. Damage, poisons, and diseases do noi affect 
them as they do other people. 
Effects; Add a special bonus of ^ 25 to Physical f^esistance (PhR), Venoiv 
Resistance (VR), and Disease Resistance (DR). Spending a second 
Creation Point increases the bonus to i 50, 
Cost; 1, 2 



FV I C-NAI PSY('! ;.■ ■ Rl . /\Nl!. 
The mind of a character with this Ad Vein Cage possesset very 
strong mental barriers that protect him from psychic attacks af^6 
other negative psychic effects. 

Effects: This Advantage adds a special bonus of +25 lo a character's 
Psychic Resistance (PsR). Spending a second Creation Point increases 
the bonus to +50. 
Cost: 1, 2 

Light Sif - iHTi 

A character with this Advantage remains partially conscious 
while sleeping and is able to wake at the slightest noise or 
movement. 

Effects; The character applies a penalty of only -20 to his Notice 
ability while sleeping. 
Cost: 1 




The following Advantages can be acqu only if the character ftfls 
the Gift of magic. It is not necessary that the character be a mcrnberoF 
a class within the Mystic Archetype; anyone with the capacity to weave 
spells can acquire these benefits. 

f-.: IFNTAL COMIVVI I I.I TV 
A character with this Advantage is naturally compatib' with the 
powers of a specific magical path, being simultaneously w( ker in it" 
opposite. His essence is bound strongly to this clement, am his magic ;s 
more powerful when he uses those spells. 

Effects: The character has a special bonus of i 20 to his MA ,i; id to his MR 
in the magical path that he chooses. When he uses spells of ;he opposed 
path, he has a penalty of -20 to his MA and to his MR, If the chosen p^lh 
is necromancy, apply the penalty to all other paths. 
Cost: 1 

N A. ; ; ■■■■ i K n o v-: i r rc; e c f a Pat fi 

A character with this Advantage possesses the capacity to cast certain 
spells naturally, without having to study them. He can unconscioui^y- wta^e 
the powers of the Soul Flow for one Path - as if the Path wi '-e stnpl)' 
responding to his abilities. The character knows how to use the spells 
perfectly, but he does not understand the theory behind them, norc^n he 
explain it to others. 

Effects; Tliis Advantage grants innate knowledge of a Path at level 40 
without investing Magic Level points. As it is innate knowledge, the ■Mj^rfi 
can continue to develop it beyond level 40 by spending new Majjic Level 
points. 

Special: This Advantage can be acquired again for different Paths. 
Cost: 1 




TlhE atUck spe?ls of a charKtcT' with this Adw»nta;jG arr nj oatcr when 
It clashes againTt aneilhcr Supernaturdl Ekzam. 

Effects: Ttic character nppllcs a tionui. tjf ' 50 lo his roll to c^Tlculate the 
■result Cif i Collision ag.iiinsi inothEr be^m. 
Cost: 1 

Aprin.''PE FOf-'.. Magili Pevclopme.nt 

A character witli this AdVfirfn^e )v\i the r.ioacit)' to understand and 
achieve lewtA. ol power with hi?, ^jpell^ ■ ir ore .'iter than his Inielliacnco would 
nonTi.iIfy rillo'.v. 

Effects: A pLnyer cnn add i points to his charac :r's Intellij^ertDc to 
deH?rn'ilr^e the maximum poi.enti.i;' ol the spt;ll. Tiiis bonui s not applieiJ to 
any othff r-|bili:)' - noi. gvec) to talculate the ch^iractcr's IcveJ of magic. 
Cost: 1 

Fdr c«TT7p[e. 4 cli^f^cta vvitb qn IntclNgenoe of 9 tries to 
^ast 3 luhnrnous 5pe]J of Irnhixe Calm- Smie the ^cH b^s ^ IfmJt of 
Intdil'*ji;rjce>i10, iiic rn^ximutri vgluiroftriespell epol4 not he^ecater 
th^r- 90 points, i-towewe?. wtth this Ajvqntagc the cb^r^cf^f vvotil4 
cfFcctivdy h^vic^n Intdlttjenccll C3 more than bis true v^Jiic?. 50 the 
spell v'qliie wcjuM 11 Cv 




H alf-attvnep to the Thee 

A;; in Elemental Comp.l(ibility (se* obove). but in this case the character 
is naturally comp;iliblc witii The mniRlc of' half of the My?>tical Tree. 
Effects: The v/izard has a special bonus of -20 to his MA .md his MR in 
the five magical P.'^hs of a segment of the Tret:. In the rest, he h.T5 s pend«)f 
of -20 to his MA and his MK. 

Restriction: Necromancy is not Included in this Advaiit,ii',e. 
Cost: 2 

I"4PROVED K'NATE MAGIC 

A chara-r';T with ihis Advantaf^e can execute liis innate spells vvith a 
greau^r po' 1 tml tuar ncrm.'.l 

Effects: The fr.n.r.f' spot of the wizard add 10 10 their potential ;is 
indicai. :l by their MA. Additional Creation Points incff-ase the value lo ^20 
and ■ 30, respectively. T'hus a wizard with an MA of "iC'U' v/lnose player spent 
2 points in this Advantage could c,-;^;l his innate spells with a value of up to 
60 (-10 by his MA, plus 20 due to the Advantage). 
Cost: 1, 2. 3 

\JK. : N CA5T.'\'C 

A char,;iCttr hiVith this Advantage does not need to .speak to coi ; : t ol the 
powers of tne Soul Flov^ of souls. 

Effects: The character can cast spells in complete silence v/ithout reducing 
his MA. 
Cost: 1 

Gi:..^r', 'li.Fi ESS C-vsriNC 

A Liharactcr with this Advnntage docs not need to make physical 
.iJestures to use his magic; he can irikc any type of physical action without 
■ iflecting his powers. 

Effects: The character does not reduce his MA if unable to gesture 
Cost: 1 

Siyi-' .1^ i, M/aljil. i'.;)VFRY 

The essence of a character with thi.s Ad\.;.-i.r-;e acts Nkt. • -iavi--/t for 
niagic, and he i^ able, to regenerate his power a faster rate \' • ■•hat of 
other mystical individuals. 

Effects: The character recovers his Zeon at twice his normal 7 nic 
regeneration rate. Spending additional Ci"eation Points will tr >ie or 
quadruple the normal rate. 
Cost: T 2. 3 



A character who has previously acquired an Advantage that ^ives him 
access to psychic disciplines may choose from the Following list: 

A.MPIII V SUSTAINF.P PoWf-H 

A character with this Advantage can maintain his psychic powers with 
more force. 

Effects: Any powers maintained in this way are one difficLilty level higher 
than what the psychic could normally attain. 
Cost: 2 

Psyli'-ic Point FIecovfply 

A - haracter with ihis Advai=" ;e can ea.sily recover from iisin;-^ his 
abilities. 

Effects; The character's recovery rate- 1or Psychic Points .-s 1 point every 
10 minutes. Spending additional Creation PoinT-; increases the rate to 1 
point every five minutes or every minute, rcspeaively. 
Cost: 1, 2, 3 

PSYj'.v, FATlCi r k- i-IAKC' 

A thara'.ier with this Advantage never experiences exhaustion when 
using his psychic powers. 

Effects: If a character fails in the use of one of hi.s powers, he does not 
lose Fatigue wlien he has used up his available PP. Third iev >owits ^rc 
not affected by this Advantage. 
Cost: 2 





Passive Concen ixa i :on 

A charartPr with this Advnntage can concentrate in any situation, no 
matter the difficulty or complications. 

Effects: The psychic can concentrate to harness 3 power even whiie 
cxccLitinj:; aciive actions. 
Cost; 2 

Psvci Inci ination 

A chnrncter with this Advantaj^c hns developed one of his Psychic 
Disciplines more than the rest of his nbilities. 

Effects: The character automatically gains one level of difficulty greater 
than normal when using the powers of n specific discipline. 
Cost: 2 

[ i'^ClA 

Characters with this Advantage can harness their ability more than 
normal and focus their powers on a particular objective. 
Effects: Psychic Points spent to improve Psychic Projection increase the 
ability by 1 20 instead of MO. 
Cost: 1 

Ex i COhx \\ \ Al [t)N 

A character with this Advantage can concentrate much more than 
most psychics, thereby gaining greater benefits from his abilities. 
Effects: The psychic doubles the bonus he normally ^-wm from 
concentration, for example, if he concentrates for a full rou"id, he gains 
■20 instead of ^ 10. 
Cost: 2 

CMwwn Dis^i{ivanliyj& 

These are the available Disadvantages a playtr may choose for his 
ch.iracter. The Benefit indicates the number of Creation Points you gain 
for acquiring the Disadvantage. Remember that you may not choose more 
than three Disadvantages. 

I^AP LiA :^. 

Characters with this Disadvantage have very bad luck in doing what 
they set out to do; they fail much more than they would like. 
Effects: The required number for a fumble increases by 2 points. Normal 
abilities, therefore, fumble on a result of 5 (4 if the character possesses 
mastery in that ability). 
Benefit: 1 

pi: \-<\) 

A character with this Disadvantage is completely blind. 
Effects: The character cannot use any ability that requires sight. He applies 
the blinded penalty at all times. 
Benefit: 2 

1.)i:ai'^ . 

A character with this Disadvantage cannot hear anything. 
Effects: The character cannot use any ability that requires hearing. 
Benefit: 1 

A chiiractr*- with this Disadvantage is incapable of speaking. 
Effects; The character cannot speak. 
Benefit: 1 

Ni.AIA. 11 [.P 

A character with this Disadvantage cannot see well. Many things appear 
blurry, and he has difficulty even reading. 

Effects: Apply d - SO penalty to any Notice and Search rolls using vision, 
and a -5 to any Perception checks that require it. This penalty also applies 
to aiming. A character can reduce this penalty somewhat (as determined by 
the GM) by obtaining glasses. 
Benefit: 1 



Exci lAKT- VV'-:,APi::-'N 

A character with this Disadvantage is accustomed to fighting exclusively 
with a specific weapon and therefore is less able to fight with other weapons. 
Effects: The character applies a penalty of -!S0 to his combat abiiHy with 
any weapon other than his preferred one. 

Restriction: Only classes in the Domine, Fighter, Prowler, and Novel 
Archetypes can acquire this Disadvantage. 
Benefit: 1 




Sev^ a I i.i:kcy 

A character with this Disadvariiagc suffers from some type of allergy 
which is so serious that, by mer'e contact or inhalation, he will have a 
terrible allergic reaction lasting hours. Some examples of typical allergies 
are to metal, pollen, or even sunlight. 

Effects: On making contact with the allergen, a character" suffers penalties 
between -40 to -80 on all actions, depending on the severity or the length ^ 
of time in contact with the allergen. 

Benefit: 1 I 

Appictio.'^j 01::, Si.:kioi7S ViCK ^ 

& 

A character with this Disadvantage has an urgent need to take some _ 
type of action or to consume a specific substance daily and will do anything 
necessary to satisfy his vice - otherwise he will begin to feel very nervous 'f 
and go into withdrawal. .7 
Effects: The character applies a cumulative penalty of -10 for every day 
that passes without satisfying his addiction (up to -100). 
Benefit: 1 

Atropi !I[:p Limi'. 

A character with this Disad'^jntOi^e has a severe problem with one of 
his limbs. This limb may shake all fHr time, or it may not respond when 
most needed. 

Effects: The character applies a penalty of -80 to all physical actions that 
require the use of the atrophied limb. 
Benefit: 1 

SIlKIOWS IlLNI.i'i 

A character with this Disadvantage suffers from some type of deger rative 
rfiscast: that will end up killing him. Usually, he has an average of 11' more 
than half a year of life remaining when beginning the game. He- '.r, the 
period can be greater or lesser if the GM needs it to fit within the tinn ; ime 
of his campaign. A character with this Disadvantage is not only very playable, 
but he can also have an additional objective in finding a cure for himself 
Effects: The character applies a cumulative penalty of -10 to all actions 
for each month of game time that passes. The GM secretly determines the 
date when the character will die. 
Benefit: 2 

P|-IY=;K;AI. Wl.AKN' SS 

A character with this Disadvantage is exceptionally weak physically; 
whenever he receives a critical wound, he has a strong possibility of dying 
or of suffering irreversible damage. 

Effects: Reduce the -'hysical Resistance (PhR) of a character by half 
Benefit: 1 

Dtt? SLLLftf 

A character with this Disadvantage sleeps very deeply and has difficulty 
awakening. He will remain asleep even with light physical contact, and when 
he finally does awaken, he will be stunned for several minutes. 
Effects: The character applies a penalty of -200 to any Perceptiv roll 
while sleeping. For the first ten turns after waking, he has a penalty 01 40 
to all actions. 
Benefit: 1 



^ Depl/ct Two Points from a CuAkACTEAisric 

One or the Qiaracterlstlcs of a chnracler wrh ihis Disadvaritage Is less 



^Hr^ dewelocied Xhm It sfKWjW te. 

Effects: c'lrt 3 pointi fracn dhg of the ch:5mcrc-r's Prim,ir^ Chdntcseri^tlcS- 
Restrictions: Charactjcrs can ofily acquire tfiis DisadvantagE once. You 
L.iiiiiyi itdute a CiiGf^ccwisilc l>elow 3. ^ 
H Benefit; 1 

I i 



L/NFOFirUNATE 

MisfcrtuTie followi tpie cliar*:teic wl'terever I'le goes. Terrible things 
h.^pr>pn ■ :j pip- no "n.itter how mui^h he tries to avoTcl therrt. 
Effects; TIil- GM will hsvc lo interpret lllc llmlls of this Dlsadvantaga. In" 
VI Uv'|.;, an Jnfo! r.urtaLe character will always be tPte one wtio "rindomly" 
ii - -I the ^119. .nn-d he wIM be the first one ittacked ^^he^^ ch,iiK.e decidei 
wf; ? hit fir^t. 
Benefit: 1 



t 



A cfiaracter with this Disadvanliigc: is easily controHccf by njiy being 
wjth the ability to affect hH mind or altur hii pcrion-ilily • uven if the 
ctinracler's will rs srrcina. 

Effectst The character receives -liQ (.0 any Phj^^i^cnl Besi^iUnce or IHaglc 
S^siitEintc iig,alnst any type of disminatJor or possession capable of 

rnoc lyi'io Ins ronduct. 

Benefit: 1 ^ ' , 

A characJicr with this Dis&dvmtage is vulnerahfc ta Fatij^ue. Not only will he 
lire mone es&ly thiin otI'Wi, but he ptirticularl/ suflfefs the e^Tetb of Fail^ue, 
Siffects: Doiiblg'^ Fr-ttigue p«rulties to actions amt f^clw:es the base Fatigue 
of Ihe ch.5nictjcr by 1 pcint. 

Benefit: 1 . - 

Sevfue Phopia 

A character Witti this Disadvantage Mpcrienccs a terrible fcs.r of 
something, v/hich fcKixes hun to behave irrationally Iri its ^M^tsencc. The 
ty.hr. natufie of the photuni Is .=it the discreuon of the GM. 
Effects: The character suffers the Fear Slate whenever he encounters the 
■jt;;i;-;.l of h's phobia. 
Benefit: I 

VLj'LNB?AaL£ TO Pain ^ 

The character has no rssistancc to physic:il pain, which terrifies him. 
Effects: Doubles iiny pcniilly cauis<:d by pajn, including those produced by 
i:rlf'^.J' i;^' iii;fStical effects. 

Benefit: I jf 

5lei<LY 

A chflrjder v»*ith this D^^*rf^^Sln^3ge suffers from bad bf ilth d 
sickens eajsily.. 

Effects: ficductthe characuer's Disca^.c Rfiiilnnce (DR) i:iy linlf. 
Benefit: 

A chEtnicter wliti this Dts4dvg^^t3^ge possesses 
rTEi^jdatiw capadt/ aritl recovers frram wounds wth 
difficulty - evtfl with supematiural M. 
(EffecxsiThe ctitir.scter t-wccfv'ers onif/ hali ctie Life Points 
should t^ whatever means, whether through norm 
or marital rect^Mjathifi. 
Oc^eftt: 1 

Slow Ld^rner 

A character wih this Disadvantage catmot 
'^'^.■T. 1=; quickly as s no/Tn;^l individual. 
Effects: The chanuiter suffers a penalty 
oi' -4 CKjpericnce Fbints to those grarvted 
by the Gli tl>e snd o[ ie55»(Ki. An 
adc&tiori^ point !n this Disacfvarrtage 
rcremci the acnnltv to -8l 
Benefit: 1, 2. 




Slow Reactions 

The character's neflexei leave him ill-prcparGd to respond t^uickljf to 

events. 

Effects: The character applies .i special pena?r;i' of -30 to his InlEwiifirt;. Asi 
.iddit 'criP,! polrit in Siis DeadvTjntage Increases the penalty to 
Benefit: ■., 2. 

. Su'icmibLETOM*SilC 

A charactei- with tfrfi ' Dls.ndv,irit^,e Is easll;f' affected by ma|lcal 

energies. 

EffiEcts; Reduce the characLLr'j MR by hilf^ 
Benefit; 1 

SUSCEPTIRLE TO PoiSON5 

A ch^r^cter with this Diswfvaiitage cannot combai !,he negative elYects 
ol liny type of hiirmfuil sybstaniK, 

Effects: Reduce the character's Vtnom Resisir:nce (VR) by hiif. 
Benefit: 1 

iyNATTltACTT\/E 

A character vvith this Disadvantage suffers from terrible deformliic* 
Th;vr majfe hum very di^tusteful (0 look upon. 

Effects. Ibis Disacivantage reduces a character's Appearnnce Eo 2. 
Restrictions; The character must have a niirlrrium of 7 m Appearance 
and I "fuist have been generated by means of a die rtrfl, no! chosen by the 

.lycr. 
Benefit: 1 

Vulnerable to HE.Ar/CoLi> 

A character with this Diisadvaniage is particularly vulnerable to heat or 
cold (playijf's choice), 

Effects: i he chnr;ictor sulfers .t [penalty of -SO to his f^eslstiince against 
the Lhoscn clerncnt and -30 to all actions in Extreme ctimatei. 
Benefit; 1 

OnV characters with the Gift of niiigic may choose Dtudvarvtages from 
this list. Creation Points oibtamed with these DisadvarLiges maiy be used 
only to buy rtiajtC Advantages. Rcmcmbei* that the ma.!<Emum numher of 
D«advantages Is three; \i a pSa^er thoosei. three jierwdli DlsadvaniagesK lie 
will not be able to select one of these. 

OR.AL Requirement 

A chnracter with this Disadvantage can on!y cast spells if he can 
^pcilk . 

Effects: Fiif character miuit be able to sf5ea.l«. to accumulate 
ind to cast h»s spells. 
Benefit: 1 

Reql/ire Gestures 

A character with ihts Disadvantage must hitve 
complete freedocn oF tnovcTncnt In order Lo cantroJ or 

use his powers. 

Effects: The character must mtove freely to accumulatje 

mci,;nc "inti f ^yeJIs. 
Benefit: l 

Magical &HAUsnow 

A chflr^eter with this Disadvantage s^jffers mtense 
fat^ue whenever he uses magic. The mag^ will exhaust 
himself if he casts spcl^ of great power, weakening 
If he usev hi-s abilitlei too much. 
Effects: The mage b^e^ 1 point of Fjtii^ue when 
.-asting a spell with 5 potential greater than 
2 if it Is greater thaj'i lOiD. and 3 if it 
Is Krealcr than 300. 
Benefit: \ 




Tlie mSiglc. pradticcd by this chiaraticr has a ttiba! and shamanic 
Lhar3£E<3r. Hts supemaiuraJ powers are Hed to the matertsl vwof Id^ and he 
rtccds cErtan qoiTipor>er>ti 10 chanrwil them artd cast spdis.. 
Effi&ctst The ciiaracter require* maicrial campgneriu lo cast spelts, Eadl 
r-fMHlf requires a dlflficrcnt cDmppr^enC ai dfriermincd hy th« GM ' acjtordmg 
Lo . ts origin .-^nd tfie knowiedgE of t^^e character, 

&efvefit: 2 ^ • 

MacicalTib 'v. 

Tfie powvee^ of a chanicier wltli thtt Disadvantage are tied lo tht's^mc* 
roots as the rrnTifical paths, to his caifwcity to devetep or specify his awrt 
spells )fi pfHcUcaJI/ Impossible. The characber obtalrts kiXAvtedgE of his paths 
Qyi\y .and cannot rcscan± hEs owr\ spells. 

Effects: The magician cannot choose Free speMs t^f his magical p^ihs or 

freely access chown f p>elts. 

Bendftc 1 ' ' 

Slow Recovery of Magic 

Mag^c has pn^blemi passing throu^ the wizard's esserare; l>e 
expef lences dlffKulties. recovering power he has used. 
Effects: Fleduce the Ztenic rtjgeneriitlon of the character tjy haff. 
6E^nef^t: 1 

Magic Blcxkacf 

Mafjc does not flowf rVilLuralty throug^i the body ind bou\ of .i character 
with Ihls CNsadvania^. Some type of Wockagc prevents him frorn channcNng 
tJic pow^r^ of the envirtinment, arHj his Wivti soul does not r-afteriefati; 
ina^iL citlief. Whien he use*, his power, the character ne^cr r^weirs it by 
himself. The only he can do SCJ' ii to feed on the rrsj'Stltal erergies of 
other n'^aglcal brings cm- objects. 

Effectsi The diaractcr lacks Swrlc regeneration and dn-f'. iiof n,jf urnily 
recover the ppints of Zcnri he consumes- He regains ma^ic only by draining 
objects ihat aHow it or l-ivlr»j5 lutings with the Gift. 

fte-strictionr This Disadvantage cannot be combined with Slow Riocovery 
Benefit: 2 

Action Reoiyi cement 

The conirol that a ciifsnicter has over ihc powers of the Soul Flow h 
ficklft, and they rtspontt for him only while he perSormE ib certac atlion. 
Ifn for example, his iTiag,lc ci.ticd to dance, his ipdis wi\ work only white he 
rtiiflces. It is passible that (lie mia^^icai powers woi-fc sotely in spcafic situatKjni 
qr condllloni-s, such as during the day or with one's feet on the ground. 
EffectssThe chafacier may use magiconiy if tl>e specific attlon Is performed 
Of the specific corKlJtfcns of the Disadvantage ate met. If the action a a 
Secondary AbifJty, the character must rail a check against DlfHculi (DfF) 
to cast his spells. 
Qenefit; 1 

Only characters with psychu c.l[XlsltlK may choose Disadvantages 
from this list. Cre.lllor^ Pewiti obtained with thetn may be used solely to 
buy psychic mental Ad^/tintages. Ren>emher that the majtlmum number gf 
Disadvantage* is ihrcfi: if a character chooses three general Disadvan tages, 
j^mj will not be able to select orte of these. 

Psychic Exhaustiok 

The psychic powers oF a charTicter with ihfe [>isadvflriMige cause great 
piyEical stress upon his body, leaving him terribly ejchausted even when 
iisinjj his lofDv-krvel psychK jbflllies. 

Effectt: The character loses doubit ihc points of Fatfjut indicaied 
whenevET us.ir*g pi^thic powers. 
Benefit: 1 _ -v, 

Psvcluc Consumption 

The psychic pewers of a character with ^is Dtsadvantagc creaie aertotis 
(eeijback w htt body, causing iritemal daina{5.e. 

Effectx: If the character suffers a psychic faiHurc, ht automtsticaJly loses the 
same numhar of Life B&lnt5 as thte number by whdch he failed. 
Benef Ft: Z 



One Power at a Time 

Th«: psychic ppvwers of the character do rKst atlcw him to use seiiieral 
abMlilesit once, tf the character uses one power, his focus remams so intense 
that he cinnot project others - except tliose maintained uncorisctOusly. 
Effects: The chat^rter can use only one psychic power per iisMult. This 
does not prevent him from oonUnuing to iisie others '^hlch are miuntalneo, 
as long a& they began In pf^lotu assaults. 
BAnefib 1 

' *' No CONCENTRATIOW 

The psychic powers oF ri character with this Dliathanme are too 
unreJIiable for h>m to plan ahead In iJieIr use. 

EffifictK A psychic with thii Disadvajitage does not apply bonuses to Ns 
psychic potential by concentratln|. 




SOME FINAL DETAILS 

New ihd[ yoLi know all Lhe basac [hlngi nc4?dfC to Lrcjlc your own 
character, you can fill In your chisracter sheet, but keep In iTiidd ihat m lh.e 
twD fcKllpwIng ch'ipwrs. "Ljost; Souls'* n:nd "CLaise;;," yois will find addltlon:il 
Infarmalion thaL you need. 

This Is wlu: you ii*-ed to do to cre^^^e your ch.ir.Kter. usir»g the 
infijnriStiQn ws've given yij-u 50 f^r: 



2. Choose nice. 

3. Choose dass, 

4* Uie Creation Riints to acquire Advantages 
and DisadvuntJges. 
S. Spend DP on Primary Abilities. 
Spend DP on Seconelfliy Abilities, 
7, Add innate clasa bojiuset. 
S. Add tJie natural boms xo z. Secondary Ablity. 
f. Ciilculsite life Palms and your Inltimive, 
10. Cilcijfaic Reatetfsftces- 



Hjemembcr, however, thai a chardctcr should be muc*! more thnn 
•1 piece of paper with notes and drawings. How a pliyer acts and 
portray hft charaaer giv^s "life" to that psge, 

GAINING LEVELS 



In order to ;idv<Tnce In levels, a cht:r.\cte.r needs to g.iin a specified 
number of ExpDriencc Pbin.ts. These poinlt measure hov^ much the 
character hai learned. When a character e^Jr^is tilt wtessary experience, 
he ^Ins a new lefvel and 100 rvew DP. which his plaj'er Q-m w^t to obtnin 
new abifitjes or imprcp/e thosE! he already has. 

\n order to fatsc a character's Icve-lf pla/cn mun take stcpi bitnilar to 
those used to rr-e?ite the chn,rad;er. First. pLiji^r^ should distribute the new 
DP betwc;er\ their charactcir's Primary a.nd 5H2condary AbilitfEK, following 
lhe point distntiutJon limitaiions dii>cui^"d \rt thii thapter. 



Since you now have 100 additioniiJ points^ you will be sbh to spt nd 
50 or 60 DP in thoic primary ablEities whose lirrlls are 50% arid fsO''-\ 
resfie<ilvefy. Also don't forget thai you cannot spMd mort than hatf of 
your total DP m Attack and Defense ablNti^s of a [Klmary abilitj', rior 
^'xceed your limits in Magic: cr Psychic PnQ|ec£lon. 

AftDT spending a player can use a new naLural bonus Xo Improve 
one of his character's Secondary Aibslliles, He can add this f\f^ bonus 
to ai>y atitllt/, even one to which he pr^'/icujsly applied a bonus. Nexr. .t 
player should total all cl^iss bonuses, with which he will determinG the new 
flrial atnllTlrt of the characttr. Finally, chartijet*rs also |aln> 5 fwints of base 
Pinesence, which will increase Resistances. 

Thft Is a sunnmiary of the step* a player muit takt VMhen a character 

gatns ^ ]eveh 



Ibute the,ne^.v 100 DP between 
Pnmary and Secondary Abilities, 
2» If IE is an even ic^l, add +1 to oni2 

Primary Characteristic-. 
3. Add a new naturzii bonus to one 

Secondary AbHIty 
. Add i^ny rtew class Innate boriuses for 
die leveL 

, Increase tife Points and Initiitfvie'with 
approprijite bony^es, 

* Add 5 points to 1^1 . T.r* rnclfiirv 

all Re5i&- . 






JAm 6; Pft^)GR!;S.S)0hJ BY LEV FX 



A player can decide not to ipend all his character's DP gained when 
r&Mf, Irt levet, reservinj^. some of thervi for later. To check the anwunt of 
ex|>en«nce f>ece55firy to mse n level, tlie DP for each le^l. or dhe bflse 
Presence of your characcer, sec Table 6. 

imiMwns lo Comhit class Bonuses 

Sorrie claiWi fia'tn an innate bonus of +5 m the* offensive and defensive 
.nbilities. Whefea.? impfweinent in od^r abilldshw no iimiti the cl-iss iiwease 
in Combat Abilities CBn nevs" be giBaier than +50, Ehiit li lo say, ten icuels of 
class bonuiti. Evmn if the chanacier clw^ dasies, thEs ilnftfi apptos. 



f+ Charactei-ifiticflil 

per fevet 



Experien 
Needed 
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400 
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5 


1000 




550 






6 


1100 


■ 1 


750 








1200 ^ 
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1900 


1 1 


;«50 






15 


2000 




3675 


100 JIH 




-1 


+100 


•'••1 (for each even level) 


+450 





incmisin^ chnmckrhiks 

When J chjfacter rises m level, hLs pti-fsr can imprwe his aCtnftHJtes. 
At e.?ich even leveJ of gxperienre. n pl^ty^r c^n aijd 1 paint to cm? of his 
ch nJTRCtEr's Primary Characteristics. This increasE represEnts the charactET^s 
naLural pro^ssion, his iTihcr^tii cafj^oLy 10 Improve. For ftJtample, a 
chiractei' of 6th level would have incfeased up to 3 points in whatever 
attrlbirtes desired. 

If a Primary CharacLcrlsilC incntascs, iL \i poiiiblc ihtiL it inodlfiES 
4ome other aspects of a character If the new Character ImIc has a different 
bonus from the previous cme, a pl^«»r shouid change Jt and recaJiiuiatE 
final flbilitrcs. If Coiibtitutldn improves, for cxamplt, II w>ll Iflcroase bSae 
Ufe f^ulr^ts jnd the valtje of nujluples, so i i^li/ci' will have to retakutate hia 
character's I if( Point Tolal. If increasing; rowci\ fic will have Id recalcufate- 
hK ch-nr.ictci 'i bn^c Zcon points. 



ZERO LEVEL 



^v^^pu] chsses 

A plrsycr may dccidf he docs not tike his characLc-r's class and may want 
Lo chanj,e ii lo a difff-cni one Changin;^ clasi is a senuu-Sj under-Li(<iri^| for a 
chanicter. l: not only represeni'. 'orgetting hl^ 
previous focus, but also devfvloping a new way 
to assimilate what hE tearris. 

In order to chan|5e cUTis. the character 
must work hard to mtodify his appro.ich 
to IlifE. which requires lime and trairvinj;,. 
Therefore. :he player muii dKl^ne That he 
wants to ch.inige cl.^ss two levels before the 
change actUtiHy takes place. For example, r: 
pfayer ofa 2ncl-levei character who jnnounct-i 
that he wanti to change class v^^lll be able to 
do io whsn his ch.3nicter neartiRs 4th level. In 
iiddktion, .1 certain amount of game time must 
pais after the declaration, iincc otherwise the 
characf.cr connoL prepare himself 

Secondly, the character must make a 
huge effort to change his abilities, spcndin^t^ 
Qfiaugh DP to aflcct llie chiSnjge, The dlfficuliy 
should be proportlonril to the exi^tli p, 
difference tietwBBn the two classes. Logically, 
a Wizard must make a gneatei" effort to 
become a Warrior than would a F^ladin or a 
Wfiiponsmaster For that reason, the ,^niount 
of DP which a player will have to spend to 
change cliss varies cieperttfin| on the preM-i *^ 
Af^hetype of the ch^iraaer and the Archetype 
of the fi.Jture charncter qLiv,. 

If the change is botvvceri two classes 
that belong to the same ArthcLypt sLu.h 
ii a Warrior who warnts to become .i 
Vfeaponimi-iter. it costs 20 DP. If one or bo:h 
classes are mixed fi.e., they bekjng to more 
than one Archetype), but they have dt lea^t a.n 
Archetype in common, the change cr..',- -0 
pp. this would for example, the c •.: of 
an Assassin who tried to become a Shadow. 
If both daisy's belong to different Archetypes, 
jijch fis the change between ,1 Wizard -ind a 
Warrior, It will cost 60 DP, 

YoJ may chai"iA<; clasi by fulfilling all th-;.- 
■ i'l-uirennents, Whsn domg so thf characttir 
not forget his pne'i^ieHjs aiDiiiaes, but 
' • ttvem while learning new onei. The 
. ■■ i-actcr sheet conlinucs to show the sar"-!:' 
' ■ and mainLa<n4 aSI the previous ab'lltii.s, 
i It Irom then on th-e ch.'?r?.cter h,=is the cosis 
and special bonuses of the new class;. 



Level 0 Is lor character^ during their first period of training and 
developmenL They ane young, lacking experience ar>rf skilli, and they hate 
not had tile oppoTLunlcy to do much of relevian<e In their lives. Most of the 
time, chai-Kters begin at 1st ievel. since actventia-ei^ jire generaJly more 
laJented than the general populace. A GM may prefer, however, that ha 
playtrs tic;ttin theft characters dyrsng the trjlnlm^ phase, ir» which case they 
woufa he 0 level- 

A Q-IgveI character has only 400 DiR, cannot use the natural bonus, and 
adds orily half of all ■di'fi bor«uses (he gains the reniamder upoii becornlr»g 
1 St leveJ). Except for these things, creating a O-levfjl character is exactly the 
S(ime as ci'eating a list4evel one. Passing 0 Icval does not rEquinc a certain 
amount of experience TheorctiCaHy, charactiers are waiUri| until something 
m their livtfs happens that allows them to reach 1 st level. In most cases, 
this happens by means of training or nr3tur;i> ability, but on other occasions 
The QM Ciin fieqUkre something much more fmportiint happen. A character 
becomes lit level v*en the GM thlnrks he is prepared for it. 




CHARACTER CR E ATION EXAMPLE 



"-Wio:- vvc ITO'.Y ■ !■■ )\\ ;:\-;ry'tliir)^j rneeLlf4 tc-'' Ci C^ts: j 
■Mhir+;"v, vvi; ..mi; >_.)tiliti;.i'-^ Lv Jtevelop Cf,h^. Ha 
ciW'-i- has jlrcviLly lYvAj : ..te4 Ijtff Ch^K^ctcrbtic^ 
v\.\ .:hoMMi her Acfobi^tic VVamor cbw. Next, 
fii:r- pl-iyei- nea^s to cfiuuse hn A4v3nt.lufcr;- 
fhEv]Jv;jnt;i|jes. usii^ij Creation Pa|nt>. 

After ltx>kirij ii hvt, he Jccuic-^ 
ti? dioose four Ativanti^qcr. An4 one 
[■■i53dv3nL^cfc Ctp DbtiTim tlw: ;3cWitiopiJil 
Ciwtiori ppi'nt ntccciciri). He chooses 
/Xrvim^l Affin%, See ^uperi>3iUiral, C,ach\ 
iiKk, jfKj one pC'int ijf Quick R-cflt-xcLi ro 
Al^V3r^^■J4e^, wc?ll Peep fiti-cf>er jor g 

N w, [.III [ lyci rjTLJst Llistribuit: 
C::ii.is 600 PP ^rr50i?^f her jb([Lt£Efi, 
liMij.j tlie costs fcif 3n Ac\-uh^t\c 
VviffkJi- (■■■ijx; Chgpteh 5: CUsses). He 
h-.'.jii)-- >.ii'-1nhi'il.iijLi potr,fe ^maoy 
l,-.jr .►''rijiiy /\l litio. S'no; :*hrC 
I- irj Aci-ijJ-vTti- 'Avimor-, ' -(N^rns 
liLiLfiQl tli3l U;i " If) iiDpoiiint 
l-'flrij.-jiy Ahlll'ticv will he 

Con n ut- J^ lci- pbycj ha^i 
5^lO PP io iipcDil in triij 
tieki, a-i ber dziM hn^ 4 
c<Cr% JjmjtaiioD II) In-ii 
licLl, Df !rlic7< pcjjiit 
lici pUyei cJiii 5fc-niSoi;ly 
?00 in Attiick^Dti t'odge 
idiLT iiefcn:^e ability :^l'jt? w 
<i'5C prefcrentally), slrjct .1 
pUycr nwy i?C"t spend n?Dfi 
than hsiEf of Sji* iharadci':^ 
iot^l DP On (j-filcri.'jivc 3r)i-i dt:^cn':viVf: 
i^hlititf^ He irhoain'i 4 ■abcr her 
piirnsihy Aripon ^^nd then spend? 
puTiint- to l(;;icn ,1 m^irtkil nrt " whJc, 
50 r^i'V 'Hi IT leaves 510 PP. N£;?;t. 

0. j^i 1 • pi IV..'- ■■pct/ds 50 LW on the VVc> 
,Ai!!,Mi .il^ility ^inci^ the DevclopnTeiTt 
Co A I- 2, ll;:- z-0 beoorw q bqse 
d1 2S. M VVcir Armor jMpends on tlw 
.Shcr?tjtl-) Ch,=(r,id:criftic (which for Ce.ki 
h.'i'-.^ h('i)ir?af Q), qnd ihed^cti^rj t pos^io': 
jny dq^5 boi]US<is in thib ability, h^f Un-il 
y.on is 25. iNow anly 26Q 09 tcmsin for 
Ati-^uk .v'k! Ptxjtji;. Wanting be sirre 
llifrL'.l/i: UP defend hchcif wiell, hel* pbyei- 
ifdJidj 150 points pn Pcsilige (which also 
litis Ji PevirlppmiSnt Cost of 21, ijivinLi C!eli:i 
:i b^trc jhilits' of?? As Ptxiu^ 4«5p^indi tip^J^ 
Ajillb/, hrcir pLiyei- 3dld!> Cc;m:] s Chap^^dl-ci^fjtik- 
hm\rs (+15} l,^^ll gs her zh-i-i bunuh, jivuitj 
her a fin^l l^itje 95, Her til-lycf no'« ^fetidls 
llie 110 iern.3lnii>'j pcmti, on Attack (wtucl? 
iilvo h*» 3 Ptvclofjment Cost of 2) .ind alitiifr 
el lw= of 55, He rsptigb L-l>£ i^rrjit: nt^ps he did 
Iot Pi>it|e, gdJln^ the Chqr^drens+ic honirs 
3m4 her dm bonwi. As this ability ^cjneiijs on 

1. Jextenty, he qdd> -"lO (CcluV^- Ch.^radf^riftic 
^Lirjai), jnd then J ibr her class h )n;i \ 



MoHi' hcrr pUycr itistfihcites the remginir?^ PP 
smong SscDndiry .■Xhihti'.-:'' ! 11 he 

chooses tl">e Secondary AiMliii'j': \k \-: n-jQ:-;t 
rnterested in, -Jnd then ^pendi tb< jioirj^ .^^ hi; 
■fVishE^ Since hs hiis rest:r\tJf 20 PP to IncftMstf 
Ci-:lij'5 ufe Poirjts., gnd he ali'q:|dy inverted 560 
py, hi i> Idft with 220 PP ia spcod After he 
.'tjvejts them, Cellj'i' ha-^c 5eeond-^r)' Ahihtrt^ will 
be*] i"ollovvs: 

Athletic?; AcrabatiQ 15, AthletlcKn; K). Jn^jp 
. Kide 10. Swiin 5, :in4 C3imh 5 PfOO P'^^ 
t'£;r::'.:piivc': Notici; 10, .ind Sc^IkH zi cHO I'P^ 
Ci-.:--,tixv- Art 5, Pancc 5, Sleiqht or H^nJi 10 
UO P P? 
?n;hter(uye:: Theft 5(10 D^' 
'Litdlectugl. Arjifunk 10 C?0 PP) 
•JdsSt>'le?(10 PP'' 

ihest." kir.c; ahilii;iiri hr: .idd:-- f-l'-i 
bunusei dei1vei.1 frarn Celi.V? Pnm.Try 
Cligr^ctefKticx wcl'l .^5 those 5|i*,irdtfd 
-•ecquir dI her AcKib^tic V%'qrriar 
ci.'n^jj. CelfeS hn.tl qhilittes are 4s tj:jlk.w,: 
.Ac:i-oh^tia 40, AthJetiasfrj 55, Pgnue 20, 
Jump B. Ridtf 25. Clirr^h 20. Natlcc 20, 
Searti) 15. Art 15, Theft 15, SJcight of Harjd 
50, Ariirn;il-- 2D, Smm 5, ^rjLli Style 10. Her 
P'Uyfr thi?!! d)gn!jC5 Acrc^Jtl■3, and add^' r*'' 
n4t^4t^ll BoniJS, bririglut) tliqt up to 55. 

Tficn, her pbyer add:; up her Lik PDint- .^.m! 
Initiaiive Celia ha^a ^otal ofB5 life Point*, dac 
to her player investirjti 20 PP m thart- ^nd 
Initiative of 75. Her pk^ycr ad4s th« special 
bonLii she yets fr^jm tJic Otiick PicfldMs Advantatje. 
^>^lt)^3[^)l^ hei^ final bast Enitiative up io ^1? cv'en 100, 
f-iijglly. Cdy'i pE^ycr cilcnbta her Rffibtsnce, Ai wftb 
all Brst-kwl cbarad;cr'i, her PrsL^eiice is 50, to whkh he 
adtli the Ixjnuiic^ correspond iny to each, endintj with the 




■ The Lost Souls 




Mrt, t{\C Ai^iti-^lit^ 




They were once here. They walked ihis e-n'ili, .is wc do now. 
I hey bneiathed the saiTie m. ArxJ yet. the end., they litjined L'lc ioil with 
their blood. Wa wepo much alike, but th^rr essences wf=re more tied to the 
supernatural than li ours. Like mere i-hadows, their civilizations sank into 
nnrkness iind -disiiippcared. T^eir lifeless bodies covered the woHd. and all 
Lhcir works vanished as easily as tears in lhe niin. 

Mankind cf^ied Lhe I ait lrEice!i of tJictr existence. We concealed our 
history try destroying thiVt which w,^s unlike ui, Timt paUicd, and those 
beings wiero convertcij to myth and le^Fiend- 

Bul unknown to ub, before they vanislicd and were lost Eo merTvory. 
jJiey left son^thsng behind. 

Much iTigfe than their les.-ii./. More tl;.;ii tlicir works. 

They fcft here their souk. 

And thus wore bom Lhe Ncphiliin. 

THE N£PHILIM 

Man is rvof. the only intdll^E^tnt race lo have populated Gaia. More than 
nine centuries ago, other hem^ sharec) this woric with us - sypfemaiural 
bemjs with tKeir own dviliiations and culture^.. Al of ih-r-r^e civllijaaons 
disappeared without leavinj^ proof of their existence, nd lo scholar or sage 
can name the c.^ijse their decline, Perh-nps tl-.y desToyed ihcitiietvcs, 
or maybe mankind brought about their end. Hov-'evei" it n,3pperied. these 
beings slowiy Faded into mert legetid, Tl>c majority oF mankind's myths are 
based Ofi ston-es of rhcKe ct^atures and the tiirie vw: shared with the n, 

Death, however, did not signal their end. For reasons wc do nor 
understand, their souls were unable to Cnivel to the beyond; they remained 
bound tc? thii workl. awaiting a moment of return, liuppeid without 
neceHjrse to any escapen iheie spinli bc^an to reintarnn-x in htimai- Dodics, 
inhabiting the ■fornos of children who should have died iu llbom and soulless, 
ArxJ so, a new race inhabited the world - humcjn persons with non-fiumai' 
MMjIi glhetl with unnatural powers. The Bible calls them Nephilim. rhr- 
chHdren of men and Fallen Aiigels who populated the earth ij^norant of 
their own nature. 

The Anin\a syitem rcvoiwcs mainly around pEayers who contra! hum,in 
characters corifpontina the iupernaiural as something truly cxceptjonal 
whtle never losing their hunvanit;/. It Is miJcU nrvore entet'taining to conFront 
the unkrtCywn as a mere human being, rather than as member of s.ome 
JTiyst)ica! race. Noneihelttii. always playln| human ciiaraciers could become 
m^wiatonous, vwtiile pitiying a charactef wlili 2 myitlcal ben could be 
delicicKJsly attrattiv^. If the and pfayers agree, players c m rolcplay an 
incarnated Neptilim: one of those men or women whc bi r within them 
the iupertidiujiaJ Inhtntance of another race. 

The Nephilim are trte souls of supernatural btsf\p. reincamaied in 
human bodies. Though they nemtmbef nothing oFtlireir previous existence, 
thcar m^tlcal essence gfves them. In a limited wrvy. access to some of the 
abllnlcii and powers if^y onCc pa4s<!sscd. ThcsG powers exist as part of 
the warp jnd weft of thetr ^ery bemg, even iliey remain untonsciauE of 
the origin of their abilities. Often, Nephilim suffer from iti'aftge dreams or 
njphimarcs which aret In reality, fragments of past lives engrRved forcefully 
up<)n their ver;)- essence. 




In addition, Ncphilim have a more dilticijii time karnmg fram their 
expemerKes than do iru* hun^ans, as their divided natures constantJy 
struggle over interpreting what happens to theiri. For thai reasorv, 
tl>ey SufFer penalties to all Ej<pcrrence Points awarded to them t?y 
the G,=im£i M.ister (CM) at the end of each pmln| session. 

Mo one '<nDws how many NephlUm h,ive been born, nof how 
*niiny iho'L' may yii\ ii' rive. The only thing known for certain Is diat 
theii' iHimbers grow day by day. This alSil meani that there arc fewer 
Nephilim waiting tcs be relnciirn^t<?d each daj'. Estimates peg their 
b'Tthrate at cxUnemcly low - about one for e^ry /D.OOO <rh|ldr«?n born. 
When the fvuman reincarnation oF a Ncphilim tiies, that soul never again 
oom*5 b.icli: to tife. InsteadK it retuma to tfic essence oF G.:r a, becoming 
one with the Riv'er at Life. 

5iincc there were a multitude Qi supem,3(:ural races In antiquity, there 
an: :^;o r^arff types of Nephilim in the gpme - depending on the orvgin 
of *hc rc -icarnated soul. Each oftfrese Nephilim types possesses its own 
spccMl powers and drawbricki. Usually tfiese powers are mj^tlcal in 
natun^ but on occasion may influence their bodies - giving the Nephllfefn 
excepnorul physicat Clwracteriitics. The influence exerted by their souls 
alsocaiiises the Nephilim to behave in certain predisposed 'iVtiys, depertdJn^ 
upon the type of soul reincarnated. 

Each of El>e descrlpaoni betew contains information about this habitual 
behiwior, Pii^yers may use theK notes to get an idea oF ttic typical conduct 
for each Mcphlitm type. However, this information exists Simply to give 
each player a foundation from whSch to shape his partlcuiar character. He 
is not oblr|ated 10 act m the ctescrlbed fashion, 

The Following paragraphs detail tli*- typical character Isilcs of each 
Nephilim type, listing relevant background Infwination, ai well rU the 
Advantages and Disadvantages each possesses. These descriptions apply 
only 10 the rclrKarhated Lost Soul and not to the original races From v*^lch 
they c^me. This InFormatlon is resiricted to the Game Master, and h fully 
explained in the Game Miaster's section. 






SYLVAIN 



The Noph^ or eK/en arfgin ^re tHe nioSL numcrcuft, sine* U '.y vv. ri- 'hR 
most popufous of the ^inGlerii r^ices. TheM- essence conrie^ijetl nx^ e t-j/iUy to 
L^ghtand Hagic than the spirit or other facing for that reason, these Nephlllm 
are often bcm wtlJi the Gift, and tl*>ey have great feqlHty in developing spefls. 

The Syivatn .ire usually attractive people witfi fme feature!!. Thfiy lend 
to hsut fair llalr^ gi?fier.iKy btende or ch«5lnut<oiored. and blue or gnMn 
i^WS- Th* rrvMt rldtfrworthy olt their facial featuf^es lies In their ^flghilji^ 
polrttcrf ears - though not c/ery one possesses tlmsE upsvtfepL lobcs. These 
tyepMlim art uvualty at .sllg.ht IhjIW ar>d lm(te<l helghL No matter how mmii 
ihcy Eat or drinkf thuy rtever becoine- Overweight. Syh/ain tend to liive a btt ; 
uMffp' than thi? ;i"^rage hunnan, riorrnaHv Surviving s cemur^k and t(^ 
retain Ihclr phvsiciil abMlltle* unb\ about SQ jK'ean of age. 

Their essence frequently Influences their perwjnalltKs, tat&ig iIibti ta 
dcEp niflertton and giving th^ esiceptlonal p^iiencer Tlicj* are gene<7illy 
lnierei,ted in things of bc^^a^ and oten spe^id a good portion of their twne 
enjs^prfg In artisiic pursuits or studying various field^i of knejwfec^e. Syhrain do 
not mike i*ncmics e4sS/, but once cnjssed, they fnai<e Eixcaptkjnaili)'' deadly 
oppqrasnts '■vlw shtnw iDttSe regret for what they Tn.yy be forced to (Jc, 

These Mep^BIm posseu ^ n3.tural antagonism twirtf the Dark nnd 
weryLhing that it repnesefili, but. tinllJte true Elves, their hun^iar> nature 
eJo^ en^bfe them lo become accustomed to It. They fed a natural disgust 
few any of the Ouk'zarist raffi, although satne speak of dollabonHvon 
betweerv these Nephllim In ra/c cases. 

TT^ Sjf^lvar dnsam of their pSi-t IK'es much nxjn.' than other NephillmH 
which cMK/jj tJiem LO feel out of [Mnce, Rx this reason, they oPteni spand a gneat 
deal df time travBDng to fiHEl something to fill Che emptiraEs they *e«i inside. 

Tht nukurt of SylvaJn semis has Important effects on iheir iibllrtiies and 
gives them surprpHni powers - both physical and iplrltuat. Any pi^sf who 
oh&usGs to ponraj' ont of ifiese Nephillnn gains the followbg abuiiies anit 
drawbacks: 

Excep'Cional Re^ktances: As a reflection of their former eXiSttncc. 
the- Sytvain Wcphrllrr. arc CMception^ally resistant to rm^lc, psychic attiicks, 
and tUsicSsie. They Ripply a bomis of +10 lo their Hagk f*esistara:c (MR) 
and Psychic Rcsretance fPsfl)', a -20 to Dise^w Resistance {DR), and a +5 
\a Ph^slqai Resiiiance (PhR) and Vertom ResistarKe {VR). In fld«Jltloflp a 
NepiillHTi -cannot ehoci^e the following Dlsadvantajes: Skkfy, Serious IllnesSr 
or S^JS^epLibli^ to Hfific. 

UnbaJanced Incllnatiani t9 the LIgtit: Ail Syl^<3ln posE^ ^ natural 
Intlinalon to i :ghi. TT-.iit naturai inciinotKW ^ivcs them J special resislarxe 
erf rio ajjainst any effect based oh The UghL Howwcr. th.it Inclination also 
i(Tip«l£«i theiti from choosing itie Elemental Conipjltlbllil)' (Dari) Adv^ntJ^, 

Quick Healing: Syl^'ain po^^s an indredibre t^podlj' for rEcovering 
frwtn phyijznl - ny-iry. They add one point to their naturaJ Ffe^hcraEion, 

Sense Light and tinrk: S^lvaln perceive the Dark or Lt^f^t csmrtce 
emwstlng from ccwtnin reincarnated souls. Thus., they can sense ifie 
pnisence of any other Siyivalrv or Duk'larfst Mephll»m pnescnt - although 




tliiit does not me^n Uicy can identufj' tliem as sijch. This ability docs not 
!?natiie Sj'ivain to detect an mdfviduaJ h«Wen by spells or Ki abHIttes. 

Lirnh^d Needs: Sylvialni charsften nsiqijire mucli less (bod or ileep than 
humans - though they stltl need more than true elves. Biaijcall^. Sylvain can 
suRrtve on half as much foc>d or sleep as huinans. This doesn't mean that 
they don'i experience hunger ^^tfl denied foodK Of>lj' that in the end they 
need less to- sur^'lvt 

Imtnorta] Sou^; Uke all Nephillm, the dwish soul of the Sylvw Is 
conflitttd by the contrast isetween wh.lt he leams white living and hi* anclem 
iTiefinor»ft. For that nfeisoHi a Sylwiir suffenj a ^ ponalty to g|F EKptrtence 
fbinu awarded by the Cr^me Master at the end of each gamlrig session. 



JAYAN 



In the ancient language. Ja/an means Giant. Thr Jaj^an were a race 
mostly human In appcarancer thoiigh of much gresater slie. Legends me^itlor* 
iftat they had horn* and a Hiird Eye on their forahe^s wlih which they 
could see Splriti. Jayan h-ive no particular incMnatlon lowand .iny €lemtnl_ 

The number of Ncphilim bom from iheEa souls -considcnible - though 
che^- arc not quFte Cis numerous as ilie ^h/siT\ or the Daimah. Jlyan souls 
3r« 4i«sple but powerfijil^ and they Influence tlieir bodies In d v/sy tfiat is 
mflstlj' phyi^al. Spefls and sypeniaiujiai abilltjEse.^sH^' affect these Nephllfm, 
cfcapitE their m/sticaf orig^nj. 

Jayan hjive in^ierltcd their ancestors" great size, with females usuall)' 
standnf! greater thm six feet tall, and males ff»easuring seven feet inll or 
hifheir. Juyart nearly qiw^iy* possess; Stjcing buiWs with Vvtil-deMsioped musdes. 
Tbar skin is ofteri swarthy, e^^n amORg those fnsnn tniditlon,TJ|y N^ter- 
iklnncd human races. Jayan abo possew strong and well-defined fedtures, 
with thick hajr f uyualy browi). Their life eJ(pectancy is the Mme as that of 
iviimanp. but they matLire njpidlly - oftm reaching ful growth by the time they 
aft 15 year^ old. Although not tommcifl, a few jajfTsn ha^^ cfcvebped small 
bgmps on their fcweheaids that rasembJe tiny horns. These protuberances 
emerge at about 10 years of age, tind they grow ik>iv!y rmd pamftiHy. 



Their souls' echoes rtiake layan firrn and resolute, with .3 great tendency 
to kise iiieilr Ectnpers and react vlotently. They h,we a strong pneferefxe for 
manual labor .^nd depend on their Etfengih to saJve ptany probTems. Qnce 
n Jayan has begun sofnethinig. it is very difficult to turn him from his path. 
Jayan generally' see their vvny to ihc end. whatever the consequences. 

In addition, thCj^ fecJ great ^iffectKsn for their ton>pan|eina and Ck? not 
hesllite to spoal? the truth bluntly in alraiosL every situation. Jayan work 
as team mtmiiers, and they do not turn dow^t^ hdp when they really need it. 
fn g.ener'ril, iheic Nephllim Citnr»OL tdfy pass iJie tln^s and when xh^ a/e no: 
otherwise occupietf^ they Igqk fo*' something in which to trtVEst th«n*selwei. 

Atthough they tack their ancestors' Third Eye. Jayan caTu at tim«, see 
the spirit world and sense Bijpematijr.al iNn^s experiences which tend to 
tnauble them. It is rare for the Jajran to dream about their paa lives, and 
eVEn when they ctef they ranely act on these dreams.. 

Though the Irifluence of their souls manifests mostly in physkaf ways, 
l^yi^n do preserve son^e pan of the siipernatural powers cofifcrred on 
them by the third we. They hiwe the faHowIn^ abilities: 





i 
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Giant: jgjgn 2 polnti. to their Size Charatteristk 
■ind ir.iiy noi ctioosc to rEduce it using the Uncommon Stic 
AdviinU^'i:. 

Withstand Fatigue; The Ja^ tin: less &im other cti.iractei*? 
wiL^ the same Ctonsr-rucion, JIMj IhCftffott: \iviy add t paint to their 
ni-jxIi-Tium Fati^jc ni^mtier. 

Resistance to Daimage; Jaya^ sagis mulos their bodlK muth 
■ \-7fc- rGsi:sl;.=in:r to the shock produced by damage. As a result, thfy 
'.iply a *15 boiius to thctr Physical Resiitfince (PhR). 

Uncomtnon Strength: Because ai t^lei^ enKiinc^d mu-KUlar 
dcvcjiopmenl, Jayan ndd 1 poiftt to ihclr Strtjlglh. AdditlorHlly, 
J.iyriri may not use the Deduct iv/Q PolfJtS from a Characifiristfc 
'.rtrf'AintajJ'S to Iqwct tJicir Strength. 

Spiritual Vision: The residual [Kh^r of the Jayan's Third Bye 
has Ic ': ihenr, with the .ability to see ■sp'Jrits uricfcr tcrtain conditions, 
lo do so, thcj' must cJose their e^fea arKt allov; their unconscloui to 
look for Splrltijiil beings. While domg so, Jayan rjuinot ^ee anyfEJiing 
\'\ ;he matefijl world. Thii abHity does not permit a character to 
iec sp^ilEi, mystical effects, or psytfilc matrttcs - only souts invisitite 
to the humnn e/Q, 

Susceptibility to Magic: S|>plK an<l mystical effects are 
.- ■ ;ie n-i lly effectivi^ .ji^jinst I ly ri, '-vho vjfier -'0 pf-nalt^ to ttielf 
Mi-.gic l-<etisLincc (MR.). 

Immortal Sduh Like all Ni.-ph lirn, ...i/.m cxpet njnces conflici 
berween what lie teams while livinji and his ancient merriDrlss, Rjf 
that reason, a Jnj?T>n suffers a -3 penaFty lO all EKpcricncE Pciinls 
,3Wi3r%jed by the Game Master at the er>d of each garmlnji iessisn. 




The D'Anpyni wcru a race thit iivL;d in the shadows of hiilory, 
otJSei'vfJig. devHopmtntS in the world and noling important occur'i'ertCeS. 
The few sages who know something of this race c^ill them "ihs gf:^y ones." 
due to their atjilit/ co act without attracting notice. Very few Nephlhrni 
have inherited the spirits of the D'Anjayiii; only the Edudan hs<fc fewer 
relrKarnjtlons., D'Aniayni ipccial abilitic- relate only to the 5ijptmaiut*al 
anti Uuve very little effifct on^ thetr phy<,ii .-n bodies. 

Little boys and' girls bom with D'Atijayii. solu;, olien experience great 
sjdttess. They ^rtw up feeling, kft out, as othtT i-hildren ofteri forget ihem 
when games .ire being organized. D'Anjayn; appear no different from an 
average person - neither excefitlonally good loolciilg nor partlculari^ ugly. 
T>ieir life^p^n surpasses those of normal human.'i. D'AnJayni oftun reach tile 
century rnarkf t>Llt the^ ;|row .md maLurc al a normai human pa^e. 

These NepNUm ywallj' beh^ife peacefulty and calmly, wishing to avoid 
violent behavior as, much ss possible. Fhey are observ,jrii and meticulous, 
prone to watch rather than partidpate in events, D'Aiijayni Lerxi to set lon|- 
term goalSK and \rom thie momcnit they have dectdod on one, they fecui 
everything the^' possess (ume, itnet^iy. resources) to achievs* IL These NepWIlm 
break down their iong-termi objectives lnt.0 Nmaller. attainable piecci without 
worry irij^; about how Jong it m^ht Cdlce to reach the Finil gojJ. D'AnJayni also 
prefer to be well Informed before acting; at times they seem almost pQSSIvt: iii 
ther intense oonDcfnplation, At the momenl v.+icn action becomes necessnry. 
hcwever. they ieg any means wiEhin thetr power - inokidlng violence. 

D'AnJayni art" hij^hlj' individualfstic and do not usually like lo beiome 
part of an^ graup. thowgh they will do so when urcumslances oWige them, 
Chaiatlcrs wllh this soul generally do not grow close tjo others, in part 
because others pay little actEnaon to them. They often at>afidori their 
parwtiil hon^^ at m early age to walk a lonely path. 

These Nephilirn gfters drefinn of Ifielr pasi lives - though usually In n 
chaotjt and senseless fashion. Typlcall)^; these martlfeit as single visions of 
some critical momem that repeals hself frequeiitly, D'An^aynl hold their 
narrtes ai iomething atmoit sacnxJ. since part of their pown Are tmktd 
to them. Thus, they w^kll often t^ n>eanlr»^less, pseudonyms, revealing their 
true namies only to thoie whom the^' trust Irnpllclllj'. 

Their soufs gIvB them strange riystlcal dt}<llltle% that ihejf only gradually 
icam to CQfltPol: 

Pa« Without Traced When a D'AnJaym travels banefcrat, his tracks 
e™e themietvts as he goes, An^ne attempting to l;r,ack a D'Anjaynf 
moving in this way suffers a -40 penalty to their Ability Check. 



D'ANJAYNI 



Forge tfulness: Whei- Qi'Aiijiiyni wii'i, '.ncy msy pass unnoUced 
vvhcrt;vf:r chey go; et-^it those vvho saw thrm will not remember much 
about them. Thc7 are capable oi having a ecmversation with Dr>c or more 
peopie while (caving those persons unable to remember their description 
or the topic of ceHlversailon,, In game terms, anyone who sees or sf>eaks 
with a D'Aniaynl character must p;iss a Magic Revsi.ince (MR) check of 100. 
Failure indicates that the person in question ha;- ^orgotten the desf riplian of 
the D'Anjaynl and the conversation topic itscll. 

TVifa ability Is considered the e^juivalent or an automatic m^'Hlical effect 
whose only cancfitiemE ane an encounter with a D'anjaynl character vrtio has 
not mentioned hb true narrte. ft is, almost rmpo^lble to detect the USt of 
this ability, even for someone who can sec maj^^ic The persons effected do 
not realize anything unnjitUf^l ha-S h^ippened, A Vwiard must pass a magical 
Difficulty Check of Impossible to dptpct the u?* ol EtllS ability This special 
skill ceases lo havj.- effei.i .f the D'Anjayni nsveals his jnje name durlttj the 
conver53tM>ri. cy/ r' he runs into .ridlvldualv whoitncw his trvie identity. 

Common appearance: Because oflheir dveraj^c looks, D'Anjayni nes'er 
possess an Appearance of less ihan 3 or mone ttiaPi 7. 

Undfetcctability: The D'Anjayni h,T/e the 
mystical ability to resrst detection by magical 
or Ki-ba.&ed means. For that reason. 
D'Anjayni apply a h<mus of +30 to thew 
ftesistance to detection. In addition, they 
have a natural underst.indmg of the ose 
of Ki- Concealment, which they p^orm 
.idding a bonus of - 30. 

Silent Whtsper; it, !s quite diffhculi 
to hear tht" wards of P'Anj.ji(}^l (f m 
they are not directed at you. Anyone 
but the Intended listener trymg to J 
overhear a D'Aniajffii applies a -60 
penalty to the Ablhty Check. 

ImmDrtal Soul; U\ss all Nephillnn, 
the D'Arijayni expericrjce conflict 
between whj.t they team ^vhllc living and their 
andaent memories. For that reason, ^ D'AnJayrw 
suffcfi a - 3 penalty to Experience i^niU 
(twarded by the Gan>e Mafiter at the end ol 
each gaming session. 







EBUDAN 



a^o, the celestial EbycSan (Ikonilly, the "followers of cltlfitlny"} fdl 
rrom the htavnni rifter lciS4rtg their wini^s. Lcgemds say i-i :'. ih.-=:; creatures 
had the ^ibrfity lo pcnieiue ciiar*^ in thf SouJ Flow, nnd tlhit their txxlit* 
v/fft' covered irv f*iy<,rjcai Lnttoos, cabled the "M^rduk," by nirean> of which 
they attempted to Foreiee future- events. Saj^c?, hn^e cirJi^hn ihat escti Ebudan 
had 3 cftstlnct purpose in life, whkh they neTerfeci to its their Sue' Amar. ind 
thJi[ each Ebudran sought lo achieve that purpose al>ave alt else. 




relatE to the*r particular Si*e' Annan, and m thes? portentous drearns they 
see ihcir deter mined purpose clearly. Genei-aJly, Ebudan p^iss ihraugh their 
chiWhoods undisturfbed iyy visioo^. but at iido*eSMnce, thex Mtphilim 
suffer their first dream; thereafter its subject ticcomes. an obsession tot 
them, Alrr>oEt all Ebudan attemp-t to fulfil! their drttiny. HlDwever, tllEre are 
a fev-^ who bdic^ig ihsip dntams gre nothinjj more tharv hopEs oi Impossible 
futures, ^nd the/ dedde to ksep thoir feet on the ground. Ebudan are 
seriew ajid splntuiil persons who ieem not to car? tu fbrrn 
close bonds with oltiers. 

Though (^ie)' possess very llfnlted supernatural .ihi'iiir/^, 
' ■ir(?r power latent deep within ihcnn. The Ebudan's truc- 
Dowcr^ do I'fOL surface imtfl they have .acihieved their Slfe' Amari. 
UnUt then, t|->tyi char^ctert; h,jve access to .i ijtiall portion oF their 
fijll dbilitifis. NofiHalty, s. Game Mailer dct«rminei the Sue" Amafi 
of ^^rl Ebudaji ch.v,icter - thcKigh GMs ^ould feel fren lO iwriC 
with the pla^'cr to create a workable destiny. 
Fbudan possess the following powers: 



The Ebudan are the Icjtn sium<;rOus of n^ll the NcphiNm. They posjif;';'; 
build* like that of iwrmai hum.in.5, though they iuvt: a tendeficy to be 
Somewhat more muscular. Ebudiin have dc<:p eye.? nnd cxccptionaliy fnir 
hair - spmeWnei CLinning to p^irc while. frofv\ ihc moment ihc^o NEphilim 
CMTte into fche world, they be.:^r particular symbols., rcfiectdiii of their 
prpjious Mirduk t.iEtoos (modern society sees theie symbols ;is mere 
birthmarks). During rtdolescencc, a few motie such mcirki anpenr, mostly 
on more prw.'ite arsrus of their bodiet. 

Tliie Ebudan.^' souls strongly influence their pt^nsanaiidiies. X, their 
pfBviiovi Sue" Aman .^tili drive;, them in their new incarnation. Indeerl, those 
Ebtxlan who h,we accomplished thcr destiny Of^ver reirtcirnate. ft-eborned 
on*5 hav* can^ lo fulfill their uncon^plclcd purpose, Their dreams always 



Or'inie: Th mystkral s^mtbgJ with whitch th.e Ebutdan areborri 

is known Utc Or'inie. !l works m a shield agfirnst anything 
thai might rhiftiteri to turn (hem from their Sue' Aman. As a 
c<iriset|uc(nce. EtHJd.3ni appi/ a bonus of > .30 to their rnsiFtqrKe 
ag.iin-tt Fof^tfulniKs, ,ir»ij Emotionali Conu'ol effect? that mfg^ 
tmp^^dc the. fL^lfillment of their destiny. Once an Ebudan obtJilris 
■■.II' ' .^m,^n, ihis ability c3is.:sp|>e':iri connpletely. 
Celestial Essence: When an Fbudan hgs achkwd his set 
purpo'.e, his 'uii sptrii._.i| esimce suffuses his body, preve-Tillnig 
him from sL-ffer-inp, naturaJ physical injuries, Irt pamc terms, the 
frbcudn becomes invulneratilfl to .iny natur^ attack that isn't 
capalM-c of damnt'in];, Energy. 

Seraphim Wings: The moment irficy ,nchii?>/c- their purpose, Ebi>dari 
rccovrr fi.r r. ol their lost essence And ^iM\n two lurriirtous wingi, TlleiC 
energy wings represent the f^rathcry appendages the Ebudan used K 
possess In the^ir former lives. T^iey can s:immon these wmg.5 of cref^ 
at will, but doing 40 requirts an entire combat turn. Ao Ebudan'j ener^ 
wings gr^nt hirn Flight Vi-ue 12. They f,in only use Ihi? ability after they 
achieve their Sue' Amiin 

Immortal Soul; Like .all NepniLin, the baunan cp5pcn«nce conflict 
fjclwecn wMai tticy team white living ami the»r ancient pnerfflorics.. F<3r (hat 
r^MSon, an Ebudan suffera a - ? penalty to ,i!*l Fxpcrier.cc hoints .awarded by 
the Come Master it the errf of p.ich f-imins sr<i';ion. 




DAIMAH 




The Daimah are the Jiist of tfie races born of the 'Nephilim, and with riiE 
pOHlWe c>Ecption of the elvish Sylvrtln, are the most numerous. 
Their es-senee Ie bound to riatur<5 Itself, and many .incic^nl sages 
considered o riumbcr af the Damiah as forest «.pirits. 

Though the Dalrrah possess a few smflll pfiysicaJ differences 
from humani, they art not really inihunnan «n naiLune. Datmah 
h3<fQ silghlfy protuberant, almond-shaped pupils. .'lonnet/mcs 
s& prormunced that they resemble cat or lox eyci. Their h<iir 
gn?wi very quickly' ^nd in an unnily fashion - sipemWy that o? 
female [>nimih. Males develop prominent ■vidcburns, alchough 
If they shwe them, ihat ha\f nevtr rcippe.irs. Lifur the elvish 
h^cphlllmn Daimnh pcrtiiCss sfighTly pointed ears with -Sttiall tu^^^ 
at hair iprouiing from Sheir car tip.^. They arc jjener.illy 
imail in sf^iturt, passessing ^Jl^hl builds.. Their lift-T,p:'.n 
fi«|ual to otncrmal humarlS. 

GcntcF^Hy, Oalmiah tehave in a •jcry cficerFul ,ind 
fun-Iovinp, fashton. Tbey fete life with a sinile, seem tr 
hiKe wOrncs, and r.jrdy. \i ever, beconie 
ivigry. 'Ihfy c.innot bcnr tO tse inactive, .and 
thus always look for sottie; diversion 
tQ prevent bcrertom, Daimah e)(hlfctl 
extreme cufiMily; they e.-ive^tfropby hnfait 
and rradlly stick Thc-lr nases, mo anythiPig 
liwtspdrki their int^^fest. Unfortun.^liely. 
iKs oirioytlf often feads them lO thrcyi-w 



caution to the wind.^nd they oItcit end up in situatlora fnom which 
they c.'iinnot extrfcme themielves es^lly. 

DaiiTi.ih hix'c difficulty fixing the^r attinUon on anylhmj fqr 
too long, and they lose interest when someihmji appears no longer 
entprtciining.. In general, these Nephllsm detest eompUcated plan^ and 
tend to jump into things wlihoui any pfeparation - Erusting luck to 
l^el them out of trouble. They arc natural eicptorcrs, .ind, although 
ihey prefer forest?, DBimah con^tlntly yearn to discover new p4ac«. 
.-ind Emotions. They love good (eikfvvshlp, arnl whsfn iDalmah t^fce ^ 
liking to someone, they stick » threni llkfi £luct always seeking lo be 
the center of ttieir friend's .iiaeniion. 

E)aim,th lov/e to wear tbir>g4 that maJee the*r rc^emWe 
."inimali. F"or example, fermls Dalmah mi^y wear hair 
b.nnd':; rh;it maks [henn look as If they have c.?ns' ears, or 
vvear cloihirtg from which a tail seems lO be protruding. 
Presumably, ihis Is becgyise th«y feel 41 stjfOng aflecrton for 
certain creatuneg, 

DaJmah rarely dream of tholr past lives, 
though ■ivhen they do, their curiouE n^TUre leads 
ihnni. to want to know rnore, at Jeasi until son^iething 
elic distracts them. Their Lowers martlfest primarily at 
^ a splfkudi level - Especially m fonestS Or<5ther 
1^ ptacE£ wtieiT nature is 9 ^iefinitr presence. 
The (Pit of their abilhies -is follov/s; 





See t+)e Eisence; Ths of the Dalnah lee (Jie soufe of the Ifvln^K 
liTifTieclLateJy Klentifying tJie efernental or spHritual ties o^ ary type of being. 
This atHlity e$ tr?4ted as. 4r innate pow^r of deti^ctiafi. biit individuoil Ci^n 
ako rostst it natun^lHy with a MAg\t RcsistantE! chctk oF T40. 

Scfiie th« Fbrttb T>iou|li itiey cannot flieralE/ talk widh ptiuii::^, the 
Osiinah sense the feelmg.j oF nature (both plants and animals), detecting 
such thingiL a£ fear, ulm, or Evcn just di§quiDt. 

Nature's Cur*: AslM^a^ihc^ srt M&\\n die FonessL &ki »uI df^tCJalmah 
prwides the*" bodies wMi Ihe essence of life arwind them. Therefore, wtille.ln 
thkJir (orest or |un^B-., ^mail add three painti to thor R^gener^tian, 



Movement In the Forest; The Dalinah recognize nature as their 
home, and nature accept! tJ'iem, Oto mattef how thick the foi^est or 
how Eiingted the brush. Daimah suffer no peniilties to rrKjvemerit, 

Small SEzb: The Daimah ar^ not usually Ldl or hsAvliy built. They 
subtracL 1 From their Siie Charattef istit. 

Immortal Soul: Like all Nephitirn, the Daimah ejcperlerce conflict 
between what they learn while living and their anoent nnEmories. For that 
rrasoTi a Daimah offers a -2 penalty to all EMpcriente Pbinti AAanltd by 
the Gairie Master it the end of each gan'ung session. 



duk:zarist 





The Duk'zarist are alto called "the shadow stHJts" for lhay orce 
belonged to a rate w4iose naiure was ued to the Dark, In ipiLc o\ being owz 
of the dominant ancestral races, their numbef s as Nephillm are quite Few, 
simply because there were few of them in life. Liks- the elvish Nephillm, the 
essence ot the Duii^'j^aris^ is nct^tAy supematu^ and ties thqm, e^ipeciAily 
the women, very Ei|hsly to magic. 

Duk"2Jflst arc alvrtiys very physically aUracilve. Tliey tend ic be 
■iomewhat l^ll: Rin"ely are the men yncter six feec tell, and the women are 
only a lew inches shorter They have perfect physjqiuei and never g^Kjw fat, 
Duk'zaris.t are lypitally Vfcry pale-iikinncd, with haJr that is scmeHmei quite 
darkf and other time? fatr, perhaps Etshen- 
grey. Their eyes- are Sight-colored, showing a 
touch of red when neffctting ligJhL. They arc 
i^ot 3onger-llv?d th^n other humans, but ihey 
maintain the^r physical abilities wait into their 
nincticii iit which point lht:y age very nipldty. 

Tlic 5<hjIs of tfie Diik'zarrEt inFlusice 
their personalities much more than is tJie case 
for other Nephiiim. T^ey unconsciousiy obey 
the code qF conduct tht^ Folfowvcd in thctr 
Former lives. They are cxiremdy compeUllve 
111 everything they do - whether In intellectual 
or p#iy5icai flctiwties - but they tend eo develop 
the latter side more. Duk'zarist arc attracted 
to strength, and iJiey usually ^dirnire others 
that they see as intrinsically strorig - even while 
desiring to surpass them. It is very difficult for 
Dufc'zarlst to admit wlien «3meth(ng ts b^rkd 
them, and If they do ask for help. It nwans 
their situation is truly desperate. Although 
Ihey do r>ot like solitude, these NcphiJlm. arc 
vei7 indlulduabstlc when it comes time for 
action. Th^ can be devoted to those they truty 
gpprenate, but th^ never show such feeling 
openly. Duk'zarst arc natural pidtters and 
manipijlaton, but their impatient nature leads 
them to frequen^V ctebate over whetfier to act 
immediately or wpjt for the proper moment 

Like the Sylvlin, the Duk'tarist are 
commonly assaulted by dreams about their 
pa$t ^Ives. and although it doesn't troubte them 
to the d«3grte it does the elvish Mephifim^ H: 
does at least make them uncomforijri)te. 

The uncommon power possessed by the 
souls of the Duk'zaris^ manifests itSelF stron^y in th£if human bocfies, 
conferring on ihem atnlitlM that are both physical arHl spiritual: 

Eircepclpnal Reslstanceg; The souls of the Duk'iarist Influence their 
human bodies at every stage of developmenlj thereby greatly Increasing 
their resistantes:. Thb ability acts diFferenilv In men and women. Male souls 
apply a bonus oF * 15 to all Fteslstance rolls except Ph^^sktal Resistance (PhR), 
for whJth they receive 1-20, Female Duk'zamt gain +1S to all Fleslstance 
rails except Magic Resistance (MR)r for which they receive IjLO. 

Unbalajiced IncElnatiof) toward the Darfa: The Duk'rarist $oul«. 
have an UntHlarKed IncHnatwn toward the Dark;. That natural inclination 
:2,iveE them a sp?rcial resistance of + 10 against any effect based on The Dark. 
I lowcvcr. that irtdination alscf Impedes ihem from choosini the Elcmenta) 

;:ompatib<llty (Light) Advantage. 



Withstand D&ath: When they are in a state between ihe and death. 
tJic Duk'zarisL do not need to p^ss a Physical Reststance (PhR) chedc 
to iurvlvt, since their ¥Ouk ane so finmly wedded to their bodtes they 
automatically pass such checks. 

Quick HealinBi: Duk'zarlsc posses* an incredible capaci^ lor nec<?(fertng 
fram any physs^aS injury. They add one point to their natural Regeneration, 
Limited Needs: Tht: Duk'zarist need much (ess n:St and nourishment 
than Any other race; they can survtwe on one^JiJrd the sleep and food 
required by huma-ns- 
Sense Light and Dark: [>uk'zarist pE^eivc the Dark or Li^t essence 
emanating from certain remcart^ated 
scMjfcs. Thus, they can s^nse the presence of 
any other Syivam or Duk'zarlst Nephllim 
jsresent - although thai doK not mean 
they can Identify them as such. Tlifcs ability 
does not enable Duk'zarist to detect an 
"(idividuii^ hidden by spells ftr Kl abilitjci. 

Night Vision: The eyes of the 
Diik'^anst are more idapted to darkness 
than any other human being. In game 
terms, this ability is not as developed as 
that acquired ihrou^fh spending a Creation 
Point, btir it permits the Dwk'iaj-I^t 
to nnfucG any penalty due to natufaf 
darkness by one-half 

Devotion to Firer The psychic powers 
of the Duk'zarist are naturally tied to fire. 
IF they develop their mental abilities, the 
first one they must acquire is the discipline 
ol l^yrc kinesis. 

Perfvtrt B«dl«si The essence of the 
Duk'zartst prevents their bod»es fram 
developing any natural malformatton, A 
Nephillm cannot choose the foHowtng 
[^sadrantaj^es; Atraphiod Limb. Blind, 
[>cafnes!n Mute, Nearsighted^ Physical 
Weakrfess, Serious lilnessK Sickly, and 
Susceptible to ft^tsons. 

AJ^er^c to Met^:. The only weakness 
oF the Duk'iarist in their past lives Aas 
thew vulnerability to n^taJs^ especially 
Iran Jnd iranralloys. The originat 
Duk'iarlst could be killed even by simple 
contact with metal; swords harmed them 
mtore because they were made of metal than because they were diarp- 
AJdlDugh in a limited WSy^ the reborn Duk'lariST have inherited part of This 
disadvantage, IF their skin makes contact with any metal containing iron, the 
Duk'zarlst must pass a Chetk of their base Presence against a Dirficuiry 
of ^0. If the^' fail, they suffer an adverse reaOJon causing a ftnaky to All 
Action equivalent to the margin Iw which they failed the Check. IF the metal 
is pure iron, the Check is against a DiPficulty of 80. These negative effects 
diMppear at a rate of 10 points per minute. The Duk'zaret Nephllln^ can 
use clothing and gloves to avoid these effects- 

ImmortaJ Soul [ Uke all N^philim, the Duk'zarist CKperlencc conflict 
between what they learn while llvMig and their ancient memories. For that 
reason, a Duk'iarist suffers- a -S penalty to All Experience Ftalnts iiwarded 
bff the Game IVtaster at the end of each gaming ^sslon. 
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The Classes 





CHOOSING A CLASS 

CioMCE, (*cti2rmine the cost of developing a cha^acter'^ as wdl as- whai 
mnnlc bor>usei Ihej' pdsscyj. Il can be very useful to irnagmt jrour character's 
pa^ ajvd psnoodtitjf before chocBing a cI.^es, It Is fu^dalTlc^la^ to have ,i €1*3"" 
i(Jea of wliac you hope to do v/Jth hirn or her bcforo makmg UiiiT importajii 
deciton. If you envision him ,u n winc'soakcd old soldlei" about to get a 
secwid chance In life, it wouldn't be very fitting to m-lke hln^ a Wizard wh>en 
the Warrior Weaponsmastcr classes wg^^ld be muth .more appropriate. 
The cNjicc sj-iould also be based on Ch* kind of character the plfl)*r bclievci 
w\\ be fun to pi.i>'. It wovld ndl be a gootJ hdea for 5C'[llt<}fic who doesn't 
enjc^ combiit TO choose a clas^ ftTjm the Fighter Afihetypc, when he would 
cnjey pliiyiri^ a Thief, or something ef^*, much nnore. 

It a natural to i^^^lnk thai an AsMisin must be i dark man dedicated to 
killirsg kif (Tiflrw)', and that a PaJadin, of eoU(T*, mU5t be the embodli^nt of 
4H virtues. Howeyer, Ihe mesne feet of belor^ng to a class does r*Ot oblige thn 
dhararter to behave In a prctfcEermined fashion. A Palidsn may weU not be 
a salnify miT.n wfv> fieihta for v^hat he believes ii righi. Hq may instead be a 
tVjISted individual who Itves by expforfting his tcarntng jnd n.iturjil abHIties lo 
i*6k his own bo-iefit.. Although player characters will certAlniy tjc cjtccptional 
persons^ ItshMj^-ild n^er be far^.go'tten that they ^ir^ f^eih and biood. with their 
\Kir\ deslPffS, etcirntricitJGS. and fears. Th« mewt rcaJ yo\^ m.ike the ch irjctcr 
In plaj*. the more inicrasttrig the gjime will be, and the more involved you will 
become in the world that surrounds yoJ. 

Omlim oj nm classes 

The dassej. desoritwd m this chapter provide $ gre.it tiumber of options 
fm- pla^fi to deveHop umqua and i.nterestin£ c>iaracte<-i, and all of the cljsses 
are balahtcd so that no sln^e daa ha^ an overail advantage ovei" the others. 
NDSjethEless, It Is alfio vei"^ common for players ;o wl^h to invenE. a new 
dass for (heir charttclcr. When that momenl arrives, you shouid frrH lik if 
li«t f\ts^ dass ii actually i^eceiwry and whether the chiif:^cti^ you hafwc in 
mind could be createcf v^nh a class that alre^idy exisW. The Crczadon F^oints 
jjiven to e.ich character exist for precisely th.ii reason - to enable players to 
OsHtamlre and rrnjld cmcj-ging ch ar>ictea-<i. lo 
fh their vfstort, Ima^ne, for exiimplc. U-iat 
a plaj^f wishes to creatt a philtMOfibEr- 
prlnce, the rwstole warrior enatirined In 
Pi^to'i flcpublic. Rather than crejmng a rttw das? 
wllh good abill&ei m both eorribai and inteHectu-if 
pursuits, It would be bctier to simply choose the 
Fneelflficer Ctass^ and Shen Irvi^esc CrfeCiHon Points to 
reduce she toit for acqulrrflg iiecfii.ndary Abilic/^ rekHed 
[QlntElllgence, Aflothcr example might be ,i Witth Hunter. 
It isn't necessary to invent a new clasi to give a charna 
that gjBclalty. A ch-iriKtt-r of nearly an^ diarsiCKr <lasS {\tix<! 
Warnor to AiWissIri) wbc ch oases; ThaT ml^ShCwi irt life car fulfill Che 
player'i wltth hunting hcpes perfetlly. It v>/oukl be enough to dimply build 
Up The diarBcter's Secondarj/ Ability of "Occuit." .ind learri how {z fif;h' 
against Hjpemfll+Jrn,! powcri. 

One speciaJ case is the spintuiil leader- clas.-:; present m mmy o' iv - 
Fantasy game (often called i OerlG <x Priest). Such di&iei ift not 
prcsoit m Aii'ma, but thilT dotari'l rncan a player c^m't create a pious 



charnaren Pljiyers who wish to rolepljy such a character coijid simply choose 
a tfa.« that most pleases the Power ihcy wish to serve, then ih^ should 
4Si|uire the Elan Advtiniilfie 'mth their Cnaatlon PoimtS, 

for e.xample, a j{od of Thierary woMld give povycrs to a bur.^ (nther 
than to D pncsi who happErwtf to bslecig to ho cult) and a god of War wcwid 
frlvar a filter over any other characitr, 

f mally. It should be- mentioned that a Fre^ftncer ckiS e?iist3 to provide 
raom for jJI [Koie professions dhat (-vren't txpf^ssly included in any oiher 
cIaw. a freelancer can become anythlni,! he or she wishei, from a scholar lo 
.1 bi(»r,k5mith. 



Scfme. Heavet] 





THE CLASSES 



[IlIow, wc p^CjcnL brwf porlraita of the daises frt^m which ,T |- i,. i ■ .i 
choose hts or hei character. EiKh p^^rrait mcluttes rhe followiri|)r ^■nfor••• i:io;i: 

AtfChi iypC ■ •■\'f^^^ ind\c.v.c.'. the Archetype to which the cl.-iS5 
bEHonp. There arr six Archetypes; Domine, Fiji|ntcr, MysUc. Novel, f'nawkr. 
arid PsytSiic. Each class l>elianss lo at least one Archetype, but nnjghi be 
incluijed in two in some c .^ses. The classes th^t l?elong to two Archetype^ 
nru- c:i!k:d "Mixed Clatscs," ^ _ 



Life Pmi Muitipk 



The Life Point Mu I tip it: li the number 
of Development Points (DP) that n'.i,i-i.T be invrfSt^Ml to add Life Points to the 
th.^niCte'T'l (OtaL hnch invc?;tment th>" ' 'r- "^Oint MnltipiE Rdds Liife Pdinf^ 
eqial Epthe charnctcr's Constitution valur not its borvus. 



This is the innate bonus i player .-^Idi to hh 
chara£.ilcr''S Life Points. This number of points is n Ico M firi-L lu'-'ui <inii 
every tirne ihe character inaves up a level. 

lli/tf/lt il''L , j5 naLun:! bon;i' ,i chairaclcr adds to his 

iFililailve. Thi*. number of points is awarc^jd ;it first level gnd every tlrfit ihe 
chjraaer nncwes. yp a level. 

Miirfirtl K.MtWW^|J: T,,. is the Ma, tMl Knowledge cr^h 
cKaractcr receives for btf-loni^ng to a given class. They ivc;-ivc ihi*, . L.-'ucr of 
points at first level, arid again each time lliey move up a level. 



[mmk 'Psychic PcinH 



This indicates how many PP the 
chnyacter neceivieis per level. Any character with Psychic Abil ' i">r'C|ii": with 
R sirgle Hsychic Point (PP), and after i',ain in,(^ a certain number oi he 
rccervts another PP. without spendin;.; Development Points, T'lc lumbtT of 
level^ the character must gain to rcceiMfi the PP depends on his cn-^^. If. for 
ex;innple, lie recstv^s one ndditional ■ ■■ l ach ' levels, h( will icquire a 
Eccjond PP ill 4ih levf L a third PP .jt Lovei /, nd so on, 

PrifUiVy AhlliUCS'. jhis is the cost for dfvetoping the 
Primary Abilih^ of charactGrs belonging to that daa*. Each Primary/ Ability 
has a limit to ttie number of DPs that can be invested in it (between 50".'i. to 
60% of the character's louil DFs). 

Co.it^BAT ABJinV 

Attack, Block, Dodge i These arc the costs of developing a character's 
offensive 4nd -defenrslue Combat Abilities, No more than Inalf of the 
character's total DPs can be itY^estcd in these abilities. 

Ki: This is the i-cit of devielopinf^ a t^ew point of Ki for the charjclur. 

Ki Accumulation: Investing this number or QPs, the player adds o^e 
pcimt ■ ) the Ki Ac'. umui:il:ion of charactcr'Stic. 

Wear Armor: This is the cost to develop thrt ability to Wear Armor. 

5t^PEIi,>4A.TLffiAL A 1^1 LIP*' 

Z«on: Zeon is not acquired in .1 traditional way. Rather, Zeon p ini- are 
purchased in blocks of five. When you spend liic number of DP? ndii- r.-d, 
your chamctcr gains five additional Zeon poi-i't. 

MA Multiple; This is the cost for addm^ :i Magic Accumulation 
Multiple to ,1 charivner AH ch,'^r,icters po^sessm^ The Gift bet^tn with one 
AccuniijIaTioii Multiple and by Itwe.sting rhe number qI DPs listed, they add 
a new one to the MA. For cxnmpte, someone with a base MA of "1 who 
spends fi/vo Maj^sc Accumulation Multiplei can add 20 to his base, ending up 
vvith til- MA cf 30. TIvs Is fully e>!pialned In Chapter II. 

Magic Pfojection: This l.s the cost ro d-evelop the ahiliry to irircc 1 spells. 
No iTiofiG than half al a ciharactcr'i total DPs for Siipf^nattiral Abilities can 
bt Invested m Ma^iK Projetiion. 

SusTimon, Control, Bind, and Banish; These numbers are the co=.r 
of [icrv^loipt i. . ( h.i' actcr's abilities ru atcd to SLimmonin;.-'.. 



PWCHIC ABILITY 

Psychic Points (PP); This Is the cost in DPs riiat the character must 
invest :ij acquire a rsew PP. 

Psychic Projection; This Is ttie cost to develop the ability 10 du^t 
matrices. Hq more than hatf oi a charwter s tOMi Psj^hle Abiltty DPs Ciii™ 
be invested \n thli. 

SCCO \uiil ry AIhU I i f 5: tWs section. tl>e cost for devek)fim§ 
the Secondary Abilitiei for each class are llsteql. There is no lltnlt ta the 
nuTTibcr of DPs that can be invested in them. 

Kt (Ifli t^i Ci^^fii Soine classes h.3ve lower Devefapment G>sts 
for certain Secondary Abilities than other abilities in the wme group. For 
example, a Pnladin ■ tievelops Withstand Pain at a much lower cost than 
other abilities In the Energ/ group. This section explains whether the class 
can purchase ainy ability at a reduced cosu as vvdl as es*;ac!Jy what that 
reduced cost is. 

iHIIiUt Bl^fifi-H.^. These are the special bonuses intrittsic to 
eadi class. A characto" receives these bonuses updn choofiirtg a cJasiS, and 
then he receives the same points as a bonus eich time he (ncwes up a level. 
The innate bontjses for Attacking, Blocking, or Dod^ging can newer exceed 
■'SO, but all others can increase without li'mit. 

Sy^Ciill* 7>|j,j se(tion lists any special diss benefits not reflected 

In the Deveiop:mernt Cost? or innate bonuses. This not be listed I no 
speciF3l advantage exists. 



e 




A yj^m'-l IQ II -Il- 



ia faYi^ri 



WARRIOR 



The Warrior iz rhf ►■irrutii enibodlmejnt of the Bghter Afchtitype. TTlrs dass cowerj i^se 
y^-ho /la-ft? complcLcJy c/erfitated t/re/r ihcs Jq- crgmiwt, onid if fiKMti EfiOie- vviHo are Best able 
10 fifWy CK-pM ihcir' woriUfct; tofents. Iljis jndination feoirfs them not on/y (o fTiissBr yjc of 
iitflfjorij, tluc aho to vsi tdaV sjsirituo/ emsTgy in a HgfiJ. Warnon find it ntay to rdekie^ojU grecrt 

can en J up in o wkTi? viarwiy o( occupations, from nwe (riercenoms to sworn JtnijjhJs. 



Archetype: Fi|#-iLcr 

Life Point Mlultiple: '6 

Life Points: ■ pc'-Csflel 

Initiative: ■ j )ci I'-vi-I 

Martial Knowledge: ■ .-E per Icvi-! 

Innate Psychic Points; ■ i cv -y "1 k-vt l 

PRIMARY ABILITIES 

C"inl3-n Aljiidty: Limit 60% 

+ 1 Attack: 2 

+ 1 Block: 2 

+ 1 Dodge: 2 

+ ! Wear Armor: 2 

+ 1 Ki: ? 

Accumulation Multiple: 20 

Sti|3*:rruil(jr4ili AijiiUy; Limil 50% 

+5 Zson: 3 

MA Multiple: /O 

+ 1 Magic Projection: 3 

+ 1 Summon: jj 

+ 1 Control: ^ 

+( Bind: 3 

+ 1 Banish: 1 

Pty^hir Ability: I in-i*- 50' 

Fiychic Points: 20 

■i-l Psychic Projection: 3 



SECONDARY AbfLITIES 

+ 1 Athlpiics: 2 

+ 1 Social: 2 

+ 1 Perceptive: 2 

+ 1 Intellectual: 

+ 1 Vigor: 2 

+ 1 Subterfuge: 2 

+ 1 Creative; 2 

Reduced Casts. 

+ 1 Feats of Strength: 1 

INNATE B0NUS£S 

P ri n ^^ r y 

+5 Attack per level (max/riium -SQ} 
+5 Block per level r-ioxici ..-n -iSOJ 
+ 5 Wear Armor per level 

Secondary 

+5 Feats of Slrcngth per revfd 




ACROBATIC WARRIOR 




Acrobatic Wbmon dr'f Fij^^HiCfs wfej havu ipBdaiizsd in getting the isiggesr □tjvujitage otfE Of thtir S^>«<( 
:'nc/ ag/Z'ty. Jh^ir greatest tfjnefit Wes iifi b^njf cf 3(c^7 ahedcf of [fio'r odi^nanes and trying [a finish them off 
hoforr 'hey can read. The/ cjJso prefer to cfodge ffttocts, o/fen stIlr^^^^n£ flj (iir dS ^SaitJp /oirn w^Fcre t^ieir 
fi)vp(n/'< fj/ows cic(ufi//y icrfrd. Thc^ fwsspii exrc^I moiwJTty, and ftey can jt/mp, (biU, or iwffrt a rtetHiKii 
tnat few can maJch. Affaparic Wtf/rion Ccfr ploy ainicist any noip in sockty, but t/wy gicnefaf^ g/ovitPte 
tcwafd professions assodatud with comijat - SMh Si tfudri4'r or iwordsntrn, 



Archetype: Fighter 

Life Point Muftiple: 20 

Life Points: ■ 10 per Isi^e) 

Initiative: - 10 pei" levd 

Martial Knowledge: ■ IS per ievsl 

Innate Psychic Points: '1 ev^ry 3 tewd* 

PRJMAR.V ABILITIES 

Combat Attilitr: L-mrt 6(i'i 

+ 1 Attack: 2 

+ 1 Block: T 

+ 1 Dodge: I 

+ 1 Wear Armor: 2 

+ 1 Ki: 2 

AccLinnulation Multiple: ^ 

Sup^rniitural Ability: Limrt 5Cf% 

+5 Zeon: 3 

MA Multiple: Z:^ 

+ i Magic Pri:jji ction: i 

+ ( Sicmmon; 

+ 1 Contfol; J 

+ 1 Bind; 3 
^ + 1 Banish: 



Psychic AhiSity: Limit 50% 

Psychic Point?; JQ 

+ 1 Psychic Projection; 3 

SEC:0 :-n! L> AR Y AD I L i T 1 ES 

+ 1 Athletics: 2 

+ 1 Schcial: 2 

+ 1 Perceptive: 2 

+ 1 Intellectuak i 

+ 1 Vigor: 

+ 1 Subterfuge: 2 

+ ( Creative; 2 

Recitited Com 

None 

INNATE BONUSES 

Primary 

4-5 Attack per level (maximum -^50) 
+5 Dodge per level irtmonmn ^50f 

Secondiry 

+ Acnjbatits per level 

+ tO Jumpj per if-n- 

+ Athlrtitism per cv,-. 

+ t(J' 9leigM: of HarvJ per level 

+ l@ Style tier Eevel 



I 



PALADIN 



Pai&Hm ojre Rghteri wha Oft vtf</ OnsntBd ernwird ikiernhv fating, trrni also make usp of cBrtom mj^stfco/ 
cafwbi^ttJefc One of [/retr spetidtl&j Is tiwt of banishing syfjefnacuror beings using (teJr own rmUi™! 
Gsneraff^, tfie^ gf^e t/ncmsEJies Ery cocte of comJuct bosetf pn q fifigifHit bcHsf or their okvj! sfJiiif of ^icwjDr— 
['loug^i k not {iMgatflry. TTie/ ore miturQi letKfcrs, capable af tfl/nff their dmrisina to modJflw d jfieiH 
i4umi)i-r of f>eopJe wbo *vert iw wrilin^ to giire tfie# fiWa fn [^M?Jr servfce. 



Arehetjfpe; Fij^hicr 

Ufe Paint MultfplE: IS 

Life Points: * 15 per ley^l 

(nitiative: -5 per level 

:Martial Kriowle(lg;t.>: ' 20 per IeveI 

liin«it« Ptychic Points: +1 eath 3 Jwels 

PRIMARY ABILITIES 

Combat AbUky: ^ 

+ 1 Attach; 2 

+ 1 Block: 1 

+ 1 Dodgei 7 

+ ! VW&a-r Armor: 2 

+\ m-. 2 

Accumulation Kulciplei: 20 

Sup^rnaturnS Abrlity^ UmlE $0% 

+5 Zcorti 2 

MA Muidpi«: 60 

+ 1 Miigic ProjectiDn: 3 

+ 1 Summon: i 

+ 1 Control; 

+ 1 Bind: ^ 

+ 1 Banish: 1 

Psychic Ability: L.imit SO^'j 

Psychic FointK 2)0 

+ ! Psychic Prafection: 3 





SECONLWIY AB III TIES 

+ 1 Athletics: 2 
+ i SDcial: ' 
+ 1 PercieptJve: 2 
41 Irft^Mectoah'^ 
+ ! V igor: 7. 
+ 1 Subterruge: i 
+ 1 Creative; 2 

Rcducect Cases 
+ 1 WitKstfthd Pain; 1 

INNATE BONUSES 

Primary 

+S Bfock per level' frTifT,ifimiim -50) 
+ 10 Wear Armor per level 
+ 10 Banish per level 
+20'ZciDin per level 

+ 10 I >;';idershlp per hwel 
+ m Withstand RaJn per level 
+ S St^le pef \e:v^\ 

SPECIAL 

If the Paladin ckMsn'l want to ^Jeveiop any 
supematuniJ abiJicy. he ear* ■e^<cKaf^gc the 10 
Baniish anij +^0 Zam Innate bonuses for ^ 10 
Composure per level bonus. 

— DARIC PALADIN 

In iOfTif wtjy^, this dais ii tlie pofar opfxra^te dfths fiokjcfti, Dart; Pokxi'm otv iFfghteirs -who j^^'aflflt fn oflfirat?, but 
wl)o Q<w use iOfiie Amncd mymca/ abilities. A bark PUMn's most fniportom jtjevMSf Ji ^cantrji of iiipentsstut^ bangs 
who, oner iliey sufamrt to lik ivW, a* yscd Co his mrt bsnefk- Otir/i Pahd'tm hove a rental for commond, but they entptof 
iotvnidotiofi dn(f tor to bend othere ts tij^fr w,bhH. 1^ t^daeai 't mrir^, tiityv^^iliuseperswKfon BJgct tvfwt the/ vnonL 

Archetyp*; Fighter 



Life Poini Multiple: 15 
Life Points; V:> oer l^^el 
Initiative; ■ pt'' i-'V'.'' 
Martial Kncwledge: '20 ppr \fvt\ 
InnAtc Psychic Poinb.: ; my J levels 

PRIiMARY ABILITIES 

Cannbat Ability: LiT-it 6D"q 
+ 1 Attack: 2 
Block; i 
+ 1 Dodge: 2 

I Wear Armor; '? 
+ 1 Kr:? 

Accumulation Multiple; 20 

^uptirraacurali AbiJity: Limll 50% 
^% Zeon: 2 
MA Multiple; 6U 
+ 1 Magic Frojeetion; 3 
+ 1 Summort: 3 
+ 1 Control; 1 
+ 1 Bind: i 
I Banish; i 

Ability: Limit ^% 
Psychic Points; ^ 
t Psychic Projection: 1 



SfXONDARY ABILITIES 

+ 1 Athletics; 1 

+ 1 Social: 

+ 1 Perceptive: 2 

+ 1 Intellectual; 2 

+ 1 Vigor: 1 

+ 1 Subterfuge: 2 

+ 1 Creative; 2 

Reduced Costl 
+ 1 Cpmposura: T 

IHHATE BONUSES 
Primnry 

+ 5 Attack per level ^rrirlxirnum ^50} 
+ 5 Wear Armor per leve! 
+ 10 Control ]>er level 
+20 Zeon per level 

Secondary 

+ 10 lii:imitlatc per tevBl 
+ 1 0 Composure per teve^ 

+S Style pef Jc^aH 

+S Persuasion ptr lewi 

SPECIAL 

IF the Dark Paladin doesn'i ■mm to develop any 
supernarijral ability, lie cm exchange Ehe +10 
Cohtrtri and +2D IrMiaCe bMnnuses far a -i-lQ 
Withstand P^ln per Irvd bonus. 



WEAPONSMASTER 



T>itfi* tire Fi^^Ufrv who Ikiw dtfcfreored' thirusehfes to perfrcting tfiefr ikitf h amwd COflufcflf, Tbf;y 
dfe fcofii wwrkir-^ w/to ho'tue tt>lc.tri tfiefr comtujt sitite to limits not raoC^rcd by any othET doss. UnfSke many 
cl^ier frghc&rs, [>iej^ dftqlarn the i/se ofanytf\fng but t/wir oWJlti^S m(h v^apam fn rarntcrt. Jn □ fTgfit, thef tgnore 
pliyn'ca) energies cmd cv^rvthing els* esocepl pure iveo^oiT.^ sftfiU. TWi doei flOlhh^ 10 rfctmct fnom [fieir 
iJoIi/i liie mpst titk? of oil F,^t!cn o/jd the mosl stnct/y devotetT lici trwe moitlof eJifercrse. TT)e sat 
tfiiaj'cirVtf of lenighps and mm.erter/<>i ort of thiS ites. 



Archetype: F ^■' n r 
Life Point Multiple: 10 
Life Points; 20 p<_T k?vol 
Initiative: ' b per lev* 
Martial Knowledge: 0 . 
Innate Psychic Points: i ' 



PRIMARY ABILITIES 

CrtiTihA( Ability; Lim-t 60:;: 

+1 Attack 2 

+ 1 Block: 2 

+ 1 Dodge: 2 

+ 1 Wear Armor: 1 

+ 1 Ki:3 

Accumulation Multiple: 30 

Supernatural Abilityi LimH 5Q% 

+5 Zeon: ,j 

MA Multiple: 70 

+ 1 Magic Projection; 3 

+ 1 Summon: i 

+ 1 Control: 3 

+1 Bind: j 

+ 1 flanish: 3 

Piychlc Abfllcyt LwtiIe 50*% 

Psychic Points: 20 

+ 1 Psychic Projection: 3 



SECONDARY ' 

ADILITtES 

+ 1 Athletks: 2 

+ 1 Social: 2 

+ 1 Perceptive: 2 

+ 1 Intellectual: 3 - 

+ i Vigor: 1 

+ 1 Subterfuge: 3 

+ 1 Cr«:i«ive: 2 

Reduced Costs 

None 

INNATE BONUSES 

Prlmjiry 

+ 5 Attack per level 

(luaxirniim " 50) 

+ 5 Block per level 

I'lTLixifii-i-n -50) 

+ 10 Wear Armor per level 
Secondary 

+S Fests ot Sirtngtti per level 



SPECIAL 

f^jrchasmg Cpwieral Weapon Mixju-le^ Anrhetypica 
Vvteapofl ModuleSf and St/l-e Hodules cosii the 
V^fcapocismastcr only half the usual DP- 



TECHNICIAN 





A Soch mc'an is an i^ert 0[ Uiin^ Ki oJjifrtlps-. He hds dc^ly expkiYefi ihf stcrets of the batfy and sa[f/, 
dciicioping abilities that would be Jlnifwssltte thf nontmJ per w?m. TechrifdfJnS Crtrt Mmplimes take years to rsoJiiE 
fuW pyC-cnlicjl of their afcjliffes, but wfiert Ihey do, they become Jjencfis of jSjrmirfpWe poWJ'. Ti'f&u^'J) (fiey do 
.Tot /mvp j^.'etll ^'ifw Mmbot, when they use their Ki controi againzi an dt/wEnctfy, H^iey <,an unleash [nM*nwn 



Archetype: Dorr-in^ 
Life Point Multiple: Hi 
Life Points; ■ 'i p<?r k^'^l 
Initiative; '5 per level 
Martial Knowledge: -SO perl&el 
Innate Psychic Points: ' t ev^jry 3 levels 

PRIMARY ABlllTJES 

Combat Ability: LiirtK 60% 
+ f Attack: 1. 
+ 1 Block: 2 
+ 1 Dodge; 2 
+ I Wear Armor; 2 
+ 1 Ki: 1 

Accumulation Multiple: 10 

Su(icm»E:unAl Abitky^ Urriit 50% 
+5 Zeon: 3 
MA Multiple: 70 
+ 1 Magic Projection: 3 
+ 1 Summon: 
+ 1 Control: . 
+ 1 Bind: 3 
+ 1 Banish: 3 



Psychic Ability: Limit 50% 

Psychic Points: 20 

+ I Psychrc Projectton: 3 

SECONDARY ABJLITIES 

+ 1 Athletics: 2 

+ 1 Social: 7 

+ 1 Ptrecplivx: 2 

+ 1 IntptfecCual: i 

+ 1 Vigor: 2 

+ i Subterfuge: 2 

+ 1 Creative; 2 

Reduced Coits 

Nfonc 

INNATE S0N USES 

Primary 

+5 Attatk per level fmermmum *50i 

&e<on<lary 

None 




TA0 



Too are mtirtiaf aftkXs wha ^sdaToE m unnrmed' contbat, liKiu|fi rtorflrrfj pmcnta J&j 
from BmphYfftg anf typt of WM^n. Dedfcaterf (d gtUhcHn^ ail tlw mor'tl'ia) ht&vhi^ t/tty 
CCD, ih™ ihafaci^ri ahvayi seek to devBfop JWW flncf unique ^V*'"^ techni"qK*«. fTieir (ifqiniVtg- 
f>WrTTf[S tliem w ijMiCl(l|c kOfn dfry rTWrtFiaJ oirts style tJiey i^CM», tofclng frcun thejm the e^wne/Jts tiiae help 
t^iem became betteJr ftghjers. Wi'lfieiT- fihe moment omief, Too olso use l^»e*r mtemoi' EHErgies Ed rncLsi'mum 
advantage tn Dvercwrw heavify armpd Bnemws. 



Archetype: Fighier, Dofnin* 

Ufe Point MultlplttJ 20 

Ufe Points: < 10 per level 

Inidative: - per level 

Mftrt^r Kn"aw4edg&: ^IQ per fewer 

Irnnjitc Psychic Points* ■ 1 enth i leveJs 

PRIMARY AaiLlTIKS 

Cambat AtjJIity: EJmit 

+ J Attack: 2 

4-1 Blocks 
+ 1 OQdge: 7 
+ I Wear Armor; 2 
+ 1 Ki: 2 

Accumulation Multiples lb 

Supernatural AbHttyj Llmilt 93% 

+5 Zoon; 3 

MA Multiple: TQ 

+ 1 Magic Projection: 3 

Summon; 3 
■* I Control: 3 
+ 1 Bind: ? 
+ 1 Banish: i 



RANGER 



A fiongErJs tbe wrtufll' irmbQdJmcnl uf lUf i ■ i-:- ' i n ..- -i 'dw^n^^JTr - tr person who JiO? ?TWde t^tf mmi Qf 
hjs dWlTty to pemf^ wJiar n$ ardtrfiid him am} vrir i^/hr.'f aihen fsor ta tfsatj- A Rangw usually has his 
peases w^t} altuned io the environment, so i[ izn 1 eas^' t'j lake him by surprise. He is aho o trtjcfeex ami d 
bofn surwVafrat< (MSSE^Wng ir^cv^dibh kn^whd^ affbftHA Ofld wJIcferricsj ea^dfOt^rr\&^^i. /rt ^(jcletj', (Joii|ier; 
Eifccfi wcHk ds ililJri(ers» K(K'[S, cw *vfifl arcifweJagisti, huf rnost of tbem ar^ UmpJy people who have feamed 
tbe?e jfei^/^ /ram tfving in ramote areas where such skJth arE necessary jtw SLiri/r™r. 



Archetyper FlRhicr, Prowler 

tire Point Multiple: IQ 

Life Points; ■ 10 p^^i- lei**! 

InitiatTre: ' li- per level 

MartiiLl Knowledge: -^20 per level 

Innate Psythk Points:; ' 1 each ^ levelt 

PRIMARY ABILITIES 

Ccambat Ability: Umil 60% 

+ 1 Attack: 2 - _ - 

+ 1 B lock: }. 

+ 1 Dodge: 1 

+ 1 Wear Armor: 2 

+ 1 Ki: ? 

Accumufadon Multiple; 25 

rrnAtural AbiEityi Llmjr, ^% 
+ 5 Zn-iHjnj 3 
MA Multiple: 70 
+ 1 Magic Projection; 3 
+ 1 Siimmntni ^ 
— I Control: 3 '-^ 
+ 1: Bind; 3 ' 
+ 1 B^mth; 3 ' 

Psychic Ability: Limit S^lftk 

Psychic Points; 20 

+ 1 Psychic Projectiom 3 



ABILITIES 



SECONDARY 

+ 1 Athletics: 2 

+ \ Sficial; 2 

+ 1 Percuptivc: 1 

+ 1 intellectual: 3 

+ 1 Vigor: 3 

+ 1 Subterfuge: 2 

+ i Creative: 2 

Reduced Costs 
+ 1 Trap Lore: 1 
+ 1 Herbal Lore: 'i 
+ 1 Anim^lK 1 
+ 1 McdicFnftr 2 



INNATE BONUSES 

Prlmairy 

+5 Attack per level jjUBBdJiiirfji -5Q) 

Secondary 

+ to Nptke per level 
+10 Search pef level 
+ IC Trade per level 
+S Tr^p Lore per leviel 
+5 AniJviJls per level 
+S Herbal Lore ptr level 

SPECIAL 

+ 10 per level tci Ctetea KI 
{ot\\<f If devcJ&pied), 



Ptychk Abkllty^, Linut 50% 

Piychilc Pobictt ^ 

+ ( Piychk Projection 3 

SECONDARY ABILITIES 

+ 1 Abbletics: 1 

+ 1 Social: 2 

+ 1 Percepilve? 2 

+ 1 lnt-!?ll«ctual: i 

+ 1 Vtgnri I 

+ 1 Subierru^f 1 

+ 1 Cr^tive; 1 

RaducAd Coits 

Ncne 

INNATE fl<3MLiSES 

Primary 

Mone 

S«c(xida,ry 

+S Style per level 

SPECIAL 

Martial arts have a cost of only 20 DP 
(10 To*- the n«l m^riilal art leairned)^ 



[ 






SHADOW 



.^Mitr« arc sxceiiBnt, titfff prefer to defeat etttm'ms withat/i ghin^ [fiem a d>an« to fr^l back. They ewpfay Snjiteffuge 
and compi^ii incks or tactki Jo ^oin the trrfwinrjage ef surpriie. Ev«ja tiflcfi dpteciet/, o SficidtJw kableta bottte Jils cjiemiss 
□n even (harhtg, but his res/jlanK tumh In be vwedtei' tkan other flg^tCen' Jn sucfi iimcitteflS, Generatfy fcst onrf fl^e, 
^J»i}(Jdws prefer to <k>dgp rather than trttii attacks. 

Archetypo; Fighter, Prehyfer 
Life Rolrtt Multiple- 20 ^ 
Ufe Points'. -^D. per level 

IrlklitivG'L -1Q fjtir Scvd 
Martial KnHawledje: +35 per livd . 
Innate Psjfchic Painty 3 levels 



PRIMARY A31LITJES 

CQhiib^lt: AbiJfity: limit iXf-h 
+ 1 Attack: 1 
+ 1 Block; i 
* I Dod j^ej 2 
+ I: Wfeae Armor: 2 
+ \Ki:2 

AccumiftaEion KultrpileE 20 

Supcmstur^il AbiJitri tlmii 5<?% 
+ 5 Z&ori; 3 
MA Multiple: 70 
+ 1! Magic ProjectJntHrt; 3 
+ 1 Summon; 3 
I Control: i 
+ 1 Bindj 3 
+ 1 Batilth: 3 

PiSytfhk Ability: Limll 50% 
Psychtc Points: IQ 
+ 1 Pnychic Projection: 3 



SECONDARY ABILITIES 

+ 1 AttiFetjcs: 2 
■t- 1 Social: 7 
+ J Perceptlwo; i 
+ 1 Intellectual: B 
+ 1 Vtgon 2 
-*' I Subterfuge: 2 
+ 1 Creative^ 1 

Reduced Costs 

None 

INNATE BGNLtSES 

pTimiii'y 

+ 5 Attack per level' fmox/ruLun -<-iO) 
+ S Dodge per Iwel (/ni2xifnvm ^SO) 

Secon'iJary 
+ 1(1 Motice perlflvel 
+10 Sciirch per levd 
+ 10 Hide p*r level 
+ 10 Sltiilth per \eve\ 

STECIAL 

+S per kfifil to Ki Conctalment (oi>l/ If developed). 



THIEF 



As thB name su^'ejls. o Thief sameiMp sfscc'oJized Jn JtiUfe rpfetpd to 5^lW^'[f1, tliert, and Gilding 
Fliey fJce dJTCCt conirontafkui, trmling in their fSdHa oncf jubcerfuge to fi*C wfiat they are jAct'- SiVrec their 
PJiyuffllf R5iJi(flr1fe fa Lnua/f^ rrot i'efy/*l^h, JhisKS bajome od'cpt it f/ee^flg of doJgmf when <ri'jei?rercd 
!?!!?>■ com pkiy dhefit tvin in society, eitlHrn^h they usuaSty d^dkaic thsmisliim W ibv profhssian thor 



Archetype: Pfichvler 

Ufe PDimt Hultiple: 20 

Life Poinb; ■ 5 per PeveI 

InitiailYt: ' IQ ptr IfvtJ 

Martial Knowledge: ■ 20 per level 

Innalft Psychic Points: +1 ttk(h 3 Irvels 

PRIMARY ABILITIES 

C&mibai: Ability: l im.i o 

+ 1 Atcacfc 2 

+ t Block; ] 

+ 1 D«Kf£e: 2 

+ 1 Wear AriTKir: ? 

+ 1 KJ: ? 

Accumulation Hultiple; 25 

Supcirnatural Abilttyi Limrt 50% 

+S l.eof\: 1 

MA Multiple: /D 

+ 1 Magic I'l'ol&ctkwi: 3 

+ 1 Sumfpon: 3 

+ 1 Contral: J 

+ 1 Bind: i 

+ 1 Baniih: 3 

P*ychilc Ability: Llmrt 50% 

Piychic Pdinti; 20 

+ ( Psj^hie PfAjectioiii 3 



SECONDARY ABILJTlhS 

+ 1 Athieticn: 1 
+ 1 Social: 1 
+ 1 Perceptive: 2 
+ 1 InteCtectuiiF: 3 
+ 1 Vigor: 3 
+ t Subterfuge: 1 
+ 1 Creatvvie+ 2 

fiecfuced Costs 
+ 1 Appraisal: 1 

INNATL aONLISfJS 

Primary 

+S Qadge per level /nia>£irnwrn ^50) 

Secondary 

+5 Notice per levd! 
+S SeafTch per >wd 
+S Hide per level ' ' 

+S SteaJth p*r level 
+5 Tf^ip Lore per level 
+5 SleijjjTt af Hand per levrl 
+ ID ThcFl ppr Itvet 



SPECIAL 

+S per le^el to cbc ability to K\ ConCMlment 
(nnl^ If dEvcbped). 





ASSASSIN 



Assus^mS- i3fe Cr"KJf"OClen who spedaBzB bi si±itsTfi^e and mtrijgHje. They more m anonymity and prefer li\al (/wr vktitm (ft not fcnowiig 
who fciHed Uiem. They use very rvfined tEchnfques tliaC h&lp [hsm arokl open taruboL, as [Iwy iJf* T<fy VukKT^^ fh tfrect wsnfmnCflubns. 
When theif ■vwr/c is dfone. t/iey jbdo once i^p^ in(D ^Kidowz. Of fiM/rtc, dHJnaf Dtfi fi'Cim tiill tfipij flrip npt n«ies;(nil>' o^atsd to perfoim 
tho nafe ofhRinen wUhin o socieiy. Tjicrt drt rtMry i^f^er wflys EJidE clier^pe^ afaiUtJe? can be ujeiu'-swch ck in espronqge. 



Archet/p«7; Provvier ■» 
Life Point Multiple; 20 ' - 
Life Points: -S perleval 
lni(i'Si(,ive: ■ 10 level 
Martial Knowledge; "ZOpef levd 
InnaCs Ps^hic Points: < 1 each 3 Icvdi 

PRIMAJ^.Y ABILiTIi::S 

Combac Ah1|jt/i Lim.iL SO'!;. 
+ 1 Attack: 1 
+ 1 Block: i 
+ 1 DodjrM- 
+ I Wear Armor: 1 
+ 1 Ki: 2 

Accurriulation Multiple: ?') 



Supernatural AbilHT: Lmlt 50% 
+S Zeon. ' 
MA Multipk- 70 
+ 1 M=ag(c Projection: 3 
+ 1 Summon: i 
+ 1 Control; 3 
+ 1 Bind: j 

+ 1 Banish: j _ ^ 



Psychic Points: 20 
+ 1 Psychic Projection: i 

- WIZARD 

Wizcrn^j hove tfie irto-E^rbfe abiV/ljr [o monipuknf eftysti'c-Pl sfie^gy. n>ey ^wve rfedicobed 
fcody ond StX/J, is Ijnrfertwi'liifug an4 mastenng magic, fhey speciaitie in ihs purest aspects 
rfKl^ - using' spei'fs enat are capafate of bendfng recrfity to their wilf, focusnTj ond contr 
powers with comp\ElB prech\on. VVrznrds of r aho wtwcrKeqf jtt fWd iif IntelVfif c, 

unforiunotdj^', llm makes their pbysliifi devetofwuejit iomewhat Jnfenor tAot af oiherL. 



SECONDARY ABILITIES 

+ 1 Athleticu 2 

+ 1 Social: 1 

+ 1 Perceptive: t 

+ 1 I ricc^ilf^ct'ua.h ^ 

+ 1 Vigor; ':! 

+ 1 Subterfyge: 1 

+ 1 Creative: 2 

Reduced Ci^im 

+ 1 Steatth: I 

+ 1 Composure: 7. 

+ 1 Mcmorbc: 2 

INNATE BONUSES 

Primary 

+5 Attack per level ;iiicuril(niym +50) 



Secondary 

+ 10 Notice per level 
+ 10 S'P.TTch per level 
+ 10 ■ lide per level 
+ 10 btcallh per level 
+ 1 0 PaiiOfis per 
+ 10 ■■ :>(Vi|XKSure p«r" level 
+ 1 0 iriap Lore per tcvtl 



Archetype: Mysbc 

Life Point Multiple; 20 

Lif<' Points: ■ 'j per Icwi 

Initiative: > jK r ]-.vt?I 

Martial Knowledge: -10 ppftr^ev^l 

Innate Psychic Points; ' 1 radi 3 levels 

FRIMARY AHILITIt'S 

C<imb^[ Abilic^L Limit 5Q'>b 

+ 1 Aittack: 3 

+ 1 Block; 3 f 

+ ! Dodge: 2 

+ I Wear Armor: 1 

+ \Kkl 

Accumulation Multipie: JO 

SwptTHriUJf .il Ability: Umt 60% 

+S Zcon: 1 

MA Multiple: K 

+ I Mitgic Prujection: 7 

+ 1 Summon: 1 

+ 1 Control: 2 

+ 1 Wm&rl 

+ i Banish: 2 

Psychic Ability: Umit 50% 



SE<:0NL1AJ^.Y 
ABILITIES 

+ 1 Athletics: 2 
+ 1 Social: 7 
+ 1 Perceptive: 2 
+ i Intellectual: . 
+ t Vigor 3 
+ 1 Subterfuge 
+ 1 Creative: 1 

Reduced Costs 
+ 1 Miigjc Apprai 



INNATE BONUSES 

Primary 

+ 100 Zeon points per le 



SciCiCkndary 

+ SO MiF.ic Apprai 
+5 OccLiit pef !eve 





WARLOCK 



A W irlock Is a magical iwjrrlor svho developi boih his martial arid maflcaJ aMltiti. Lhe 
m W./nrds. Warlocks con&Tol the pu^^it of supematurjl abilities - ti^ abiirtj' lo casl spells w 
p-odify rm.3l[ty iiself. MhoiJgh They c^in corxentnafe w |it5t on« anea, ii Wariock e per^tl>/ 
( jpabic of bcctxTiijig r mastsr whp [;<MitrT]>ls both CExrlMt Jirms and ^pem^tLfRl arts 
we I. Of course, dolrt^ tart Icavr other IrtlpDrtant abilities nc^ctcd. 



Archetype: Figlriii^r. Mystic 
Life Point Multipfo: 20" - — 
Life Points; "0 per level 
Initiative: '5 per level 
MartiaJ Kncuwtedge: ^^30 pwr level 
Innate P*ychlc Points: ■ t eaiJi3 levdj 

PRIMARY ABILITIES 

Cumbat Ability: LirTUL54>'jb 
+ 1 Attack: 7 
+ 1 Block: 
+ 1 Dod)7e: Z 
+ I Wear Armor: 7 
+ 1 Ki; 2 

Accuniuiation Huttiple: 25 

SupernaturaJ Aiiility: Umlt SQ% 

+5 Zeon: ' 
MA Multiple: 50 
+ 1 Magic Projection: 2 
+ 1 Summon: ) 
+ \ Control: 2 
+ 1 Bind: 2 
+ 1 Banish; 7 

P-,f( Uu. AbtHty: Uftilt 50% 
Psychic Points; 20 
+ 1 Psychic Projection: ? 



ILLUSIONIST 



SECONDARY ABriiTlES 

+ 1 AthlBtFcs; 2 

+ 1 SociaJj 2 

+ 1 Perceptive J 

+ 1 Inicllectuak 2 

+ 1 Vigor: I 

+ 1 Subterfugei 2 

+ 1 Creative; 1 

RjeduCcd Costs 

Nope 

INNATE BONUSES 

Pdmary 

-f-S Attach per level (ma)(iniuin +S0) 
+S Elt-och per ieve-] (rrmirnvm 
+ 5 Dt>dg(? per level ^nwwnwn 
+ 2{l Zeon paints per tevel 

Secondary 

+5 M^i^ic Apfntilsal per tevel 



/(/uMorirsi'? combine iheir riocdWe skilh cii HJbtcr/i/^c irJr'i [he Ci?n(rof of niogJc. ^ good I'JTusfo'sifec iTrot:.cs ri 
rtTipQEFfiiie for those who witness his fea!.^ to teSt if he has done them usin^ ajfiemoCup ai' pov^fm or irars ntHv'tii 
ikill His mysKCEi/ boweri are neorfy as greot £rs i^?ose of or^r speJfeosters, ti/t he namicr^lji' 'od(j t^>e obii'rt^ to 
tftil ipdk ciuitl^)'. /[I sp/te ofbemij taHed llki%k}oiHi, li^fsc rnapja ltiCCz mcjstcf not i?f?\>/ the povwr of JIfbsiron, 
in;]! inoiiy ot/iec typer ofmag'i- as wll. They are very k'u/wat)^? physicMliy, howf^o^i, dfM/ u^JisJJy reject Ite AiH 
of diY'c-cl: combat in fni/or of ir.Dre ingefiffius itroto^wfTr. 



Archetype; Myotic, Pr:jw!er 

Life Point Multiple: .>0 

Life Points: ) per level 

Initiative: b pc: Irvcl 

Martial Knowledge: -20 psr level 

Innate Psychic Points: • i Rji.ti 3 lev^K 

PHI MARY AP.ILITIES 

Cwrnbat Abilit y: Limit 50% 

+ 1 Attack: i 

+ 1 Block: 

+ 1 Dodgi'i 

+ \ Wear Armor: 

+ 1 Ki; ? 

Accumulation Multiple: lb 

Supernatural AbiJity; Limit 60% 

+ 5 Zeon: 1 

MA Multiple: 60 

+ I Magic Projection: 2 

+ 1 Summon: B 

+ I Control: 1 

+ 1 Bind; 3 

+ 1 Banish: ^ 

Piyihk Atiiiity: Um\t 50% 

Psychic Points; 2D 

+ 1 Psychic Projection; 3 



SfX0NOARY ABlLfTIES 

+ 1 Athletics: 2 
+ 1 Social; 2 
+ 1 Perceptive: 2 
+ 1 Intellectual: ' 
+ 1 Vigor: J 
+ 1 SubterfugeL 2 
+ 1 Creative^: 2 

Reduced Cotes 

+ I Sleight of Hand: 1 
+ 1 Persuasion: 1 

INNATK i50NLISf .S 

Primary 

+7S Zeon points per level 
Secondary 

+5 Magic Appralsaf per IcvxH 
+ 10 Stealth p«r Ipv-el 
+ 10 Hide per level 
+ 10 SIciRht afHarxJ pertert:! 
+S DisgutiE pci" level 
+5 Theft per tevrf 
+S Persuasion per level 





WIZARD MENTAtJST 




The ffptertCi'OPi Wi^rd /l/k^nloJists Fs cnDmiDifs. Persons m this cntEgary qifie tfecWccWtf w 
controihng the cofnbmation of eJi^eprtorto^ utJlit/rt with whkU thff ora ent^owed - nmneJ-i^, mog'fc 
ami the psychic fFMtrues. Altfuxygh U^eir f e.jJswnce Ctrtd Stcondir^ Abi^ftfes moy fie vneafc [n theJr 
eflr^tTK rfcdicatfon, ciwff- oibiliify to iaunch speiis ami «4ij30?t tftose Sfi*il» wJtfl ^^Wc dridp^rws 



Archetype: Mystic, Piychlc 
Life Point Multiples 20 
Life Points: per IntJ 
Initiative; ' 5 per Icvcf 
Martial Knowled'g« -IG per 
Innate Psychic Points; -1 MCh tevdi 

PRJMAi^y ABILITIES 

Conibic AbiUty: Limit Styfe 

+ 1 Attack: S 

+ 1 Block: 1 

+ ! Dodge: 2 

+ 1 Wear Armor: ? 

+ t Ki: 3 

Accumulation Multiple: iO 

Sup«<rnatLiral Ability: bmit .50%. 
+ 5 Zeon; \ 
MA Multiple: 50 
+ 1 Magic Projection: 2 
+ 1 Summon: ?. 
+ 1 Control; / 
+ 1 Bind: 2 
+ 1 Banish: 2 

Psychic Ability: L mit S0% 
Psychic Points: "0 
+ 1 Psychic Projection: 2 



SUMMGNfR 



SECONDARY ABILITIES 

+ 1 Athleticsi^ 

+ 1 Social: ? 

+ 1 Percc|>tive: 2 

+ 1 Intellecluak 2 

+ 1 Vigor; .5 

+ 1 Subterfuge: 2 

+ 1 Creative: 2 

Red uced Casts 

None 

INNATE BONUSES 

Primnf y 

+ 100 Zeon points per level 

+ 10 M-Dgic Appraisal psr level 
+ 5 Occult per level 



Siimmoners arc rn/it;c 'owed vyith (Jw abUhy to ^.ijrnrrio.n 
Mip^r.nfjtijri;.' mxiUtres and force- u\€n'i intc £ i/bm/ssfon. Akhough, in and 
£>/ t*>emsekie£. neiiher th-^ir niogkal potvcri nor their phy^ika! obidtici ore ^^\^^ 
tSpteioHy notabh, the beings tfiE^ summon moy be capable a/mc-^rt oiiyiliirijjj, 5j'mfncirtcrs en:] also -if 
pfffarm Jmoc.atk>n\ fflWnf oh ht^p ffoni grcoE supernatural Ptwr-s [or a /jmitcd t-iiic. 



Archetype: Myslic 

Life Point Multiple: 20 

Life Points: 

Initiative: ' ^i/i ' 

Martial Knowledge; lOpej-lcwd 

Innate Psychic Points: -1 each 3 levelj 

PRIMARY ABaiTItS 

Combat Abi^Jty:: Lirnn 50% 

+ 1 Attack: 3 

+ 1 Block: 3 

+ 1 Dodge: 1 

+ I Wear Armor; 3 

+ 1 KI: 

Accumulation Multiple: iO 

Supernatural AbillEy: l\ml 60% 

+5 Zt'on: '. 

MA Multiple: 6Q 

+ 1 M.igi: Projection: 'i 

+ 1 Summon: 1 

+ 1 Control: 1 

+ 1 Bind; i 

+ 1 Sanish: 1 

Psychic Abittty: Llrrnt W*> 

Psychic PointJ; JO' 

+ 1 Psychic Projection; 3 



SECfDNHARY ABILITIES 

+ 1 Athletics: 
+ 1 Social: 2 
+ 1 Perceptive: 2 
+ 1 Intellectual: 2 
+ 1 Vigor: 3 
+ 1 Subterfuge: 2 
+ 1 Creative; 2 

R^-rii Kr-d Costs 
+ 1 Occult: 1 

INNATh' BONUSES 

Pi'intai'y 

+50 Zeon points per level 
+ 10 Summon per level 
+ 10 Control per level 
+ 10 Bind per level 
+ 10 Banish per level 

+5 MjRic Appraisal per levet 
+ 10 Occ'jIl per lev'ei 





WARRIOR SUMMON£R 



Womor Suwrnoners bring (agetfi^y thp foiribot abititxs of Fightsrs and the SlJinmortp^- 4 pOwm of 
. imrat/'o.-. and ccmCrof. they Hjgl'it, fisfy icirt /ftvoJkC [fic ard of greot Pawofs or emproy rjMr Qrd of 

supefnatutoi Cfiau/rti ihey cuti mto tbis iMprW IT^MJ tpmpor-flr'jfj' wke into tJjeJr Eeryice. Unfortunate^, k 
with other mixBd dgss^?, WiirrJcir' SummonerT tend to negfect ot^ref JlmfjarwrK abHitks due tn spisnding so 
nuich effort teaming two sue.'* divf-n^ arU as l^sc ofMrnict and ainvaastson. 



Archetype: Ti , , Mystic 
Life Point Multiple: 20 
Life Points: ■ 10 per lewel 
Initiative; ■ 5 fWr level 
Martial Knowledge! -^^0 per Iev?I 
Innate Psycliic Poiints: - 1 3 lewli. 

PRIMARY ABILITIES 
Comb'at AhJljty: Limit 50% 
+ 1 Attack: 2 
+ 1 Block: 2 
+ 1 Dodge; ^ 
+ 1 Wear Ar iTior: 2 
+ 1 Ki: 2 

Accumulation Multiple: ?0 

Superniturail Abjiky? Limrt 50% 
+5 Zeon: 

MA Multiple: 60 

+ 1 Magic Projection; i 
+ 1 Summon: I 
+ 1 Control; 1 
+ 1 Bind: , 
+ 1 Banish: '■ 



Fsychii: Ability 
Psychic Points; 20 
+ ) Psychic Projection 



imJ. 50% 



SECONDARY ABlLfXrES 

+ 1 Athletics: 2 

+ 1 Social: 7 

+ 1 Pei-Crptive; 1 

+ I Intellectual: 2 

■H I Vigor: 2 

■1-J Subterfuge: 2 

+ 1 Creative: 2 

Reduced Costs 

INNATE BONUSES 

Primary 

+5 Attack per level frnoxinium -SO} 
+ 5 Block per level (i^o^ '^i -50J 
+ 5 Dodge per level (n -xir : ,;ri -^^l 
+20 Zeon points per level 
+ 5 Summon per level 
+5 Control per level 
+5 Bind per level 
+5 Banish per level 



Secondary 

+5 Occult fjer level 



MENTALJST 



^i^nliTifetE arc cliococters wfio huvc ucdr.atrd themserwss the maximuri] c . •lopnic'/it 
(sflhEfr ps-fchk powers. They ort? not sot/s/"(i-iJ witli mtivp/y pcjsiass/ng mental diECipii.'c,-?; they 
fliffO Vfiit^ (c iiiw.i''T:r how they work an-d now to maiie) /7ew abiiitie'j. Like Wizards, M(.-ntalists 
have wide knowledge in the fnte/fecUJal fickis - thoitgh that diKjfratfoo leadi tlteir physical 
rfpwfr.'pmcnf and resistance to be ipet than thom of other c/asses. 



Archetype: Psychic 

Life Point Multiple: 20 

Life Points: ' 5 pnir levtl 

Initiative: i S per levEl 

Martial Knowledge; ' 10 level 

Innate Psychic Points: > I oach lEvel 

PRIMARY ABILITIES 
Cortil5At AblfH'p Limit 50% 
+ 1 Attack: 3 

+ 1 Block: 3 f \ 

+ 1 Dodge: 

+ 1 Wear Armor: J 

+ 1 Ki: i 

Accumulation Multiple: 30 

Supornatural Abilltyj L imtt 50% 

+5 Zeon: ^ 

MA Multiple; /O 

+ 1 Magic Projection: 1 

+ 1 Summon: J 

+ 1 Control: J 

+ 1 Bind: ? 

+ 1 Banish: : 



Psychic Ahlllty; Llmii 60% 

Psychic Points: 10 

+ 1 Psychic Projection: 2 

SECONDARY ABILITIES 

+ 1 Athletics- > 

+ 1 Social: ? 

+ 1 Perceptive: 2 

+ 1 Intellectual; 2 

+ 1 Vigor: T 

+ 1 Subterfuge: 2 

+ 1 Creative: 2 

Reduced CciEtt 

None 

INNATE BONLISES 

Primary 

None 




i 



WARRIOR MENTAlIST 

,71/ c 



War< iof A/lcnro/i v'f. cii f P^ten endowed wKh Psychic Aoi/itics who o'cvcfepid jlj ) J Sf 
comph ■ control of those powen '.o obtain on adrani in combat. Tlip-' mcnto/ fltld^ Si 
:ombo( tbilkics can bt /ii[,;h tiic:.? of warrior^ ihvugh ihis extreme i:j<ftj(ccjtjbn 1 - '-''^ 
:afi -zauLC '.hLin to undcrdeveiofi other abilities. Normally, a Warrior fll^iiur^iljft 
coficfntratei on one uf tliese two f leW.f, .bproming n warrior w/10 supports ^linrFelf 
ps/< j'lic powpr^ (/) (TDnitat, or vice vsfsa. 




Archetype: Rgh'-:r. Psychic 

Life Point Multiple; 20 

Life Points: 10 i 

Initiative: ' 5 per I 

Martial Knowledge; 20 per level 

Innate Psychic Points. ■ 1 each level 

FRTMARY ABILITIES 

Ct^mbi!.! AtlTfty; Limit 50% 

+ 1 Attack: 1 

+ \ Block: ? 

+ 1 Dodge: 2 

+ 1 Wear Armor; 2 

+ 1 Ki: 2 

Accumulation Multiple: 2S 

SupE^rnnturat Ability; 1 irnii 50% 

+ 5 Zeon: 3 

MA Multiple: /O 

+ 1 Magic Projection: 3 

+ 1 Summon: ^ 

+ 1 Control; ^ 

+ I Bind: 1 

+ 1 Banish: ] 

PsycbiiC Ability: bmit 50^) 

Psychic Points: IS 

+ 1 Psychic Projection; 2 





SECOSl&kRy ABILITIES 

+ I Athletics: 2 
+ 1 Social: 2 
+ 1 Perceptive: 2 
+ 1 Intellectual: i 
+ 1 Vigor: 7 
+ 1 Subterfuge: 2 
+ 1 Creative: 2 

RCiduced Casti 

None 

IN'NATf; BONUSES 

^rim.hr V 

+ 5 Attack per level (maxirn\iri: ■ 'iOJ 
+ 5 Block per level (maximum SO) 
+ S Dodge per level (maxir ;rn 50) 

Secondar'^ 

None 



FREELANCER 

The Fffp/oiV"^'- class r^prafnis someons who does not fit any of the -Jti^cr Art^etypti- A 
Freelancer cliaracter has no tri/e spccio/iaa-Lion. From i^fntiers and bards, to nobler swhJ court /K(Ers, 
the freelancer class is a standard ctes in Anima, one wlvd- anyone can choose, fhe Fneefanccr 
h(75 good uhiWripi; in all fields, from magic to combot, 'Jtough be spccioJizCs hi nflrle DfFhrrh- /l 
■i- lyLpedally easy for a dioractor of tJ'is type to switch 10 any other' da^•. titter. \fs phyer does 
■■ •if ri^n//y know what he whftn In do with his chorricier, he ran begin as a freelcrrzer and Joter 
change Lo a class he finds most surtoble. 



Archetype: Novel 
Life Point Multiple! 20 
Life Points: ■ 5 p^i level 
Initiative: ■ 5 per level 
Martial Knowledge: 20 per lev ' 
Innate Psychic Points; 1 2 levcK 

PR! MAI^Y ABILITIES 
CumhAt Ability: UiTilt 6Q% 
+ 1 Attack: 2 
+ 1 Block: 2 
+ 1 Dodge: 
+ I Wear Armor: 2 
+ 1 Ki: 2 

Accumulation Multiple: 20 

Supernatural Ability: L.^n^it 60 
+ 5 Zeon: 2 
MA Multiple: 60 
+ 1 Magic Projection: 2 
+ I Summon: 2 
+ 1 Control: 2 
+ 1 Bind: 2 
+ 1 Banish: 2 

Pv^i.hlt ALbiiiLy: l.rmlt 60'^'. 
Psychic Points: 20 
+ 1 Psychic Projection: 1 



SECONDARY ABILITIES 

+ 1 Athletics: / 

+ 1 Social, 2 

+ 1 Perceptive; 2 

+ 1 Intellectual: 2 

+ 1 Vigor: 2 

+ 1 Subterfuge: 2 

+ 1 Creative; 1 

R Educed Costs 

None 

INNATE BONUSES 
Prfm.ii'y 

+ 10 Zeon points per level 
5i^onc(iry 

+ lOio five different nb*llUes per kfvd 
SPECIAL 

It costi the Fneelanccf on\y 20 DP to t^ian^iT 
dsa any otiier Archelj^pe, or vice versa (a 

bacome a FrEclanccr charaetcr). 



SECOndARY ABiLitiES 



IS tKi ttt^M i>vAe M£V£r i^fidt 

T,-AAy ?^."-,..-.,.'fe, 



TH E CONCEPT Of 
SECONDARY ABILITIES 

Secondiify Al>ililles rcprtrScr^L □ wide arra>' of skills u^nd knowledge th^t 
every character ma)? choo?*' to develop - such as performing acnabiitics, 
kricwinjj tfie us<:sof mcdicinai pianLs, or le.idingcUiei'S. This chapter deFiincs 
those abilities ard estafeNsh tlhtir advanLages and limftatlons. 



ABILITY CHECKS 

When a p1aj*r wishes to perform a particular .jcrion, he ""Tia^ n<»d to 
' iTiake .iHi Abf^Ty Check. Iht G^rnt Master [fctErmines whirti 'Secondary 
Ability is iippraprite In .1 given situation and aaij^hes a Diffimlty Level. 
Anima uids ten Difficulty LJC^.^Dl5, and e.=ich one ivolvi s bc-l ii <i i ' .f fi:n:r4 
number, The DifTlculty Levels lan be scnn in Table 7: Difficulty Ratings, 
fo perrof-m Che Ability Check, roll IrflOO iind add ifwr, nurr.b^r to the 
Ability score being gi^. For t-hi^ die rolt, cuthcr Open Rolls or Fumfales 
are pDiiible. IFlhc combined o\<?. roll and final Secondary AblULy scenic are 
Wgh-er thart ihc task's Difficuiit)/ lEvei. the. rhiri.r:er has tichpeved what he 
was trying to cto. If li Is lov/er iJiari the Difficult/ '. evel, the character was 
unsuccBEElLil. FtemeiTiber (htll if a chtrdLiL-r dotj not Invest any DP In n 
pilrtiLulaj- Secondary Ability, he l^uffef S a -30 poliiit pf naliy 10 Ability Checks 
wlih rlut uiidt;velopcd Secondary Ability. 



Dijjmui Tjjm of Ahilllit 



Success md Faikre 



Secondary Abilities are divided WlIO ieverv fields: AthleU'cs, Creiitrwe, 
Irstelleciual. Ftrceptive, Social, Subterfuge, and Vigor. Each Secondary 
A|ji|itl« Is lied dli^cDy to Oie of a dharacEer's Prim.iry ChacKtei'Isilcs, 
which arid their nespective nnodifie-rs lo the base ability score. 



Beating f.he DifTfCuliy Lewi e^tablt^he<f by the Game Master 
atitOiTiailcaily means tbe cbarscter has succeeded IH' his artempL However, 
If Is possjble for a rriuft to reach a FUfmbcr Ehat woukj h.ive been required 
for higher \&s-el of Difficulty; in that tax tiic effect can be even unorB 
beneficial. If a chararter heiUrs tlie nequifed Difficulty number by 40 or 
more points, he nchfovEs greiit succesSr If he beats tli« required DifTicuity 
HMmber by 8C pciint.5, he achieves ar absolute success. 




0 0 





Taple 7: DrFFiartTi' Ratlvcs 



ifficutty 



Koiii;iPc 



Modcntr 




DifUu'lt 



Very Dif[ii:ull 



Absurd 



l-niioi'j'.blc 



mpossible 



Inhuman 



Zen 



20 



40 



80 



120 



HO 



1B0 



240 



2BC: 



320 



440 



IPLANATION 

Norm,, jtiion'i .-ilii io-M' m/onij c.:in do vvit'ncni l^l!l^kln^? like y^inp, uj stairs two iit a lime 
or hi ifiiij .1 ioul! noiMV 1 rm* Gam;' M.istci- vv^il i.r^Ai-rJly r:yt ar^k ihc plnyur to perform .ti Al,ji[ity 
CHl'C-' nn ih.eic nrttoni cxicui. under unLiij.:il f.irci. iv-triri(.i;s 



Actions wc ire Mif.ii ir.> doi'^g iik- ■ > ■■^rumDarui^ ,i '■inig^ Ewsn someone wI>d kni 
noi'Tlnj:; ."ihout tJic ^ubj^.-.i wiJl usually be- able (o da this within ti f ouple Tries. 



Th'^sc irt: iicbons Lnnt i-equin: a iil.lic b:'' of knowledge tir ■xrjct i''" 'j dCrom|_Mr5li 
consistently - hkf pi^ in, r;plc lock or curinp, r '"JOLher-^omr cokj. ^ 

These arii very problem.-jL< actions [di an ordinary persoa. Ihey tief|uirf 4| good dccl ofritilltfy 
or uncomnnon lu' i; to pi fofm - sucti as sc.iltng a wall un.ll^t?d or dofifig tircus. It"s"1'I juf^^glin.' 

I his is Ln.e upper liinil: ol dffficnity a normal pt^rson t;.iii l^opc to '..lit mouni. tx.iir.pk-'s woulci 
be w.ilkinp^ a jiipb wire or doing deatli-cicrying tmpcze routnc-.. 

Only lh<^ gpeatEsi c: ;impion or tf>E f^credibly gtft^d can acoiVrpllsh stitli chailcripig tMks wfei 
any rcRUl arily, Quic'kr;,- analyzing cvftry possible riWtf? on a chess board v anfe eaaimp<«. 



l.'ven th.e vci'y beit ,r rhe world find ihesf aclioris very diffirult, and liify n^uaily "'.iil. Ch i.e. bin? 
.1 fly w:tk pair of r.hop^.lick's vvhiic blindfolded minht DC one exainplt-. 



IhcsD ncLlori' stand Tl the margin of what we '■..Jl re : ity, jui which however mir;:c'-l£Hls 
unbtsllewabtc, are at k-.nr physically cor iLctvaWe. Dodginsi .'. built' I by calculating i\<. trajectory ia 
orif cxiimple, 

Tbt^Mj arc actions tl'iat ."src beyond logic, suci'i runriin.f; 100 yards in (wo ieLOnds, or scQrmjJ*-' 
17 on 18 hale:, ot goif. Mere ability added to ,\ die roll will noi .M.iffitc Vv'hcn it comes to These ' 
k.Tits, jl w'll be neces.'jaiy for i.tic character to have arce'is to 'nbum-.-.r, Actions to do iln ■ 
thinp^. 

1 heit are acnans thai are corpplcreiy the '^n^sv of what wt! cnl' n^al'iv - 111* ricinj^ .i hv.Am of 
light. Ai with Inhumiin tasks, rrtere <il"j..rty will not J!en-le\-. .ctions; thf chjfadis- wil r^eC 

J ^.NfM^rnaturTil Ctipoi.'.iy tftpurte'm them. 



Or* ihe otI'kEr hand^ nor. beating the cstabllsheii Pifficully Level meiins 
the atKtfripi;^vHsiinSJ.K;:>'-':s'iil, '-■iit nol neceiiarily unmitigaDed disaster. The 
greats tfiE maf^ltt by v^iich tiie Abikty Check failed, t}\e \worse the resiilL 



Passive Aklilks 




Somt! Secondary Abil'itiss are passive, whiri-i ineans there is ho need 
for the clmr.acter (or pl^r) to dKlgra he Virishes to use thom In order for 
them lo h^ an cffeti. Pasw*^ abiliiics are used .lutomaLic-illy when fhe 
Game Majtei- consklers it necessarj' - sv&i at times when the pi^yer is not 
Bwsrs of Its ust, An ejidmplc is [he Notice iihfllity. It wcHjIdi't be very logttal 
for a. player to dettare he will try to NoLt:c ihat someone is plckJOft his 
pQChet, wher oi course Iw dofian'l know it'i tiiippening. Instead, the Ganw 
Mailer shoufd Mscretl)' rnaku an Ability Check usiryg the character's NaUce 
flti'lity to det-emnlne' if the cliaracter rEallzEi lie is being rabbed. 

O))posc4 check 

Secondary Abilities soimetimcs di^wnty oppose Etiose of oUier chafacters 
or NPts. (n iucti case^, m Oppoik?di Check of cibilliics ss itwde. Each chafactef 
pwrfcrms an Ability Chfick^ and whoisver rEccivfe the htg^r scare triumphs 
cftrtir hii, iidversary. The ^4ter the daffcrence between the winning arid to^g 
numtxers, the better 'Jle efto (or the triumphant character. 

In some cases, specific Setoftdary Ab*ties have am □dvanuige ^vhcn 
f:on1rontin^g other Secondary .ifltfiilities, so that at times it is necess^iry to bcai n 
li vol's Tinjl Seoand^iry Ability y^one by a specified mafg/ni in order to succeed. 

L^nrm hcs is srwa ki i n+o sminsiorjto (ind out ivbat 5 ppcncci 
to Ce5iq. S\ncc be bgsini 30 in Hicit:, be ttiesio concieai birn5eirjT? 
' cjoirj vtfhirh q p.^tralSjrjd gu^rJ\ 1^. ibaai io enter. Lcnuiires rolls 3 34, 
- . iicb ^Ives him 4 flrirgbli*/ sccjk; of ICH (SO + 34.). Tfie qunni, 
v. ua b^s i Notivc of 50, hqs better luck tbai? Lemtircs. iinA ftilis qn 



&5, ^Mng b]fn ^ total of 1J5 (50 + 85) - wbtch is 5t points [;iij.l7er 
thgm Lemutes if thejcivccetio rnotjifiett In this OpptTxA Ch-cdk, kl-m 
ijugitt i^raiuJd kave dfftcctctl Lemcires Hmvever. detecting a bi^ih'j 
person rcquUes 3 fingi ability ^cdre f^O pair>ts greater ^Ji^n that a'. 
tbe pei^n bi4in>3. Tiiecefcsre, Lcrrrunes remains uni^stectect ^nd c.=ir 
wntm'Ue hi5 im-cstlgatjor?. 

As *t fi impossible to for^SGe s\i fUKtible clncumstiinces, iti&re may 
be confrgntations between Secondary Abiticies that are not lifted in the 
deKription. In stich a situation. It is rhe Oamc Maiter who deddB which 
ah^lltlEis are In conflict, and iF the%5 ar& direct))' e<]iial in power or noi. 



■SeC'&ndaiT- Ablhty checks can be funibled Just like Primsry Abllily 
checks, if a chnratTer fumblEi during an DppofS,ecJ Check against arrother 
character or m NJC, the level of (gmhte is su-tjtracted fram the fLMTibllni 
charHCier'i final abilFLy sccre, If it is a direct ^on. the lcv*l oi funible 
indicates the de^e of failurE as foUows; 

I to SO: If I he fLi;:ibl(' is icss llu^.n 50, the aCtOTfic simpiy doL^n't work. 
A person trying to move silcnt'iy instc-id ilt-ps on ?. twig, ck som'i':<l«lci trying 
to identify .;nt h,r:. no idea of what it is. Of its efTeHi. 

51 to 100: P.rj:r';:.'V-<' . ,.r .•.r^i '-ipl lt-;il f i.i'. --.i^.- i in y .-,rd n.b 1 iK.|3atlye 
effe:.^ i.n iht riimtihniJ trharacter. A d7u.rJ<W:r perform injj At'Xib.itHis (alls 
arid bneais a leg, or someone attemptlrig to give another medical care 
inslcad! n-iakfss Eherir condickin wnnt^:. 

+ 101: Thi< kve! of 3 furl>b?e rcpreienl ran ^ib^oluts and ira^ fallure- 
The cliara; ter mlsi ikcs a poison for its antidote, or he sinks his shlfi 
tryin;^ to navi^j.-ruj iL out oi i harbor, ^^^^^^^^^^^mj^— |»^gM^ 



mm 



Spccinlimtm 



Sjxnq SK0nc(3ry AbiN&es incluKfe broad kncf^vledgt or txffCrtisc thgt 
permits a dharacter to speaiilize h one part of lhat diMjpJInie. Before 
bc|lninlrt| he dcvclopmEnL, the player must declare if tie vvlslies M> speclaliije. 
If he does vSi the cKaracier ajSpllcs a bonus fcjr thai speckilt)', but at the tosi 
g( 9 negative iippl*ed to t!he otber tireai within tht Setondary Ability, it s 
tini^ possible to spBciailiE hi the fleWs thai expressly per mH this. 

Kjurnkd^e-rdatai Abilities 

There are S^KCKidary Abilities thai require CErtain academic knowle-d&e'r 
It a therefcre necessary (or ij character to be able ta leam ihem from 
Itacheri Or books. In luch cases, it the $«c-ond.-li^y Alj^llty ll iJii<f<!volOip!?d 
{|je., the pKytr hain't tpi^nl any Development J-tointi In the ablhty), the 
chaocter Is unaMe to malffi checks with ihai ability. 

Penally for Wearin/j Arjim 

A naturaf penally te applied lo certain Sccaridary Abil^i'^s when 
]| tharacter is we.iring armor They Include abilities; i-uch as iwnHning, 
acrdiatics, ac even mch'irig quietly. The penalties cnn be ■ . iTcoirrf; by using 
the character's Wonr Armor itHillty, as explained in Chapter 8. 

SECONDARY ABILITY 
DESCR IPTI0NS 

These afallitMs ckpenql on 3 chaf^tKr's mctnlity. balarce, ar^d afllity. 
ACFlDftATlC5 W%) 

AcnjbStiCS hetp* s character perform physical taski that require 
balance, caardiratiorv .^nd mobitity, such tunibling Or walknlj} a lightnope. 
pit also ui<d Id enable one to fall from heights without in|ury. A character 
wItd Mli ran iTiilke An AXT'obatlcs Ability Cticck ic try ?ind l.ind wi-thoul 
breaking bones, ,3s e?<pl(ifne(1 m Chapter 114, 

Charactjtrs wc;iriny ,ii mor suffcr 3 pen,ilty to thts 5e<0(iO.Ti y Ability. 

AlULLI^Ch.'., (AL/ay) 

This imJkales n person's capiablllC;*' to push rhc-i'^sel^^S to their physical 
liffirti, skrtlfully perform a va-iety of athlebc fesw m exfrf?nn« cofldillon;., and 
U3 dlsWltJUlC' their energws m <5«lcr lo endure morn without tSagginig. 

Diaf^clers wearlrig arrnor suffer a periafty 10 this Secondary Ability. 

ClLMB (AgHiiy) 

Thii Secondary Aijilily Is us^d to climb up or dov,fn ' ly ' . 1 ' c 
wertltat surface, such ai walls or u-ccs. if used with appropr:. ■ mt 
eqMpn*enl, ttie character can appjy a bonus of up to to nii Atwlny 
Check. Normally, the rate at which a person tan chinlj is onc-quartcr that 
of hiJ Movement Value. HovHJvcr, a character's dllnib rilte can be one polrl 
h*ghe^ fer ea<h level of Difficulty achieved above ihe requirement tor the 
check (see Mpi^iement Value in Chapter 6). 

ChaniCtcrs wearing armor suffer a penalty t-q tht? Secondary Atiiii'y. 

This Seco™}i3ry Ability pemifis ttie charactef to junrip vcriicalJy or 
hcirii!£>ntally. The higher the level af Difficulty achJeved, the furrher the 
cfliiraaer tari (ump, as Intfcalcd by his Movement Value {sec- Chapter 6). 

Characters wearing armor iuffcr a penatty to this Secondary AbHIt^r 

Ride fAjjirtyj 

Tflis measures the ^l\ity qf s person tO ride ar**mals. Almost everyone 
in ihe worid of Anima can ride a tame and ot?«llent horse under rKJftnal 
conditions; in such Cise^ Ride tffccki aren't usually necessary. Things get more 
CEoiplicated when .1 rider wishes to go ve»v fast or when he takes ha moint into 
mu^ terrain. This ability also permits [he ctviract^r to bend his ntouni'^ will to 
his ■QP*'wn in pi^bJcmasjc situations - obl^^Eiig ii to jump obsfiKle* or tontliKie 
Er^vetag in spite f^iOgue, It atsa enabbss ihe cfwiacter to porbrm scrDbt^tK 
Ktons frrxi! Ihe s^ckKe - such ii hkfirfi h^ body bf'*ilnd r :-.;,irL ^-.--ilu 



f klifii or picking up oiijccts firom the gratjnd wittxiut cfaHTiDundlng. AltfiOuj^ 
tradlswnidy empk!i(ed tn netailon to hofscsn. this Secondary Ability f^Iso enaijies 
^ chgracter to ride other aninnals, stjth ai camels or otaphants. 

Swim fAgrAity; - 

This represents havJ well a peraon hrndtes EhemseJves m the f^txr^ and, at 
higher levels, the speed with whith ihey can sw|m or dive in vracer. Characters 
wearing amnor -suffer ii penalty to this Secorefery AbtTrty, but unlife other 
penakies, ihis txio cannol be cworcome She V^ear Armor ab^ity. 



Sociiil 



The*e Secortciary AMItles rtfleci a characitr's skill at intEnictlng •^fth'. 
influencing others. 

iNTlMlPATt (Wiitpaw^r) 

To IfittiTildate Someone e to frighten them through one's atntusde, wfflrds, 
or mere presence. An indivldui) docs not have lo scsm menacirig to use thi* 
S^xonttary Ability; it enough to krvyjn how to act to intknidatE sorneone, 

LeapEKHJP f Power, passfve) 

Thii rcpraetiti dharisnrsa and She abflity to win (he corsfldence cf those -In 
ywjr charge., even In difficult circunistAnces. it is an aptitudo that ary nHXiamh, 
g,cnera1, or olher commander n&eds In order to lead well. A charismatic leader 
can eventually win ihc si^port and conftdenqe of ■even his most ^kepOcal 
critics. Of rglse the mot^ of hll troops in thfi worst of drrunEtanosi 

Pe^WASION f/nleJiigenteJ 

Thfi abifitj' permrti ihc tJiar^cter to Influence and convince other:,. !t can 
often be «nportan.t tottetinguish hictwecn a player's skill of persyaWxi and that 
of his charactef's. Even, the best p<ani and most b^ai argumcsits crji M\ on 
deaf ears if the chiiracer's F^rsyasion ability ts undevcbpcd, Ort the other hand. 
If the character makEs a favorable Persuasion Check, a reafior^leGameMasicr 
could help a stAJg^g player fnd ihe right wonrfs Ibr a given SttLratKm. 





r 





StN'LF (Pov r, pas'^ivr) 

Btyic is the ability to continue looking good Iri any silLiation, whetJier 
at a party of in a faaitlc. SoTic-cvnc with j lot of Style car- b\i confident lhat 
no rriaiter how bad things get, he wili at ic^ast go out with some cldiv. Even 
when t>eln^ sJug^ed in the face, ;i cfiamciier can do ra Style Check to in.ike 
sunff his hair i"; flung dr.innfiticiHy around by Lhc force of the blow, or Eh.it 
ihc trickle of blood issuirF; ^rom hii lip-; ]mt ,idd^ 1:0 hii jjood kjoks. It aJso 
Insurer thiit -my <icar:- he lu^i.-ivci :,rc rrJracl'vc nthijr than hofr\iy'mg. At 
very hfgh IrvcK, a iuccc^sfnl Ability r-i.:^rk would allow tJie thunder -md 
UghtnmR ol' a storm to provid i-liylhm[( .iccompaniiTier'ir lu u character'! 
theaVlCi'il movements,. 

Pemptm 

These abilities permit a character "o m;ike ftill lisc of his five if-riSi-^ and 
analyze the informarion obtained. 

NOTI.^ CPercept/on, pa.s.we) 

This ncptLscnls a character's awareness of everything' happening 
t'^fOimd him. A character can notice any strange thing that occurs (or 
which he finds) in his surroundin.-s - from an unusLial piece of graffiti to 
a knifc-v^irfding; Jiisassin con^ir.g at his back. Chararici u-.r ill five senses 
tor Noticej though the moit commonly Lised ai ' and l-i aring. If 5 
chanicter loses one of thosf^ two sen^jcs. 1: cuUr. his .ibility in halt, unleK 
tircumitances! dictate tlie usr of only certHiln cteieririined senses. 

Table 8 lists modifiers lor Notice divided flcirordliig to .:i l hdr-JCf.cr'i 
five s-qn.'^ES. A.;idf' from those listed, an individual who is dislmcted suffers 
an additiona" pcnatly of bptw^en -20 and -40 to his Ability C*icck, as 
conskfcred appropr^^nc by the Game Master. 

SE/i.ki.1 I fPerce/jtibn; 

This repre*"'nts a character's visual and intuitive ability lo search fnr 
sarriD determined c.\. . -ising his senses, whether it is a trap door or .1 
hiding person. ThtL ability is more precise than Notice, since >t Is a conscious 
action. Searchlh'^ doein't always turn Lip whir ."1 character initndcd to 
find - a p5,i)/ef looking for a hidden object ,;i a room might 'n^tend ^ind 
s hidden stalncase, for i-^xHrnple. Searching for traps rcquin a vel of 
DiFF'iCulty one tass 'Jian that of the Irap itsraf. 

Thit; .-sbillty tisi?-! "he saiTic niodif -rs as Notice, appearing in Table 8. 

Track fPercepticn) 

This enattes b character to follow tracks and gather 
Information from them - such as ihc number of persons who 
left the track"; and how long ago the tracks were made. ^' ''^^^ii 
Also Fficludcd Within this ability is the character's skill in 
ortertUTifl himself. In other words, his ability to follow ^, 
il tTflil and ft;coj^[i{& landmarks so that he knows <5f^3 
wtiere lie Is, 



Tabie S: PERCEPT10N Skilui Modifj^i^s 

D'mly ^^^^^^^^^^^^^B -^0 

^Oompioti; LiarkniSK 




■^llis only partially VtiitiJe | 


^^^^^^^0 n m e 1 1 1 


)0 i 


Target appr^'p'-iatcly camouflaged 






Tirpc' cirif-r ' "I'tinp n'wV ih" 


rwironmenL 




Observinjj f.naracter is alerted 






^Qbiervtr with height adyantagE! 




•30 J 




Slight background noise 




■V M . - ' 


'R«)plE speaking T T" 


Loud noises -80 


Sfviell ^9HiSiH9i 


Obvious odor 






ViriiMJs smells present 






Touch 






Wearirtp gloves 




/ -40 








Previously known instt 




^0 



Inactcve psIaCc 



|-i-el '■rtjnl abilities are those that depend 
nidinly on knowlcdgLi, wisdom, and the 
reiisoninp, power ■ I' the ch.ir.Ktei". 

Animals (/ntc/%c/K . , f^nowfe< . &) 

Thl4 Indudes all knowludgc Ailated to 
(he animal world. It enjbles a cKamcter to not 
or>ly idEnrify rhe characteristics and hdlMts of 
anImalE. but to also b^rom^ expert lin raising 
arKt iraininj; them. 

It fi pOSUMe to ipcciaiizc in one particular 
speclKS, Ini which cise tlw character obtains a 
HO bonus to ihesfi ^billdes, 



Al'1'R/X.IHoAl f/nfc/lfgeiTte, /cnotv/eds^e} 

This talCTil allows evalustjon of approximate monetary v.'ilues of ii.':rTis. 
Even Without knowledge of ari Or antiquities, a chancttr vvith thi'. r:hility 
caji actempt to Figure ovl whkh obfect in a ^roup is of thc^ highest value 2nd 
deMnmlne what price it m^ght fetich on the m.-nrk^r. 




HER.ftAt I.OP.I: (/nteW/gence, kno^v/«J'gej 

Thii Stcchidar)' Ability covers all knowledge abou'. ':he wodd of 
plants - incbcfin^ their r^atyrc arwl uses, as well as whsrc tfu'?* iire found. 
Thi-s abilLty can altow j ch.3ractef to recOj^niiE edible pSants or thi^e which 
cont,'! '1 nntidatcs or poisons. At advTjnced lipvels, ,> c^iai arriT with hei-bal 
lore can create compounds of any kirnd. 

NfSTOdN' f/fttelH^tflce, knowkdgBj 

Thi<; abil'ify indicates knowledge of current, as vi^l as past, 
history. The chnracffr can reccgnrze in«|nia5. and he has 
in idea of the political situatmn of an area, ^ we?) as 
knowlcdj!': of it'., legends, it is possible lo speoiiHze In 
one p. jcLilar f -eld, ^uch as Bioj^raphies of the Gnj^r, 
.ibles, ( ■ f^onoiTiics, which >";ivcs the character a 
"40 to the chet o! mat .ability. 

Magic AppRAISAI. (Power. itncwrfft^geji 

Ttiis Secondary AttlHy allows ctiararters £0 
jydff. and ^!V^lu^Jte niajjnial forces. By means of 
this ability, a cri.^racter c.=in detect ma.gitjJ bein|t, 
MiT'i^-^'hatural objects^ and spells- Onl^ fndlwlduiirs 
who powe?5S the Grfl, or the ability lO see magic, 
arc capable of developing this abllsLv. This is 
e>;pldnit'd in more detail In Chapter If, which is 
dedicated to Ma^ic. 

.M' (I, ■■cH?, ^i/^DwtedgeJ 

McdKini. off 1 ' 1 jwu '.i^-e of hufviijrt anatocny, the 
dbiflty to diagnose illness and injurnes. and the auihoriit)' Id 
pi^escribe ireaiment. A character can diagnose an iillrvEsa 
and fip,ure our how to cure it if he passes J Medicine Check against triple 
the Ic-lI of tiie drscase. For exaimpte, a Le^i^l W dtsease requires: tht hcaisr 
to b>!*at h Difficulty of 90. If die chiiraclcr diagnoses the diseiise lUCcessfuBy, 
and the patient follows tre^tn^ent successfully^ the sick person can make a 
niiw Disease ftesistnnco Check, applying, a bonus- equivaJertt to the margin 
by wliicll tIw healiing character beat the requirBcl Oiffiojll)'. 



qftej- wactJiKi thtoLig}! r7C3i--Frccdrjg 5v.^fmp w^ter. Vs4i(;n she 
makis io a tTca^by dty, slic seeks the help of HUsj^js, i i-eJiownccJ 
pJijrtician, Fortunately, K^mus 155 ver>' good 4icii:tgr, with an /^bilrty 
of 90 In Medicine After estqminjr?^ Jifir hi roE!* his Mcujicine Chsck 

Cdiq,'s I llness Wi^ui f o tify ^ 120 Cth nrc ti it?h the levd oFthe 1^ i^^^ sc ) . 
K^^jus is qiiidkly able to put her into ttfiitrnent:. As die ro^ll bcit 
the Pifffcuity rcqiii'rcfnent by 2S poirjts, Cel(3 c^n 9^34 *25 to her 
check lf ishc follows the dloctor'5 ord^ti. 

This ahlllcy can ofso be emptajad Do treat ckreriC: physical wountii. lo tio 
thri corretjjy, it is neoesiary la hiVB the apprapriate miiterials, stth oi ^ju^c or 
handa^es, atheralset-he heaJer will apply a pL-nalty to Hachectt, CharacTfif^ 
cah only pcrfarm Metficine Checks Ofice per wound or ^up of WQunds (pr 
IBnesses)K and the check mua be pGrformed withm 3 few houri aPLer they art ' 
suHered. the numbef of Life Points rttowerrd d-cpendi on the damage chat 
ocoimed, as indcat45d in Table ^. Njilurally, a hcalcr cin treat himieH. but will 
np^f i "30 penalty to his Ability Check, 

Characters tan use this Secondary Ability for flnt aid as wHI. A iewrcly 
wounded chafaaer with negative Life Points can recowr From thii dyinf, 
;t.ite i('?[jmeone performs ii Metlicmc Check with a Modente DifflciHty. IT 
lias is successful, the injured ch^raaer out of danger and his Life Rolnu 
ifistaniiy move to zero. A r>ew check can i>e made every lha^u^ u-ntil the 
vttlirv bs either brouj^ht out of danger or acEu.ill^ die^. If a chiiraiitei' suffers 
a wmund that bleecU, stoppli^^ ihc blcediris requires passing ^ Mr-dicine 
Check of Easy Difficulty. 

Lemyrds, Ctlu's tomc^^c in ^rtm, has been v.'ourjjed tn cx>mb^. 
He h^s recjiiiveij two ^iwrofd l^■cn.lr7ds causing SO 3nd 40 points of 
damage, respectively. Thcj' irpme4i3tefy t^lie LerrjunK to K^'sm^' 
homc^ncj 3s(c Fpf help with ihe v^'ou\td^. ICissus put5 hl5 ikflls to w3+k 
^nd thh time rolls a 70^ earning ^3 Final ability scorG of 150, 
equal to .'3 DifFicLjJi^ ratfrnj Veiry PifFicu.lt. Conhultrng Table 9; 
Treitmetst of Wounds, we sec thi^t Lcniuhn reo[?vejs 
Ufe Pcritrts. rthidi in this, else ariwuntstolS. 

Table 9: Treatmemt of Woliinids 
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Stop-; Bleedinj:; 




1 


ModcfTilG 


5lab'li/ed 




1?0 


Difficult 


1 10-;;. of D.im, c 




140 


V Difnnilt 


•20 •t3 of Darpjige 




1 180 


Absui-d 


■ ^0'' , of '?.-im^iV;c 




}-VJ 


Impoisib' ■ 


' -l-O^. of Damage 




280 


Impoi^iblc 


"jO'/?; of [),irn<1gC 






hhunwi 




1 



MEMORtZE (tntsliigencf!) 

thit m*.v5urei a chiriicier's abidty lo retain informaTldfi. It nllowi him 
la memorize: facts and smaH details wllh jjreai precisian, whether thts be \n 
relatien to books, sofigsi or a perwn's face. 

Navigation (totttngcncv, knowkdgs) 

TVits ability is used to r\a(wsgate any type of boat or ship, and to read 
marltmie maps. \k docs not just determine how the character handles. Lhe 
helm, hut 3iiO how bt takes advantage of currents to increOie ipecd, and 
how he avoids accidents.. 

Occult (ffrtefl^nce., knoiv/i^iJge) 

Tbis iTcprEscnts acidemii: knowledge oF the supemalUiral fieUs. It 
peJ-mits recoRrtlilo/i of rilu al daggers or lrM^Jl^lona^ methods of getting rid 
flfj w^rewlf. Ai the (Jiscreiion of the Game MasteJ~, It niav dls^s be used to 
recogniiE supematural creaiurts. 



Wtn itie e.x£<tption of Mediicine. the Scieixe ability descritjes any 
systematic fleW of siudy or ihc Itnowtedge gained from snjcb study. Soruc 
raamples of cqncepci re?aLed to this ability are ma£hem,ltlC5, mecharilcs, 
astf<5nomj'> and philosojphy. Nactr^l^y, the upDstudes a character may 
develop in these fields wilt not be aj adv-mced k tliOi&e of today's science in 
the reiil world, becaiise their Mjcntific inilning w|IJ not be pari of a unified 
disclplme jis It would be today. 

It is possible to specialize in oiie particular scicince. in ■wtiich case the 
chafacter obtains a +40 bonus eo chat .^llty. 



Vim 



These qr? the abliStJes b^ised on pF^ical strength, endurance, and 
mental reslMance. 

CO-MPOSUi^L fWifl'powcr, fMssrveJ 

This Is the ability to renn,nn unperturbed In tbe most critical sHuaHons. 
With this ability, an individual can nemain cst\m and coofhcadcd even in 
The face of death. If a char^jcter is the tsq^et of j wpernatural effect that 
nfFects his incods o^' -Emonons. he can add a bohus to the carrespondinj 
Resistfince according to Table 10. 



T.\niF W: 


Com Pi^F^ifRp 










I^Kncti Boi 
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40 


r^^y 


1 s 




60 


r^oderr-je 


•10 


m 


r;o 


Difficult. 


IS 




1' 140 


Very DiiUcult 






130 


Abiurd 








Aln*Mt Impoisible 


-30 




'/SO 


lmpo5'iible 


•3b 


1 




inhu; i. • 1 


+40 





Withstand Pain fwif/power; 

This ability en,ibl« one to put up with physical or psychological palH. 
The character's Willpowar gives Hm the ability lo put these things out 
of ht5 mind and ignore them, even when his body m Its limits. At l0MW:r 
levels, the chanicter can use ttlls ability to takt damage without, complaint, 
^hiift SI higher IcvEts, he can Hjlerjite Jerrlble torturei wrthout brEaking. 

WithsKrid Pain can be ufied to reduce the peii^ttles to AW Ktloh that a 
cii.irncter norn^i.jlly Incurs due lo sufferlnj^ or Fatigue. lb do this., {.he pF-iyer 
nuiiL make a WitFistand P-iin Check occoidm^ LO Table 11 and subtract 
the j-ndleated figure from the pcnalLies. Keep In mknd that tbts ahlBLy onl^ 
redu:e^ ttie penalties for pain or Fatigue. If the penalties are due to the 
ijrave injuries (Ifke a severed fimb), or supernatural Factors, this Secohctary 
Ability will have no efFect 

Table 1 ] : WjthstaiVd Pain 



KrtRl AbilJtf 


Difficult'^ 


R«dyctfon Co P^naitJcs 




Moderal.e 


-10 




DiffiCL 1- 




MO 


Vury Diflicult 




180 


Ati^tifrl 




240 


Almost Impo ib 


50 


-m 


ln'vcHKsit>te 




I 


Innurrnn 


-70 


f 440 


Zen 


-80 




FeAT^ of 5tR£NCTH (Strength; 

Tilts Secofvlary AbllHy pcrrtiiti a charactES^ to g.et tJie mo^t out of 
his physitill strength.. It consists of kncvvtedgc about Ikiw to use muscles 
m n way thit appJies t.he greatest possible forct. Thii dora rvot mEan thait 
characters with this Secandary Ability .ire Ktually ^troflaS'''. <wi'y they 
know how to use their strength more Efficiently. 

CJiarticteni 'i^fffiwir^g arinof suffer ii pendt/ to this Seco!ndai7 Ability. 



Suhkrfii^y 



ITiesc Secondary Ah'lilics are bassd on deception flnd tKe allllity t^.act 
without being detetted. • 

Theft CDejfterfty) 

A charactEr car use tliti Secondary Ability to Steal smaK obfects 
without tJifr victim becomirig av^-arc of it. This k dif^ctly Opposed by the 
Ntolice Abili-ty of the individual being robbed. If the final ability «ore of 
[he Thief Is higfier, tlw v»ctinn reriuimi unaware of the ioss. If what Is being 
Stolen is In direct qont^ict v/ith the victJfn's skm, or li in a very difficult 
iOiation - such as a ring pr pendant worn on thfl body, th* GM can apply 
in Hl[>p*"OfirJate modiFKr. For a thilrd pcricn to re^Eije that «>nieor>e is 
being rabbed while Ir his preseJice requires a Notice Abflily Check {with 
-40 penalty} Opposed against the ofHendlng ch^ifacier's Theft ablNty. 

<t- „ 

TMs Secondary Ability chants one's apparent Identity, aflpwlng a 
character to take on diffErant appearance* bf/ dnesslfig and liSin| maSsieup 
or similar techniques, it also measures the ability to imlttiite .3 partiojlar t/pe 
□f person, iriclu<Hng thu p^frson's wi/ of moving ant) speaJdng, DisguKe 
\i directJy Opposed by the Notke and Search abilities of oLhcr persons. 
To dcttct someone disguFsed, a character mi,ist beat the Oj^postr Ability 
Check for Disguise by 30 polnti if he's usmg Notice, or by 20 polnw if he"s 
usln^ Se^^h. if the chjiractirr and his obscrvGr have met beJ'ore, i;he mnrglfi 
by which the ofeserve^ nitisi beat the Opposed ability usin^?, either Notit:-e 
or Search is cut in half. 

imwdertomalicbtst uscof tins ;ib\\-ty. ich,ii ,iri;i- needs tiiTnesndnnaterlals 
for the disgyise. These faciii':-! modify t.*iiiiKt-- shown in Table 12. 

Table 12: Disguise - 

SEtumtloli 

iL-ess in. Ill onf iTiinulc prcparatiioi"? 
Ovcf one hour preparation 
' .'vCT":]! !>ijurs pr"(.'[)arM!.ion 

:i out materi. .)r disj^ jiLe 
(rnprovisod crigtJiso n'i"(ii''ti,il 

. opriatc materials 
^^quai't i makeup .mc' ■"naUM'iats 

HiPE (Perc^n} 

This Is the dl»1ity allow/s a diaractjer to nem(iin undetected tjy others. 
It c^n also be useij to hide objects carried by the character. When used 
to cancaa! personi fw objects, the G.ime Master can apply the modifiers 
ht" thinti are appropriate according to tfte 5ettlr»g and tlvelf physical 
characierfttKS-. Hldlni; dtrectty Oppoics other characters' Notice and 
Search ablHttes, If sortteofse remains motjonlnss In their hiding place, ^ri 
observer using Notice must beit the Opposed Check by 80 points. If afi 
observer uses. Search, he musE beat the Oppowd Ablhty Check by 20. 
Tlltfe art: \raHDLis modifiers that can affect the M\ty of a character to 
HKle. These are ^eflecLed in Table II. 

Characters wearing armor suffer a penafty lo ttiis Sccond.sry Ability. 

Large Sil*i The hidden pErson Is of sj?E or larser. 

Small Size; The hidden person ss of size 9 or smaflor. 

Dome in Front of Someone: If the character tries to hiL-: 
cle,irly in vieiv of another mdlvidiual, apply thts penally oniJy in relation to 
that individual. 




ApprD[>Hate HWing Place: The ch^r^cter ll m a foreil. . 
SWi ehOuse fulJ of larj^ ubjc1lts^ or another similar plflce in whtch there 
are many plpices tc hide. 

Shartfowy Ar«a: An area ^vith m.iny shadows thit offer the chartrter 
.1 gtxKl pliKe to hide. 

N^H-lit Arear An area with toL5 of light and Few shadows. 

Empty Area: An open space contairang no targe objects in which IE is 
•Jury difficult to nide. 

Tapil 13: HipjNC 





Lirj^i.' Si;-. ( 18 or IrLi-gcr) 








Ppi.ill Size {'..If--- " or smaller) 




^20 


fl 


Done ii" front of lioiTiOone 




-2O0 




Appropriate hiding place 




^40 




Shadowy nrea 




■?o 




■Well-lft ire a 




' -10 




Ernpiy voom or fenlLircless area 




-80 





■ 



This allows someone to peffonri actions - sueh as move, climb, or 
draw weapons In compleie silence - and rernam urinoticed. Stefltth is 
directly Opposed by the Notice ability of other indiwfuals. If Che Stealth 
ability of .i ch^rncier rs higher than the N<5tKc of an Qbserver who does 
noL kncm the character \i nearby, the charanef will iurprise his attvcrsary. 
When a character mDves sitendy. he mwt subtract four points ffom his 
Movement Viilue or apprfy a ^SQ pcnaFty id thes abslity. This can also 
be used to (i%<iotd leavlni; blacks, irv whidh case it is dIrcciJy (j^ppased by the 
Tracking ability of & character's pyrsuers wsthotiL any modifier. 

Characters wearing armtor suffer penalties to Stealth. Unliikc the 
pendicles for weanh^ armor with other Secondary Abilities, ^ese penakies 
can only be redljced by half wlih the Wear Armor Combat Ability. 

Trap L0R.E (Dewer^ty) 

Ihk ability can be used to create, detect, and deactivate biaps. Eadh 
trap has a level (from 10 to 100) that Indkstes Its pverall ccmnplexity and 
Dotential effectiveness. Higher Tr^ip Lore Cheks alltv/ for creating higher 
r>evel traps> as show in Table H' Trap;s^ The final compkxity of a r»ewV 
create*! trap b ftirther modtfied by the amount of tinte sperl In preparatloft 
and die tj'pe of nuater lafs used, as reflected in Tabte IS. The Ex^ct nature 
of a h^p (a covered pit, a falllr»g cage, etc, ) a determined by <ls creator (sec 
Chapter 14: States and Accidents). 

EJ'jie(.'.iny, :ind deactivating a trap requires beating a Difficulty rating 
one less ih^n that used to create it - unless the Game Master decides 
different^. If in attempOfig to disarm a trap, the character hAs his check by 
a mar^n of 40 or more, he jwcld^ntiilly triggers the trap. 



Table 74: Traps 

# 



4 



Final Ability 






70 KoLif.ne Lcvul 10 


40 


Easy 


Level 20 


80 


Moderate 




120 


nKfi.-ul' 


Level 40 


140 


V£:ry i:)iffk.jll. 


L;.-v.d 50 


180 


Absurd 


I f-vri 60 


240 




Lc^.'Ol /O 


280 


npossible 


^•^•-■1 80 


320- lnr;un-iar: I.Cvcl ?D 


440 


Zen 


Lcvtfl 100 



Ta^le 15: Trap Prefailatio,^ 






l.css th.in one minute prcpariHion 


-60 j 


Over one hour preparation i^^^^^giy 




^-^rte Gi'ly of pr ^..'Pcir^^i.iOM l i- < 




Woelc, of pr^parat«>n ^^VMHlPlF 


-80 1 










ClhFirGctErs use Ihis .^Qiiity to op*li or seturc all 


types of locks or 



similar rnethanismi for vrfiich they h,3ve no k^y. If a ktyed ICKk or iraHllional 
padWck is tb* Ofejett oFthc atlcmpH, characters mutt we a lockp<!k or efec 
suflET a peiijfty of -40 to ihtir Ability Check. 

PoiSONi ((/Jte/ifgence, Knon//cdgc; 

This ability grants krK^vietjge of poisons " iricludllng their lee, 
pfepnir^bon, arid a/iiidDtes. They can^ be recognised by apFhearance, by 
LgstE w «Tiell. or by observlrk|f sj'mptoms. If the character has appfopflfite 
inj^rrdicnt:., it is pastible to m-iy anridote^ or toxins according to Table 16 
(5i« Chapter 14 for more info on poisoai). 



Taflf 16: PtiiisOiS'^ 



1 >tnftl Abitjcj| 




HP^Esfin Level 


■10 


Easy 


l.wei 10 


90 




Level 20 M 


120 


rjiificuit 




140 


Very Difficult 


Ls. vel 40 H 


180 


Absu[-d 




^0 


AlmMt Impossible 


Lev&l 60 fl 


- } 


In ,io-,siblc 


L.evel 70 ^ 


20 


inhuman 


level 80 V 


-140 


Zen 


Level 90 



Omiivc • 

Tbese ablBtte sne related to th* artistic or invrnrive cFipatity of a 
tharacLcr. 

AftT (Power) 

This meaiurei the expertise of an endivmjual In fields of art, iuch 
as painting or scuJptUJ^. A eliar^cter can specialize In a certain .urtlstic 
disciplirw!, in which case a +40 c used for those Ab'lll/ Ch«ks. 

OAWCE f^y. knewtetlge; ^ ^ - 

THhs reprejents tJie aWlTy lo dan<e and feam new darcEs. The high-er 
the ability, the greater number of dinces i character can pcrforrr. It is, 
c«r£jinly a .good way to make i living; a grant dnin<:g-r cai-v alwa/1 earn n 
few qglRi, A chamaer can specialize m a ccmin type; of d^nce. ballroom 
daridrig, for exampJe. In which case a ^40 Is used for thcsse checks. 

Characters wearing armor suffer a penalty' to tNs Stcc^ndary Ability. 

M^i/5IC (Powsf. kntJtviEdge} 

Thii aJloivid character tg play musical instruments well md to compost 
and read music. It Is poMlble to ipcclafiM: In a single inEtruiTient Br»d ofctain 
a -40 bonus. Xo fi^\htf Checks uslnj thai Instrumeni. 

Sl£ICHT of HANP (D^xtsfit^) 

This pefmits the ijse of marwal dexicriiy to pGiiwin juggling trlcits or 
prestidlgttatjQPi. Ohnnpter^ use this Secondai-y Atsllity for pcrfarming tricks, 
such as pullln;^ a card from their sleeve in the mi^ltfe of fl game or tossing 



objects in the ,ilr and C3Tchln| them befcre dhex fa* to the ground. It is pwslble 
to spodali^ in one ofUhse arts, applying a '40bC)mjfi to checki using that ?Ht. 
Sk:lght of Hand nvf be opposed by another chsnacter's Notfce ahility. 

FOftCJINC (Dsrtefiily, fcfMjwfedgt) 

Th«s reflects ihe abUlty of the person to forge rrtetals and makje tcote 
from met^ or other matet'lali, iudh as wood or leather Simple objects, 
3-uch as horseshoes, 3s well as weapons and armor of arty type, can be 
rnanufaciured: w^th this ability. Of course. It is alH? possiible to repair 
damaged objects or maintain equlpm^rH In peffcct condttlon. Usp this skill 
ac(;ordln£; to the inslrucli'ons below: 

First, <feclde what object will be crHgtetl. As Table 18: Forging 
shows, each obfect hai a diffenent desree of Difficulty for manufactune. 
If a character beats thnt DiPficuEty levifH, he hflS succeeded In making tlie 
object of normal quality. For each two gr^ides of Dlf ficully thsit the maker 
attains above the required Difficulty, the oti|ect obtains an additional 
+5 to itis qujlltyr For each level Mow ihe required Difficulty. Che object 
CKSfves a - S to its quality. The n^iKiinurrt bonus an object can re^efve is s 
+ 15- The higher bonuses are not obtailrwd by means of forging aJonc, but 
also by supernatural means. Keep m mind that a +5 weapon i* already a 
msster^wortt In Itself, while a » 10 weapon would be unique and legendary. 

Forjlng also requires great irwe5tm>en^t of time, efferL, and resourcES 
by the maker. To know ihe modifier (he tHTie empteyed trlggtrs, consult 
Tabte 17. Keep In inirKi that a day of wtsrk is equal to 12 hours work m ar. 
adcquatciy equipped worRshcp or jjmithy- ThiS abihty allows spECialization 
Irv one specific type of ilem - such as heavy irrrwr. swoitJs, or even 
kitchen utenslb. If dils d, ctonct add a -HO bonus to checks for this tyj>e 
of mianufacture. 

R^siliufj IS 4 -wzW-knowti blgcksfTirth with tn^ny years esi-icrlcDoc m 
bfijlng weapons.- On t5]is occqsioh'. he recciviei^ in ottier frem q 
genei^l to m^loe ^ BastaciJ S^^tiri. Oyt ^miih h^^ in .ability of^^O gt 
Forgih^. abd kv-e c^n strt. th« dffficoEty for a fiastard Sword i5 120. 
He ihvssts one rr^orrUi foti^ing It fO.O), uses Bigck Steel, gr^d achieves 
i final ability xore of 240, so the v^ipon wi[l have a *5 qiJ^lity, Mncc 
It will h,3vc bcarter> the retjuiiej tjtiality le\tJ by two ciradc The ijcncral 
wdSJ be quite satisfied. 




^v(;ni:f.i|l Victor roceiVtzs h-rs t!€w for^'i:,., v, 



Taelf: 17: TfME Empu^yfd 
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Two or thi dayj 
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[>vij Of three: moiiths '-I0 
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7ii-!.r or four yciii ' 
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CREATING NEW 
SECONDARY 
ABILITIES 

Namralllft hllin't postjljle 10 list -iW tontclvabic Swondary 
AbiSlcies- Tti^e is always a chjfice tJiat stnietjrw v^ltl Lhlnk <?[ 
n rvcw skifl th^t ts mjt qn ttic Ii5i, If ^is lviip>penih the ptayer 
can scEt thE agrEEmcnl of the Game MastEr lo cnffate tha? 
new atiHWy- To lio this, it muit Fe«i be dcicrmmcd which 
Chanrgcterlstlc govema the skill Suclt an ability will hay* iho 
£3mE cosL .13 Qtbers depEndEint or th^t Flekl, Of cours€. It is 
nectiaary fCw the Game Maitcr Id approve the rules and agres 
tx> the establ«lwdl athantages atxl Jlnfiltatiens, 






FmaJ ability 














Erisy 




Si.ij-!d:i) d ,'\j-|-ow, [ livl-u /Wtov-', Club, Slaff 




Circlef, 
. r.ii iicr" 1 lood, 

Platr 


iloriC-.Hoe'-, 
BLit.ku.vs. 1 '.ooki. 
Sheet?, of Metiil, 
PjowK or Piatcs, 
Saucman, Frying 
P::ns 


Moderate 


80 


Harpoon, i-iuiin-La (Fci- "li ig), ■■ijn-j'^d Un^L Qinul, 
Dagpcr, Bl!lwf;u:i Dana (Hand), Hook, SrytShe, 
Qfi^M W:irhainr^^ef. iHiindaxie, S\m^ Javelin. Lnncc, 
L-Kso. Lof^ Fiulci-H&pclecj f liill, Warhajumer. Fiail, 
MUtc, Heavy Battle? Mace. Tbnii 


Padde-i;! Armor, 
Cofnplcte Lctither, 
Leather, Hardened 
Lf nl"'! , Fur 


Casque 


1 titat ,, w-L-lry, 
C ' .1 lelabrji 

1. 


DlfHculi 


\X) 


• '!ing Ffkti, HaibtTd. Short Bow, Lonp. Bc^v. Buins, 
BEwi'v'gun. Sciftiiliir, R,7^'eii, Pa^Tj^ln^ DjjjRer, 5hic :J. 

full Shield, &ro,Tid S*M>rd, B^v^i Sv^ord, Shor i 
S'f-iyrd. Lonp, Sword. Sliictto. Armor'Hicrdri^ Arn .w. 
Q.iwj, TwKj-^ Idndf-'d Axe, QjEtk Axe, Kusriri-ilnma, 
Cavalry 1 .<a(Z\ Whi|i, Nurv,- |-Mklr.. G':-idl.-iiorS Ni'l. 
I/L.:[ !;■! . ■ ii iril-- .rid;-ri. 


EyrriK-', Sttidded 
' ;., ■ Aor.orfd 

CKrrinm.'iil, 
Brcasbptatc, Panial 


Mail Cofl. 


i'l:ibor,-^r(-; ImiMtfsn 
Icwcir/, Lio|t. 
l'>Si-dlr:g 


Wry 
Dtffk-uk 




Cfir"|50'J?i uinubov>. Cii'.sbov., ; 1. .vy C io-jVJuw, 
[ioomeranifi, Ccilus, Rispicr, F-oil, Kaduia. KJtnrp 
Twci Hiuidfrd Sword, Ni>[>achi. Swar^bnHlsEr, 
SittWT, ^rinhj. Tlmto 


Sciiie H.iil, I r^ht 
plate. Half PJato 


Grf-.i1 Hr'lm 


m 

Fini' 11 tt^S-jny. I 
Chandelier J 

1 




180 


i-i nru No Oklna, Iv/i;- lilad;-d ;Cii.:ji\i, C ■ rair;, 
Arqutfatiii, MiMij;L!L CrossLiuVv. ll!.;pLn.l-''ijj 
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BOX IV: MATERIAIS 










The mall 


j'i.il used 


by the charactec is a 


funtJ 3, mental 


factor in 


Quality: All miit^rh^ts, no rnntter 


low well worked, have a fimit to 



dC'-'-i"ni!!"'inf, th' qu,iiity of the i- -tult and how easy it is to achieve. Below 
h .1 list of f^idtc -al; present in C1.1..1., and tiow they modify Forj^ina ability. 

Difficulty: 1 his measiihei^ how complex it is to obi a ._,ood resu 1 
workint; with the men' oned inal- -hi. Naturally, obtaining a be:Ler result 
Willi materials with a nep,ative modifier is n'orc difficult. Tliis modfftcr 
iliuuld be applied to the [:haraclL- 'i. Forging Clicck. 

Our hi.jc»!r.-i!ijill'r Ijiji ielt;ct(f4 5 srj^Ltriql tL^ltcfi uxd (ciY nr^^kjny 
Mkj]i-*|jj^E% weapoftis. hhck Sfitfl, for ij-i\}\th rcaton tlic fibiirt)' 
chcdk Bi ^om 3 *20. 



their oprov -n '-I'l The quality inrlr itt's where th.'it JimI? is, as v\itfll tJit 
maxii num on lis th<- abjetl tLin ' !ccive. 

Ewcil ifRgj-ilfcJSroJishj^k enough bofce^ttlic rciJiJi'rti:] P(fficutty 
ot tfiG iwi^pon fori^ed by foul- leviels, it will stiJI lave tn^tnuni 
qita!it>' af +5, h:c3ijw it is nTScfeoFM^iik Steel 

Availability: As wiii^ equipmenl., ■: very lyi-. of m. iii.fkil l^as m 
corresponding, ijwjilabihLy accordiitg to its abundflnce in the worlds 
Materia.'; rla^sihed a'j inaccessible should be Lrealcd by tho Giimr- K-^stiT 
with j.:reat caution, sir*c^ they aro so rare thiit moil forgers migh' never 
haivfr heard of them. 



f 



LIST OF MATERIALS 



Difficulty: -80 Maximum Quality; '0 
Availability: Common 

Description: Stone has been one of the most frequently usc^d 
m. !■ ri.ili. for making tools since the beginning of history due to its 
w;di wailability and simplicity of use. 

Difficulty; 60 Maximum Quality: lO 
Availability; Common 

Description; Like stone, bone has been uf - H to make all sorts 
of i^cfLii ilems since lh..- r'awn of Civilization. I h( bone 
jv'r v.{\ to here comes from common aiiimals. 

Bronze 

Difficulty: -20 Maximum Quality; 0 

Availability: Common 

Description: Bronze was was oni of tbe earliest alloys from 
whici-'; objects were forged b( : ise of its high malleability, its light 
weipht, 'tnrl the c:.j.' ,vith which it was produced. Unfortunately, 
ir I', not very tough. 

Difficulty; +10 Maximum Quality: lO 
Availability: Common 

DfeSicription: Iron is a favorite inatehal for makir weapons and 
armor because of il'. notable resistance and accessibility. 

S tep I 

Difficulty: -20 Maximum Quality; 1 5 
Availability: Common 

Description: Of all the common metals, steel is without doubt 
the :-:s! due to its quality and resistance, 

biA^ K ill- hi 

Pifficutty: i20 Maximum Quality: "5 
Aw-ii lability: Uncommon 

Description: This 1: an exceptionally rare alloy. It is called 
'"bl.ick" due to its dark coloring. It principal characteristi'- is L-i 
II i( I'edible hardnes'>. 

IlLU,V'uN.A1I./A1 

Dirficulty: 'RO Maximum Quality: 5 
Availability: Inaccessible 

Description; This '. a svjvi i y metal of mystic nature chai'acteri 
leii by how e.i:,ily it is moldL-J while hot. Once cooled, it becomes 
one oi tiie most resistant * ".xistint' rr h. rials. 



Wl-'FTi: ^TEEl OF ShpVAT 

Difficulty: 10 Maximum Quality: 10 

Availabiii'Ly: Uncommon 

Description; This whitish meti' a found only in the niincs of th€i 
ishani- of Shivat. It is diffic fi wo-k. but when masti;red, th-:- "csults 
are excellent, n the eastern lands, the techniques for its working arc 
kept a I id it ion passed down from fathnr to son. 



Maximum Quality: 1 10 



Difficulty: 20 
Availability: Rare 

Description: Elektra i a rare lilov formei of b ck and 
wliite \f-: el in exact proportions, i he k-w a :.isan who 
know the formula guard it wrh uimo-.i jealousy. Thi\ is ihv 
material usually used by ihc most powerful crganizatior.s 
for their creation; 

GMhSlAL WOUP 

Difficulty: -40 Maximum Quality: 10 

Availability: Inaccessible 

Description: The wood of Ght:'/..i| cm be obtained only 
from the Rarnalen trees of the Duk'7arist. All indicaticns arc 
that none remain upon the fac- of Gaj>. - though legejids claim 
some might yet survive in old abandoned temples. Only the artisans 
ol the Duk'zarist know the secret of workin;.- this wood. A c^iaracLcr 
can spec rJize ir its ur.G, rrnd that changes its C 'Ticulty to '■40, IhjI I" 
ex{;h;.in|.|p., he loses the ability to use otiior- maleria'^. 

,M/ALEBOLGIL/M 

Difficulty: ■ '•■") Maximum Quality: 15 

Availability: Inaccessible 

Description: Malebolgium is the name giver? to ihn.- metal formed 
from tlie bones of the most ancient dragons. Though except-on-'lfly 
difficult lo forge, the results obtained with this rnEtal are unequaillotj. 
It is said that a well rr i.de malebolgium weapon is capa-jle of cutung 
solid materials as though they were p ■ jer. 

Star mftal 

Difficulty: 80 Maximum Quality; +15 

Availability: Inaccessible 

Description: A i^endary Tietal ci unknovvn onjin, Star Metal 
supposedly carripx supernatou-.l | owrr-5, thcMl^h insi'it assunnc the 
material exists only in myth. 
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» BEtWEEn LiFE And BEAtH 




Timet hcCc^Sy Alt Cmt>^>it 
T/la tfmu^ tAAt ^^di ytP ^mi 





DEATH 



Lcrriut^s' woiJn4s ilf^q hfm to the *h in line hehsscen I|fc^n44ti^th 



LIFE POINTS 



When yo^j cr-ealE your character, calcuiate total Life Points 
{LP)i aijcCHndirig to the chtsractcr's Cfinitilutjcm artd Cliiss. These points 
iratk tfie cha/acier's physKal cot>diL*on. Wh^n these ant at Uielr tnaximum, 
3 dhat^ccer ts In pei^f-ect conqlitiqn. But ^ hft suWers wounds or other 
damage, his LP begin to go dcvm. 

Thct^ are many vvajfS a diaraciLer can lose LP. fteceiwiig a wund l*i 
cwmtjal, fftllkng down set of stnriri, or bedng nolretj on by a horse gne only 
few examplES. When an individuail suffers damage, thcsE src subtracted 
'I oir-. his 

When a tlnaracrer possesei mnw^ LP tJi^n another character, it meins 
that his dirmi^ nesstarce is grealert ajid he is aib^e tn withstand greater 
wounds. However, a diaracter witJi more LP docs not actuaEty IgnorE a 
greater quantity oFlifc'LhreaLenltng \^«Minds. For cxatnfrfe, if 3. character with 
90 LP li hit by an ituck that tiiustt 130 [xnnts of damage it w^HI j^suIi 
in his Immediate deathr Such a blew touW he dsKribed hiivJng srrvished 
through his rib c^e ^d cmsF^d his lung^. A blow like that ^TQVld kill 
arr^nc. But. say a character With 210 LP Is hit vVith the sarrtc attack (130 
poinii of ctaina^)^ this doesn't nriean the attack srr>ashed through his rib 
cage ijnd destroyied this character's lungs, yei; be somebew survived an^ay. 
Instjcati. is could be sajti tha,t the attack didn't hneak [finDugh this sLurdier 
fharacLtr's ribs. Thensfone, ever t3iQti|h he is serwusl^ hurt, the result is 
much less dire. 



Jiooner or later, a badly -wounded person can end up 
d^ng. There are two vray^ someone might kJi* hiS life. 
FIrtt, if he suffen a critical wiih amputation to the head 
or the heart fboth urtai pomts), dtath is automatit and 
impossible to avoid. A charatbcr aiSd dies if he receives 
vwurtdi diat reduce his LP to very low'rfcegative leveli. If 
his LP below aero, Uie character loses consciousness 
Imn^dlatel)'', but is not deisd, A character does not die 
L^tii he reaches a negalivE number five times j^alcr 
than his Constitution. When damage tayse* a. cbarxitr's 
LP to fall belov^ that number, he d»es. 

Someone wish a Constitution of S. for exampte, *UI 
hang on Between Life and Death until his LP drop beJtwv 
-25, v^ile an&ther individual with a Consiltubon oF 8 
V'/Q\M last until he dtippped Ijalaw -40. 

V^kcdin^ Out 

When a character receives a critical, he has received 
£ sWKJrtd so fo«nidabte that the dam^^tje can b«ome 
worse due to Wood loss - even tf he suffers no in^edlate 
effects, in SMch a c^ise; the char^ter loses one addition^ 
Life ftjinl per minute until hn wtsunds can be treated and 
the bleeding itopped. Taklrt| <.aft bUeedinj^ of ihis type 
requires a Metticine Check with am Easy DIfriculiy Level. Por every 5 LP lost 
through bleeding out. the i^iaracter suffers a -10 penislty. If thts bleeding 
damage causes a character's LP to drop to zero, he hecames unconscious 
and enters the slate Between Life and Diiath - aldlOugh he Stops to lose 
LtFe Fbints ttue to bleeding. 

The Game Master ^an decide that biwfing has ceased naturaiiy after 
a given amount of time. 

llif Thin line Bdmat life iimi Death 

When a charatter's LP Fall below zero (bul not far enough to him 
ogtright), he' ts m a criticai state called Between Life and Death. In this 
sitiJat)bn< it is passable that the character's'body may simply give chjI at any 
time and die. A character in a state Between. Life and Death must beat a 
Phj^taJ FteMitjnte Check with a Difflcuilty of 120 e-j^ry hour to stablHze hb 
condition, or else he loses one additional LP IL due to this loss ol^ LP, his W 
level falls below a negstive number five ttmes greater than his ConstituEkm, 
or if he fails his PhR Check by mon; than fiO, the character dies. 

(f a charaete.'' succeeds in stab<llz»ng, hlmselfn his Life Flolnts elevate to 
zero, anid he retwet^ consciousneK - althou^ he will suffer a -60 A| 
Action Penalty. That penalty is rciducod by 5 points per dsf (unless the 
cliarBctJcr's Rcgcflciraddn indltatcs other-wise). A charaaer can also bt 
stabilized beatKig a Medkcme Cfwck with McxJenate Difficulty, 




Calkd Amy 

Wften ^ pcrypn dies, his spirit rcmalrfi In thus WOlId one hour for t;A.tlh 
point of Pbwcr he possessed. When thai [»me expires, lis? soul tr^imlgrcit€5 
ld the Bt;><md dnd never returns. While wal&ng for triinsmigr,itl<>n. the sgul 
will tilher reimin wtth the iiody or In the place wticirc ihc pErson died, as 
CCMiEKJered' ^ppropriale by the Game MaBter. 

Table 19: Bash RECEr^jEtiATitDN 



RECOVERY 




1 to 2 
'i to 7 

H so 9 
10 



RegenemtMin level 



15 

17 
i3 

19 or 20 





MosL wound hejH ^wlth tinie, but how long such heAlimjg takes depends 
□n th« sei^wsneH of ihe wound and the charamer's ConiUlutlon. Each 
Individijal has his own healing factor that indlcaEes the speed with uvWdh he 
v^ibJi recover rrom danage. This l& called h+s ftegenemtvon- 

Rc^mcmtlon 

^. The FtegeJieratiofi of a charitlcr q tiasfrd on his ConslltUtioni. [>ependlin| 
on how high thai number Is, his hedllnjg will be sU]wver or faXix, j-s tan 
be seen lit Tibic 19. It is rvoi necessary to reai;ti inhumanity ta recoivE 
the RfigenenitK*n of n Constitution grater than tQ. because a ltvln| tjody 
repairs itself njiturally. RcgeneratiDni of 19 and 20 are special tJses, Only 
entrties With a GnoSfi higher ihin 40 can reach those tevels, 

BetoWi in Table liO, you can see the LP a person reewers according 
to his FtegefieriltlCKl, Fle5tlr>g chamcfers must pass the da/ receiving care and 
mrcwing N=»s little f^s possible. The table also shows the pen^cs to adtlon due 
to physical wounds, such as brottn bon*i or concuislon, during dilTerent 
itages of the healwig process. These are, for e><amipiie. the effects pnuduced 
by cntkals above SO th^it did npi cause amputation. In the esse of creatures 
wtth Dam^ Resiscarce. the healing Index for LP regenerated ft multiplied 
by five. 

Aside frotT* the healing Itself, the R^neratton tar give the diaractcr 
various innate abilities as ^cfNn in the Specif Capabllitleii LcAumn. 



Table ID: Healjjnc 





Resting 


Not Aeiting 






i 


10 (X-r rj.iy 


5 pci- day 


5 DC' day 




1 I 


20 pel' day 


10 ]K-r day 


-5 DC day 




i 


0 per (i.iy 




r 




-\ 


■10 pel- day 


20 pi-r day 


- lO per day 




J 


50 pc>- d.iy 


;5 per d..-iy 


■10 per day 


No j^^^^^H 


t> 


7 J p' day 


■■0 per dfiy 


-15 per da> 


Phu fhiiracter not Liuffer the effects of Bleeding Ot^^^B 


7 


100 (X'i- ci;Ly 


\0 per drjy 


■20 per dr.y 


C\o,v\\y rimputalcd IjiTibi reavivt-r if pi-ict J on l?1t: ituoip 
Vi'ithin ,1 week 




250 per day 


100 per d.iy 


-25 p' rduy 


As abovf;, bi.;i within fivv^ day:; 




^.00 i3cr dry 


200 per day 


SO p£.:r d:iy 


A% obvjvo,;, bui v/ithin d'lree d.iys. The :liar,^c:ter :jLii.:rn:i;ic..i||y^ 
overcomes tlie state Between 1 ile ,]n:i OL-ath 


10 


1 pc'! iDinure 


NA 


-"10 per day 


As above, but within one day ^|Pi 

Ai";y .■■jir.pi.aared lirnu n-r^Nor-. W piarcd on the sin; rip V'/:!hin 
a wi k 










1i 


2 j^iCT rnipiUTC 


NA 


■ 'iVj [)('r d ly 


12 


i per inulP 


NA 


-5 per hour 


Ai itiO'/e. but Within iIthk' dny:. 


,-■3 


10 -jLir rninulc 


NA 


10 pur \\<jitf 


Ai jtiove, bni within oiie day 


14 


1 pcrliirn 


NA 


-15 per hour 


Any Wn'b rocov' "" •< piared on )'■■ ■■<■ '> wlthn- ev.-jl hour s 










Any iijnb recover:; inimi liaie'y if pl:..ced on the .liirnj '.vithtn 


lb 


S por "furn 


NA 


20 ;5cr '• louy 


ore Turn. E-xcept lor the lit.jd, any anipu ' u inofnDt."r 
;,^^0^^■i b,3t.k witl'in ;'. ^vt'fk 


16 


10 per Turn 


NA 


-10 per minute; 


C'^Ciipt for the he id, any amputs :d n ^nib b,;;ek 
within three days 


1? 


2. J p( ■ Tlitii 


NA 


- '0 iurn 


F^^cr-pi for the rii' /id. .li;y a-!i[jui -Tied nieai!;er ^^rows hack 91 
\viliii'! tev..' hota-s 


18 


!jO per Tixn 


NA 


25 per Turn 


! cci Jt for tkie iiead, .iny amputated membicr grows bacic 
W^' iiii f- ■ iurns 




IGO ijcr Tui-:i 


NA 


AIL coch Tiini 


The ciini.vii.aicd Stub rc^fow ond h cofn~- • 'e'lef.'nnr,'/ (Vr one 'ura 


?0* 


7 : r i!irn 


NA 







'Ri{;geJier(rU<50 fequires u (iiigsis 4£J; ftegenerat/on ^ requires o 'CSncHifj of 45. 



Physical ABiii+iES 




W i- ■ ■ I -Lier readies a Movement ^ue ^3tcr th.i ■ 
10, h>y. \r:)M'. .11 ,1 spesj no nomnnil .lnjm^n could ftadl in rc;,,; 
llfc. Qiara£tErs cannoU thendbre. pos?^ Mcwemwt Viilues 
..grener liian 10, even iF their Agllft^ li hi^r tihan that - untess 
tht7 hawj devElopecf fln ?4h^ to perifcrfTin (nliuiTHrt or Zen 
acdoni. EmtlEici that travel using MowemErkt '^lue 20 
tfrwet an)' distaiice nhcy wisii in a sin^ Combat Turn. 



PHYSICAL ABILITIES 

P^ij^ImI ANIili« depend dcrcctly on the chnraclEr's attritiures. TfKrie 
.irr 'hj-ee klr^tfs; flov^^ment Value, Wejght Index, and FaDgue, Eachof thew 
hns different furictiona, from cteddlng how fgst a characier can run to 
irKjicatlni the wel^t he tan carry. ^ 

"f- 

Movcnncmf V^lue repf^ents the rrLaxini-um spneed at which a person- 
CiiH mn. It IS equivalent to the Agility Chimcterlsilc; If ,3 choracier has an 

i.v of 7. his; Movcmcfil Value Is also 7. To know how nixh di-ltamce jre 
covered by this mowment, ctwsuliL Table 21 . The distance Eistfjc* tKene ts 
the miiximufn distance a character cm run during oni: Combat Turn (which 
is thfiee secondi Eong), while th* rh.'^racter Is already moving. In unfavorable 
ccmditiOfis, such a>: in mountninous or broken tcrrnin, this speed <an 
from or>e to three porits lower, ;3s consfdered appro priqre by the G^me 
Miister. This ablitt)' js modified by the Athleiiciirn Secondary Abilrty. 



Table 21: M(?vement Value 



A cfiarTicter's abriKy to jump dependis or« his Mcavemeni Value. 
Wfth the apfnopriate running start, a character can |ump 
honionlally up So oncj-fiflh of hts Movement V^ue distance, rouniJett down. 
ThJS ability li modified bf the lump Secondary AblRty. 

5ince Celia's Movement Vjiue is \0, she C3h jump up to 25 foct 
liDnzortslly if she gets 4 ^ooti rimnmi^ start 

This indicates how minch ^wtght a character can carry, (t S eqtrivalent to 
the Strcnj^th CharactenEtic. Thus, if a chanjcter h^i 3 Strength score of 7. hii 
Wei|*it Indr x wouJiJ b'- 7 .ss well. To know how much wefg^t a character can 
carry, cor-,ii t Table 1^, The first column represents how ffiudi a charaOEr 
can carry or \\k over his. hc,id wii^iour difficulty. If an Itidf/idual Is carrying 
or UfUrig more than that figure, it reduces hK Mio^'en^nt Value by 2 points. 
He also loses an atklillonal Fatl|uo Point for each half-hour spent retrying 
rt- The second colunnn IrKlKalet the maxim-um weight a character can lifL 
Any person trying 5)p move while carrying Uiat nntjch weight reduces hk 
Movement ValuBi by 5 and loses 1 Fatigue Pbint per Ccwntaat Turn. To hiwe » 
V^^ht Index ht^er tlian tO. one must be able to perform Inhuman or 2^en 
ajctions. A creature w^irh a Vfe^ht Inidex of 20 ti tapable of lifting absolutely 
iny mass, as long as he Is standing on somethiflg that won't give A,ty fira. 

Table 22; Wejght ii^dex 

Require 





Table 23: Fatigue 



Penalty 





0 






.1 






2 






3 


'Hi 




4 


-10 



Table 24: PHYsrcAi needs 



Minimal feo-j 

On* 1 v withtiiii. i .1 I 
O'T; _.ir vvithou* drink l A 
InauffiCient si^p 
No sleep 




fatigue is rctatcd lo the physical activities pErformcd bj^ a chararcter. 
Ei'cry time someone maliti s p^ij^ltal tfftjrt iL drttfis hliTi. T>iis AUributc 
depends directly od ^ cKarati^r's Consiliutlon, Thus, a ttiarajCKr with a 
Con^tltgticin of 6 would h-nve € Fitigye Poinii. These point* drop at Si rate 
of 1 far ffvery thirTy minute of hand wofk or e>wq- hotJrs- of 11^ wiprk. 

If a chartcLBr wiillES, he may vatunUrily spend Fatigue ftjimts to 
Impnwe fils performance of physkii'i acUoiti. (n o vt^f. he ts burning off 
reserve to perform aaions that would o-th^nwise b^. very dlff»Ctlltr Eactl 
prant of Fatigue speni: on an aclion gives a character a 15 bonus tn his diE 
roll. This lule o*ily permiti Irmp^'ovemefit for AbhUty Checks on Secondary 
Abilit>« <}iat (iepeod on Stn^gth tind Agllty, w^l ti? those Comhat 
Ahllitici based cm Dexterity and Agility. It e not possitde Xa use fatigue 
Pofrtts 10 inip-we Ma^lc PlrailectMMi or Pi^lc Projtcbiwi, as utity arc not 
depefidsnt on phySwS effort. 

Of roursc, no one can exhaust EherTL";elvM wich a angle mweuwer. 
Therefore, a player may Dnl;f' spend 1 of his character's Fatigue Points prer 
Combat Turn - either lo Improve i simple Mlon (and obtain a * 30 bcmiis) 
or two dlffe<Tent actions {and otit.iln a +15 boflui on each). A player must 
dedan? Ih^t his ch^ifTicter vviJl spend faOgue ppints before mll^ng the dice, 
If Faligue Pouts are used in a CofiEested Ability Oieck. SLich as an attack ar 
drfftdsc^ It must be di?clarcd 
befor-e tht' oppQnefit makes 
hii roll. A charRctET can 
dso cspcnd Faligue poinli 
to improve his die roll for 
Strength, Drateniy, or Agility 
CharactcristiL Checks, Every 
[XMt spent this way confers 
ii tK5niJ5 Qi' one point on the 
die ml br that aOrlbutE. 

Lai-tly, Fatigue Car be 
used to ificrease atharacter's 
Superniityfol AMlDes for ^ 
\ftfj bnef period of tirne. 
Each Fa^giK Fbiinl invested 
n this way irwireasei a 
chnrKter's MA by +15, or 
it adds a bonus of +1 to al' 
hii Ki AccumuSationn for t ■ 
Combat Tuwi crfily. 



t 



EKhmsthm 



)t's very ftifficylt to resist tfic t^tiijuc effects, 



daync l> .3ttcn7pt[ng 
to wcjpe ifrom ^u^n:)? in 
3 c% where sbe is feisdy 
qctusal £if a rnui^ei'. M 
tht'y chase liej-, sbc has ta [ump fhomr the top pf^ bouic io try ^nc^ 

tlicni- To ivQ^ii mruiy. sJic ncod^ to pcHbrm an Acrohjto CWk: 
Hcwevcr, bcfbn^ her pi^yer throws the tlioe, be flecliires thgt 5l>e will 
sperhJj 2 f-'^tj^ue Points on the^ttejnp^, As q resuSt, slie *50 to the 
Hml ability ■jcore obtglhe^ thrtjugli tlie clie roli. 

Uter, R3yr?e is futr^ ta nrr^tea Streh^th Clieck, 5lnc«S sh? only 
has a Slrentjth uf 5, aiKt hey player w^nti to m^kc mtt: ^bc p:ishe5' tbc 
che;k, he itTiTits 1 Fatitjuc Potnt hcfofc maJiJng tli€ po!l to lower the 
t^rijct niimbcr by pnc- Tbe roll turns oirt to bc^ld, h«t thanbtothe 
F^tiijLrc PctJnt Invc5tc4 t^c result i^ lowrareid to 4 5, ^Jidi Rayne p^^es 
tbc cJjcci^ bv 4 hair. 



If a character's. Fatigue Joints reflch i v^try fow lewdit f^e begins to suffer 
the effects of eKhaustion. When a character's Fatlg.UE F^lnLv dnjp to 4 or 
lels, physical and m^ital fatigue cause a penally to any action undennkeri- 
Thev^ue of this penatty Is IrM^ciiiecl in Tablfi 23. If a ch^cter naturally 
h^s a ConstltutloTi of 4 or Icjwer, !"« ■£k>es not automitlcalS)' suffer that 
penalty constantly btJE does so fts soon as he be^s tP lewc FatJglJe Faints. 
Characters rciCOver Fatigue F^ntS at a rate of 1 for every thirty minutes of 
co4nptece rest or for every one hour without 5i(gnincant effoft, 

RcrTKTnbcrlngthjjt R^ync Inv^ftett 5 F^ticjue Points to improv<j 
various abrlfties.. and given tbait 5he Iras a base Comtittctiori of 7, afte^^ 
c^rryfing ocit those actions ^he hqs only 4 Fatigue Points rentuffiirjg 
This gives l>er i -10 penalty to ji^y ^ciiotn because of exkaustion 
She sliouM nest for ^ while to recover. 

Movment ami FatiiiHC 

N!a^tJurally^ ai a person uuvels he gradually tires. Below, is a refcfcnce to 
how mudi a charadef tires at cMfferefit nxwemeAt i^ieedl^. 



Walksng Pacef ThE character is 
walkinjl hDrmaliy. He- kutcs T Fat^ue 
Pdini e^/ery $ h<?uri. 

MarchEngi This is a cjukic, steady 
walk. It causes the loss of 1 Fatijgue 
Ftnnt for Every 2 hours of Tnarthlnii. 

Runnii^ The character is running, 
but wliJioui pushing himself to the 
majamum. He nnovei at a Movement 
\^lue 2 levels befow hlimAxJnxiiri, but 
loses only 1 Fatigue F^int for every 
10 minutes of running. Thts period 
of time Hi doubJcd for each Diffioulty 
Level obtained abowe Moderate on an 
.Arhlelicism Ch^ck. 

Maximum Speeds This Is the 
fastest a character can iT»cwe. Ttre 
charicter uses his full Movenwut 
Vuiiue. but he loses t fatigue f^int 
for evwy 5 Combat TurtiS tihat he 
maifitaJns such a pace. Each Difficulty 
Level ^hnve Moderate fichieved on 
an Atihlcticisn Check douUes that 
period of lime. 




Fhys 



Any normal human needs t?oth food and; steep: otherwise, he wjffers 
peniiHies tQ actwns for ewh day th.it p^tsws wlth<?uf Mtisfying those n^eds, 
Tahfe 14 lists these penalties. Of course, a continued lack of fgqd imd 
drink can end up Causing the char^tcr's death. 




CQlTlBAt niOdlJLES 



lit Is 




THE IDEA BEHIND MODULES 

When a character sievelops his Attack and Defense abHrtleSp he doei 
so with a 5Wis5^i weapofi, wtiich he will hisve dicwen From tht bc^nlrg. 
Ii \i also possible vn learti lo fi^tii withouL we^ori, in which case the 
character's Comtiit ANIity is tofisidercd lo be "UrLarmcd." 

MOiiifim to Comlml Alnlttits 

Even if he originxiHj' onSy learned to use one weapon, ^ character who 
m evpert fighter will have at least sonie miiniimal notion o[ how w fight 
u^tn^. many othef types of weaporvs. Althou|jh ihe wa)' ihcy are used might 
be quite different, there; are alwa^^s tertair* siTnilaritics. So. whcr> usirtg 3 
weapon other than lhat wllh which he is trBined, a. character stmpi)f applies 
A penislty ta hts Attack ind Ehxk ahUities- That penalty depends on the 
degree of difference betweeri his ncfrniil weapon arvd the weapof^ he is 
Liirnentl}' usjng. 



Table 25: Modifjhrs to Com.-\ 


T A"'^ ITY 




Simil.if Weapon 


-20 


Mixed-Class Weapon 


-40 


Difftrcni. CL'i^s / Unarmed 


-60 


Blocking and Dodging 


jjjjjjjjlp 



Similar Weapon; The character kncv/i, how to 'ipht with at least one 
weapon Ql ttiii class. This would be the case, lor instance, hr sonneone 
who knows hgw to use s Long Sword (Sword <l3ss) and tnes to Lise a Saber 
(/\\^Q Swond CI.3S5). 

liilM«(MIlA4S Weapon; The character knows how to use q weapon, 
but altcmpls to use one lhat is of marc than one? Clasi including onf 
im which he ts not trained. This woul-d be the cas£ of someciflis who, Tot 
eMimple, knov/s how to handle a Long Sword fSword ciass) but wisiies to 
wHid Bastand Swor<f (Swond iind TwcHianded Swora tU^^s). 

Different Clasi / Unarmed: The tharaacr is usmg a weapon with 
whtch he has rte iraitiln^. Tiih would he ihe case (tx a person who knows 
hcjw to use a Long Sword {Sword class) and tnes to use a Warhammer 
(Mace). It Is abo used whefi someonE who knows only unarmed com h it 
ires to use a weapon, or vii^ ver^i. 

Blocking amd Dodlgirtgt This h the pena|{y tti^t must be apptied when 
a perform with the Block jtJiiy tries to Dedfte an aitacfc^ ar vici: versa. 
Rfifflembw thai in addilion to the. -60^ the two ablHtics arc basEd ofi 
different Characteristics, and thiereforc use different bonusea. 

when wc crcatc4 Cctta. fbp ejcarnple, we tjecidod thst her maJti 
tvegpaiv \^'Dijlti be a s^ber, with which she hg& Ability'' Kore of 70. 
if^he i^kes tip g kq.pi'et. a atniil^l' ^wsaptart, her q-ttaek 15 reduced ta 50, 
while tf slie Jt^bs g MixeJ-Cliss Weapon, ^uch as 3 B3sigr4 Swdk^. 
her ablhty falls to just 50. Ari4- if she tries i.o fidbt Uti3rtne:4, pr yscs 
.3 fteapcjr> With which she has no expertise, ■such as a Battle Akc. jhc 
wou\4 have ari ahii% of anly tc. 



An uniivldua] Isn't llmfled- to leamlnig just one w<apQn; with 
pfTKtlce he can become equaJl)' adfept with maftf others. The Wtapom 
Nodutes allow J character 10 eliminate the peraltks for wielding, weapons 
other than she one they Chcise riltlall/. and even, on Dccaskjri, la use 
thetr Comhat AbSty to launcii spells, or pii>ch« powers. To acquire tftese 
modules, it is nEjcessar)' to spend the DP indicated for their 0!>5t- 

Tk GmcTiil weajwns MoMcs 

These njodufes are listed as a. Primary Ability for comhiL Thcrefanc, 
any DP invested in these modules coUnt toward a chaj^cter's point 
distribution Nm-'it, 

Si.MELAn Weapon •' - 

The chnrnicter knows how lo use two similar weaporvs. 
Effect!; Qiv^b the cha,racier the ab«lliy to use an additional wea^ion of 
the ESime dass as one the character alre^y kiiows. 
Cma 10 DP 

Mjxed- Class Weapon 

The character knowi hew \q utti two wcafjoris with stwnc similarities. 
Effects^ Gives ihc character the ability to use an additional VifeafJon th;it 
shares at least one class with a. weapon Che character already knows, 
Cost 15 DP 

PlFFEItENT TvPE/ WNAR,^^ED 
The character knows how 10 urse tv^ very different weaporks. 
Effects; This gjves the character the ability to use a weapon of a ciass 
sviih which he b not famiiian 
Cost: 20 DP 

WhioLE-cLAS5 Weapons 

the chaficter has mangged to dominate the techniques, for use of all 
wci'ion'; of a given ddss, flnd h« miiy use any of them without penalty, 

Effects: Allows ttie uie of any weapons of J ctetemiined diss without 
lipplyiiiH penalty to his Combat Abillues. The pi^ytt must diooie a spccipHi 
clas^ of wea^ion, whether that ts pure or ml)«ed. ff a character is ti^ined in the 
JSC" of S\vonte, he can handle any of Ihcm withcHJt penalty, but thai would not 
hotd for s Basliird Sword, because it is miMed^lass weapon. 

Cost: 'jC r>H 

PKOjrcTH.E: Wrapo.^js 

Tlie diflmctef «. to use his ^Irn. with ,311 projectile weapotn. 
Effects; The character can use any projectile weapon using the same 
Af.ick ability. 

Cost: '^0 DP ' . „ _ . - 

TVlkOVVlNG 

The chaQcter I5 abte to use \^ aJm wh^e throwing, my object or weapon. 

Effects; The character acquires sWB H thncwrinf al sorts of items w^th the 
sjJTie Attack ;ibllity. Kieep in n-and that ihlscteesn't pihyslcally permit the use of 
Niveapom using the ThrowaJjJe rule, just the sbMy to trmow them. 

Cosfc 50 DP 

i 

IMPROVS5ED Weapons 

The f[ghtEr In quotion Is very sfeffled at using whatever objects happen Eo be 
around 'ijN with. 

Effects: This modufe .ii'ows ."iriy type of ot)tect to be used as an 
iiii|.To-- -^e^ipDii. 

Cost; 50 DP 

Tk Arcktyjncal Wcapm Modules 

Thete pnodiMii Include 3 numbs" of weapons that are-tradlilonjlly used 
with great masterx by certain types of fjeopie. If you wish, you tan create 
yoLtr own sucii modufes. as long as the selection has a real relationship 
with a traditional or archetypical figure. As witli the foregoing, these sft 
considered Primary AhiJiCies for combat- 



^ hpKm\V.\AH MODVLE 

"these big,, powcrfuT weaipon^ are orten used fay individu iK. wMli ficrrc 
ir-.d iMrbEiric fighting styles. 

Effects: /wartii skHl in [fie following weapons: War Axt:, Battle Axe. 
Two-h5nci«Hd S'^ord, Boitard Sv«jrd, and Heavy Battle Mace. 
Cost "jo DP — 

NiNJA MOPL/LE 

Th«e exoW wapofls wErc usenj by orieivLiil attasair.s. 
Effectit Avvards sWII -in the folky^ni weapons: Krit.:in,-i, Tiinlo. Claws, 
Shuri -:i"ii. and Kusari-gama. 
Cost: 50 DP 



A wajTiorspcdallzed In ^el4^n>3 ^Ur^iator weapons. 

Dull MoDiyiE 

These wtapOns are used b^" sword^mi-n and lencing masiers. 
Effects; Awariis sk«li m th* following wic^pons: Raplcr, Foil. Parrylirg 
EJiijlgcr. Sailer, Lfln^ Sward. 
Cost: 5C DP . / ■ 

P".£>\TF: MOPL/LE - ,/ 

These .are the Vi*eapcns nuret used bf sailors. * 

EffectSE Aw-rirds skill In the folji>vi|i,?, wcdpons: Harpoon, Gtadiator's 

Net, Hook, S^ibcr. and Handaxe. 

Coit: 50 DP . - 

I ^ 

No.MAP Mom r . 

These wcapnris Nvere usetl by warrMnrs who were raited In the desert, 
Erfects: Awjirds skill hn the following weapons: Dagger, CKakram. Lof>g 

Bcv/. Isrimltar, and Lanct 
Cost; 50 DP 

HU'.K'T MO[>UL£ 

These vvtapans iire ysetl by righters expert in snifter fuj^c who make use 
of li^^ often projectile weaports. 

Effects: Awards ikill In die foJlpwing weapon*; Javelin. Bow, 5hOrl 
Shvord, Lance, aritt Bol«. 

Cost ^ DP 



Knight Mopu/le 

These weapons are i»ed by orthiitfcK warriors ■Jwtio fight cm foot or from 

Effects: Aw£irds skill in the fallowing weapons: Lprig Swo*Td, Cavalry 
L.infi^ Mace, Bastard Svwd, and Shield. 
Cost: 50 DP 

Glapiator Module 

Tliese are the estnUc gnd showy w^eaporvs u^d by fighten lr» circuses and 

.nrpTicis. 

Effects: Awards slklH \t\ the foilowing weiipw&: Short Swdrd, Gladtator's 
Net. Bucktor. Trld&mt, and Whip. 
Cost: 50 DP 

A55A5&INJ MorVLE 

Thew predse, deadlyi and easjHjo-hiide ■A^apons wtre <?ften used by dark 
fighters. 

Effects: Awnrds skill iii th-C fo^lowlni; A/cipons: Shorl Sword. Hjnfature 
Croisbow, CiuD. Blow^un, arid Stiletto. 
Cost^ 50 DP 

Soldier. Mopule 

These rine ihe vi/et,dions tradHlonally taught to regular ioldleri in nrtoait 
any ar^my. 

Effects; Awards skill in rhc followirij', wt-apon.^: trossbow, Long Sword, 
H,ilbecxl, Liincc, and Shield. 
Cost: 50 DP 

lNi.MGEiVaU5 M o PULE 

TTii^. Is the cambat equipfneni trnditlonally used by IndlgenDUi tribK of 
\ \\\<i iv:plisri;:;a:icin. 
Effects: f\wi\r^% skll! in (he following weapons^ Jaweiln, Lance, Full Shldd, 

Bqw, and Blowgun. 
Cmts SO dp" 

RiANPIT MoDUl r. 

TTkcse iim-pJe but menacing weapons are u^ed by wai ! lors who speciarllM 
in thcfl and rotitery. 

Effects: Awards skill in the following weapor'ii: Dagger. Crassbow. Shori 
Sword, M^ice, and Ciub. 



Cost: 50 DP 



Tl>?&e if-oduics pefmit tf>e character to increafie his combat effisctivEnes 
by r edLCinj; the penalties for periofflirig tuirtain attack maneuveri. As with the 
foru^oing, these arp cofi5*dered Prinary AbiliijsSi few ootTibat 

BaTTO .IL/T5^./ / lAl JVTSV 

Th-^ ikili permits a character to tinsfwathc his weafipn vvlih (>erfca Ease. 

Effects: The characte*" can unihcnths his weapoo wlt^iout appJying the 
- 15 penalty to the Attack or Block abilities. It has no effect far two^anded 
weapons. 

Cost: 30 DP 

AsiLA Attack 

The character spcclalizie* ir^ tnno€(l rrarwuvcrj Ehai can take out various 
enemies Wllh greater ease. 

Effectst This reduces Sie penalty for an An^i Artack rranruver by hsif. 
Therefore □ ch^rriCt.'?r applies -25 to hss attack atllity wtlflrt using this attack. 

Cost: '*0 DP 

PREO5I0.N Attack -* 

The character has a n^.^rked (ibihly to put his ariversar/ In 3 Menace 
Ppslllon. 

Effects: This reduce* the penialij' for a Put Weapon 't Fblrtt mar>euver 
haff. TtierE^pre 3 character applies -5p to hiS aaack afailicy when using 
this attack. 
Cost; 50 DP 

Di.sAk.Nt I Attack 

A character ^i^Wh this ability ha-s i[»cializ.ed in disarming his opportcnts. 
Effects: This ticduocs 6he penalty for a Disami marteuver to -20. 
Cost; '^■O DP 






Mtiical Motiiiks 



Tflest modiilei aa ns Primary Supernatural Alillilies. Therefore, Of 
invfiSMd In these modules count toward a cPi^iracler's point distributiofi IjmiiL 

MaCJC Pfi.OJECTIQN Ai AN AlT,A,CK 

Thts represents a cKctrActer's joining of hii combat knowledge with che 
ability to direct spells at an opporwut. For this ch;ira!;te-r, spells acl like real 
^veapons thai he tan project like n true martial abflilj'. 

Effects: This tiNoiws the character to use his r'ta \ -iliiliiy when 
Lif.iicrr.iking nn offenslvc^ Magic Projection. Only thr b.- .n nbiiit/ score 
15 used, not dhc points for Innate improvement iliat come kom GORfttMt 
cksscii. This module cannot be Lisc d to laurL'i '^iijiiii.vt.' or defensiw spells. 

Cost: 75 DP 

For cX5rT7p3e, Exck^o, a tihird-levd Wjjriock, h^s ^ fin^l Atl^^-k 
smte of 115 Hi5 base ability is 90, to which +10 Is added for his 
Pt<terrty, qrpd q ♦IS 55 3 n innate bonus tfije to his dgss. As he hg^ 
no hii^ic Pi-o)ection, -he spends ^5 DP io buy {h\s rrjociiile. Wheif he 
does 5o, he canncit use She Jnnstc bontft ^Iven to Hirn by l^iis d^ss- 
Tfii5 hi^ final gblifly scijre 100 whcr? usfn^ thi^ nK34tilc. 

Magic Pflojection as a Defense 

The charjjcter uses his dcFcr*iive kiiowledgp to project his passiyc artd 
shle^dllrig sjpclls ai rhouj^h th^y wr-ro wcr^p^ns or amnor thai kv^erctpt the 
attacks of his efiemJes- 

Effects: This permits a character's Defenjf^ r.bilit)' to be used as A 
d^fenMve Magic Prx>jcctlon. Only ine base ability is used, not the poiflis for 
innatf improvftrnicnt thrlt como fi"om particular classes. This triodUle cannot 
be trsdd to direct offensive spells. 

Cost: 7^ DP 



lliis module Ficti as a Primary Psychic Ability, Tiiercfore, any DP invcsicd 
in this modute oounls toward a chfir.ncter''. Point distribution limil. 

PsvcHic Pr.o;ectio.n Mopule 

The character ys« hl^ Combat AWItis to project m -iti! powei-s as If 
1*1 cy were actual weapons. 

Effects: This g^wes the character ability to use Combat Abililits as a 
Psychic Projection. The offens^e Is used to attack, and the defehslve tD raise 
shields. Oci\y the twse at><llty is Lssed, not the points, for innate improvement 
that camt from p-irttcvjlar classes^ 

Cost: 100 DP 

' MARTf AL ARTS 

In Aivma, a cKarattL-r who fitjht- rmly usinj; his bod/ can learn lo 
dominate martiaf ar'.i, Any of thp ?ty;£s below will allow liic character to 
use hti Albick or Block sbilitiei wiihoui penalty whtn flighting un.irmed. Ir 
a way, they are equivalent to an Em pt/' hands Weapons Module, but "hey 
also offer their adherents idditlon.jj .idvantages. 

The acquisition of martial art by a chant-tier implies <nueh 
rrvore thar simply knowing the Sl/lc, Many persons learn 
these ^ityfes, but thai dottn' t mean they reafcly know how to 
make use of the adv'^intJges they cnn offer. If a charactt'r in 
Aplma "knows" a mirtial art, it rrreans he Is a true master 
who has [earned it to perfefttlori. 

Learning a martial art 1S done by Investjng the ra:cci^ary 
Devaiopmcnt Fblnts (DP). Each S^yle costs SO DP - although if a character 
decides to fo*^s:;fo lenning ^ weapon in order tsl develop hl5 abiditiPS with a 
marUal an, U>e fir^ martial art learrtcd will cosi onty haSlfas mflny points. If the 
diaracter is a Tso, the cost of the fifSt n'larti.ll art learned will be only 10 DP. 

There are ten baSi>c marTiHl arts, .nnd ten more advaP'Ced ones 
The ba^lc onei are those that offer the charactti- the abHiry to 
fighL umarmed, while the n>or-c advaiKed improve the RbiliiiEs 
confemed by the basic ones. To learn .^n ad'^nced style, ft is 
thcrtlb<e necessary to fffst learn a bask onr. For each mnrlial 
. you will fi'ld a list of the adv:intagcs it offers. 



Fljk exflinple, Hny^to Nobunag^ 4*3de5 to develop hts 
Cambat Ability c^inertty us ^ rrj^rtlal artist, ln&ti;ad ctfle^fm-n^ 
3i weapon If therefore (itists l-nrrj only 25 [>P, rgtber fhin the 50 
DP rt v-otjld cost to i&tn a maftigl att tfhe already ia>cw the tftc of 

Comhm^ij Mnrtid ArU 

A tharacttr can leam -variotis martial arts arwl ctwose the advantagei 
that he prefers fr<xn ^^ch. He can also atcumutate the ai)tlllle$ giUned and 
tombine thesr effects - such as launching an adW^tkHiaJ attiKk or using a 
Trapping maneuver with only hal^ the noi-mal penalty. Ht can also choose 
the higher Final Damage of hl5 myitipie martial arts. Rc^rdlfii? special 
bonuses ta the Altack. Block, or Dodgf; abilities, these are attdcd as Innate 
bonuses for a character's cJassj and iO the fmaxlmum lirnit. combined with 
those oLnJlned through his pnofessicn, wobfd bt a +50. 

fia^kally. tlits. means that chamcter who knows several martial arts is 
not using them separately; Instead, he hK cine,ited his own martiil m USlflrg 
the characteristics that inisnst him Irom each one. 

Noburiaga i5a rnqsterofshoto^^n, J^crupu, ^nd Satnbo, He can 
therefore cany out additcon^l attacks 4pf?Eyfn^ only j -10 to ht^ 
abilfty, qnd iny pttialties to his combat n7aneLivcFS afe h^ktid He 
aly? 4^45 tDgctber *he borjuses for SbataMn ■Snd S^rnbo, so [h^l f« 
\M5S ben lis of- +fO ia Jiis Attack, and a *10 to filoct. Additiotially. 
be can use the ba^c damage orshi^tokai?, vvhlcb Is much higbcr than 
that oftbe others. 

Lfiwib lo the MfMial Arii 

A character ciin only de-f/eJop one Martial Art for every 40 paints [hat 
he develops his AttKk ability or Defense ability. If he wants to learn more 
styles, he must first brlnr| up his Com tat Abdities. 

Nobunsga has *n Attack ability cjfSO points, andi 5 DoctijeofSO, 
JO be Qh leartt a maxinium of three Ma,rtiai Arts This is hsGj 1:45c thr 
total of his Con] bat Abilities ts 15D, ar4 dtvidf^ci by 40 (the points 
reqij^ted to peirrrjit leaw^tn^ a new mgrtti! .^rt) aU"^ hirrt to loarn up 
tn three styles {fourjMrrq ttown?. 

why Am\'l Tim Martial Arts for Wam}is? 



SomeonE might ask 'why (Jiefe are no martial arts fbr wcapo^is. Of course, 
a Stimurai who uses a KaLana has studied IO?njiJtsu, a style of fifshcfng that 
could be convidered a martial art as much ai Shotofciin or Alkido. Bd, 
why are there no martial arts for weipfins? The ajisv^r 
IS that the arnr^s themsctvcs offer the same ipeciiil 
tharaaerlsEics that m,irtial arts do. The ve*'y abllrty to 
v^f^ield a particular weapon nejiresents the possessitjri 
of different styles. Two character^ who have the same 
Altack ability with a Kat.ina may employ 
different fencing styf^:s, bUL cveil soK^ach 
K is getting thq mart possible OoJt of 
weapon's chsncterisLics. How they uit 
itis nverdj' a question pfaesthetin. On 
the other hand, the special abilities 
conferred by the martial arts are 
c&niidered specific attributes of 
those urtarmcd artSf because 
the human body can be 
used jis a weapon In inaflljf 
dUTerent ways. 

Tl-Kt closest thing to 
martial arts with weapons are 
Che 5tyl* Modules cs^plalned 
in the pre.vlcrt4S section. 



Jslobunag3. master of 
n7anv combat stvles- 




immui^ Ihc Martial Arts 

wouldn't be iogKs^ for a character lo know a martt^ art without 
haying taken the i\me to [rain in li. ThErefbre, evien if he has \ht DP 
fiffceiSiir).', Jl character musL sttll hme a wTiy of studying i^^ a& wdl as some 
time to deditiiic to li. Ii is up to the G.ime Master to determine how much 
lime is ncccssar)' to iiwiest in order to (master i martial art. 

rk Eimc MnrtUil Arts 

Th™r jrc the simplest martlfli arts a character can acquire. The 
channel': ristics of each o^thetefi ,ir& ■diSOiSSed below: 

Advantages: These are the .advantages thai martial .t-i offers Che ; 
chn'" ■■ r who IrMn--. i'. 

Requirements; lo le;iiTi ,i ^,tylc. -t necessjiry lij mt^tt ihi^^ '-cqiiii ;.iTienUi 
listed i; I \ hi\ lion. 

Martial Knowledge: liif m.^rtsgl arU always -tonfcr a jonus lo li-m 
chnracicr'<i M;iriinl Knowicd^;'.-, which is listed in ths sect-on. 

Bonuses; The bonuses .iw.irdcd by the m:irti.n': .irt5 are like inn.sie cliiis 
bort(.is( 'o ih'.: Attack, Block, :ind Dodge ?ihllitHe5. Therefare, ibc Lota' of 

he-: bon. ■ irc subject to the Hnnll to innate improvement in comb:vt. 
Insy can never tie greater than *50. OfcDursC:, a chanicter only r<jce|yes 
the bonus when he masters the martial art, and not agam wfsiy time he 
l5v«4i up. 

KtMPO 

This I? n ff-'-- /hcc^linp, style of combal that u«^5 combin,il.ion^ bf sL"-ikEs. 
Tlf^tityk i^es mpid mLilt':-:.s att^iek:^ to try md flr,ij ^iips in an oppcHient's 
dcfir'nsi:"-. 

Advantages: Thfi rapid ^'Uny of t>4owi dllows a Kcmpo master to carry 
ou- i.Kli;ii>n.--.l .ittacki- wiih j penalty of - 10 to his .ihiliry instead of the 
ij=.-'il -15. It lijis a Ekise Damage 0^20, plus the chir.irter's Strenj^th 
bonus. i\t:nif)o L-i.c-s Ihc Glunt l.iljle. 

Requirements: Nor*-'. ' " ^ 

Martial Knowledge; ■ 10 

Bonus: None. 

Capoeira is il systcrn of combat that appeiu-s chaotic 
and employs broad acrotiatic movements oi the k^i that 
resefir,ble a tiancc. 

Advantages: The movement', of C.^poelf^^ Js'e so sweeping? 
thai ^f>cn the user makes an Area Attiitkj he is conydcrcd 
to he usinp, n iM'ge weapon, and he can affect up to five 
opponents. Capoj^lra h.is a Base Damage of 20, piiu-; tne 
Ch3<^rt'.'r'5 S''''r'';.sth bonus. It uses the EStunt Table. 

Hriquirements: Dane;' 40. 

Martial Knowledge: i 10 

Bonus: 1 10 to Dod^c', 

Tai Chi 

figre Than juit a manJal art, Tn Chi is a 
phltesitplv- It- cmpta^ every part of -'if. body 
tiling; mtMcmcTits thai arc so fluid rsnd filf-g.-int rl iai 
it don not c'vcn seam to t>e a r^al way of Fl^.hiir'l. 

Advantages: T.^i Chi po^ieMes a Base Oarna^ 
af 30, plus douWe the Pow«' bonus of the character, 
nepne«ntlng the of the character's mtGrnat Energy. Given that this 
enerij' is used only ^is a force mulLiplier, Tiii Chi att.icks occur on the Blunt 
Iflbie., not the Enorgj/ table. 

Rtquirvments; Use o^ K«. . | 

Martial Knowledge: 1-30 

Bonus: Noiic. 

Shotokan 

S^iolokan Is Jl mariial an that empto/s forreful scrikes wtrti either the fists 
or The legs.. The style consists of UkFng ,-idvant^i|ge of tlie weak points of ftn 
opponent'! defenses to deteai hion wrth a sthj^ attack. It is Tin offensive 
martial art ciipatil* of Inftictlng enQrmous damage. 

Advantage.?; Shotoksn has a Qaie Damage of 30, plus the dharacltf'i 
Scrpnc:th h:-:i - r. h iis« the Blunt Table-. 

Requirements; t^fone. ^ ' .T 



? 




Sambo 

The nanw Sambo comtes from Samoohororia Biez Orou^3^ whfch n^ieans 
■*unarn>ed personal defejise." It H i» v-ery precise and dcfcrssivs combat 
st/te, du'jclopcd for the training of certaJn rrillHtary or^nizations. 

Advantages: Fractliloneif^ of Sambo rcdiice the penalties for the 
fallowing combat maneuvers In half: Trapping, Area Attjirk. Tafcfi-Dowrn, 
iifid Disarm, Sambo ha* a Base Damage of 20, piius The chanicter'Si StrtnjiTh 
bofius. It uses the Blum Table. 

Rfjquirementsi None. 

Martial Knowledge: i-lO 

Bj^rtus: ' lU to tilock (Unanried). 

Rung Fi/ 

Kung fv is broad style dei^loped by many great orierttal mast^ of 
rnarttal arts. It Wtes «ts lr»splrBtion fronn various animals and imitates their 
iTioven^nts vvhile adaptini them to human comb.nt. B^ftuse its techniques 
■ir^ highly varied, il Is an art capabte of adapilnig Itself lo sltuatlorts as the)' 
drise. Thus, il5 practitioners ^.jn modify their stj'le with K^'^'^at ease. 

Advantages: E^*ry combi>t Wr'r,, a master of Kung Pu can choose i 
bonu^. of ' 10 to fH^ Attack, Block, Dodge. Damage, or Initiative, as he fincfc 
convenieni. He should dciJarc the afatlity to which his bonus Is dedicated 
before Imliaiive is calculated for the Combat Turn. If he u**s ft to improve 
his Attack, Btcck. or Doclge ablhty, it not tcnslderitd an mnate class 
bonus, and thefefore can Increase tt by more than ' 50. Kung Fu has a Base 
Damage of 20 plus ihfi tharacter't Strenph bonus, and attacks oectiT on 
the iJi'jnl Treble. 

Requirements: Auob./.ici 40. Sleight of Hajnd40. and Style ZO. 
Martial Kn^jwledgc; 10 
Bonus: Vi-i.iblu 10. 

Taekwondo is a system of combat that Is ttteal for combining with the 
use of weapons. It is a martia3 an thai is based primarily on effective 
attack;, w sh the 'e^s that Arc dkectcd with powEr and expertise. 
Advantages: Taekwondo possesses .3 Base Damage of 30* ptus 
ihc- cli.i.:-a!.-tr'i Strength bonus. It allows ihe chajacterto make an 
additional attack with hrt legs after his other attacks have heen 
made. This exiro? att-ick suffers a penalty of only -20 and acts Just 
as an addklonail we;vpoii would. It can he used c^i^en after niilknig 
1-1 ,-|-.f.-iirk wir'i .1 ILly^. Taekwondo uses the Blunl TaWe. 
Requirements: None. 
Martial Knowledge: i 10 
Bonus; None. 



Martial Knowledge: ' tO 
fi-onus; 10 TO A;Mck (Unnrmetf), 



AtKlfiO 

Aikido is a martial art that Ewiables 31 practitioner to defend 
himself against attacks using the et^my's own strength 
against him. It^ devoieei easily trap or break theu- 
atlacker's armi or lejgs using minimal movement- 
AccordinjRj to the phifoiophy behind (his art, the 
adversary's own viQ4^ixe Is &\t offlly thing, thai will 
defeat them. 

Advantages The -dSffiB^ caused by Aikido is 10> 
p-iis thr Sin,'[-,ji[h Bonus of the Aikido artislr, Hwever, 
whcM li nking a counterattack, twice the o^f"&rtcnl'i 
Sir.-;-!}.;'.!! Qi-jrius is also added (a minimum bOfluS erf ' 5). The 
■JltdCk occurs o'l the Blunt Table, .^nd it -^Hows one's Qpj>t»ni!nl 
to >;:m\y be controlfcd, so that fhene are IW penaitrtS to the Trapping 
rTtani_\.vei dLir '"^ .-i counter.ittack. - 
Requirements; Sleight Of Hjrtd AO. 
Martial Knowledge; 10 
Bonus: ; 10 Dodgi: or Block {Unarmed)., 

MiAAY Thai 

Muay Thai maximiles uiilfzation of the strsflgth of those wt» practJce it. 
The fighter utilfii^ the hainjer parts of his body, like his elhtiws and knee*. Its 
masters seek out the CrpponerH's wcakjrsx ptHnls. such as the jOJHtS Of rIbs. 

Advantsges: Muiay Tha^ has a &asc Damage of 20. plus triple ihe 
Strength boms of die user (instead the habitual Strength bonu!). It uses 

■h;-' Bl Lint Til i- 
Requirements: Feaits of Strength 40.. 
Martial Knowledge: "ID 
Bonus: N 



Grappling is an art tJiai cisnsists of holding, and iraf>frtnj one's oflponwit 
Training In grappling incfudea falls, puncllEi, k«±s. Strang I etiotds, and throws. 
The ewence of the style is to close the diBtnncE be-twEen the ftghtgr and 
opponenL laVie him tfown, and rtntsh off on tfie ground. 

Advantagfri; Grapplifij^ pcmito s characTer to L*se the Tciipptng .and 
TakE-down mancuvr^ wilJiouL any penally. It has a Base Damage of 20, plus 
the character's Strength bonus, U utilizes liifr Blunt Table. 

Requiremervts: l-c:5lL of Strength Id. 

Martial Knowledge: * 10 

Bonus: Noiif. 

The Aiivmmi tvXartial Arb 

~Uv Advanced Narcial Arts .ire more complex styles ot martial arts. 
They art haied cm knowledge developed through the baac am. t>ut widh 
considerabify' hig^iEr IevoI tEchniquw. Naturiiliy. la le^rn arv Advanced 
P^artlal Art, It ss necessary to first Iwe masterifd one cm* marE &f the styles 
on wh4dh they are based. 

Melkalah 

This is a strarige system of fighting ttiiat imaxinnttes the strength arvd 
ahlllE)' of its practitlofiers to Inhuman levels. The style Is based on ^10^tfs^ 
throws, and takc-ddwns of Incredibte cflfectiveneM. IL Is said llhat as long 
.IS a practiticwicr of MElkaiah kcfipa htt> feet on the gjTOijrKt he canrkot be 
.iefeated by convEntiona] msans. 

Advantage*,' This martial art awards 3 bonus of -" 3 to Strength or 
Dewier ii;y Checks when performrng T.^ke-Down or Trapping nmneuvers. 

Requirementst GrappJlng or Sambo, Inhumanity, n^ore than 160 In 
bcih Artack and Defense (Unarmed). 

Martial IKnowledge: ■ 10 

Bonus: ■ '.C 10 Attack (Unamjed). ' 
SERAPHtTi 

Acco*'dm| to tradition, Seraphitfl is a styie that wai dEvelopEd for 
[he purp^ftc of hunting demons. It h ari art that uses unu^uaHy perilous 
miAWTienti [Jiai put the priicililoi'ief it fisk, but that also' multiply the 
effectivKsness of the attack. In Current tJnle^f this art is known ceriajn 
SMTors Cfl the Church, especially mcn-ibcrs- of the Inquisition. 

A&fasnX-^gesi A character who empFoj's Scraphilc adds a ' 10 bonus 
the Filial Damage of the EJasic Martial Art style being used, If desired, he can 
shio ten^porarily iidd +20 to his Attack ability in exchange lor a -30 to hies 
Defenj* ability. This muit be declared before calculation of Inlti.itlve. 

Requirftnnentst Shotolcnji ci' Kempo, Presence Extrusion, mone than 
1H0 Attack (Unarmed). 

Martial Knowledge; > 10 

Bonus: i-7Q to Atf.ick (Unarmed). 

Pl/MAH 

Dwnah b krhswn as "the arE of the wind," a name it receni^d because h 
teaches its practiLioners TO uese their harKfe and le^s as though they were 
cutting or thriEting \weapDns. This is a tribal practice usttfljly transmiltted 
from parenls to children within a family. 

Advantages: A character whg employs Dumah adds a -^10 bonus to the 
Fina: DdrTi.i^e of ihe flaroal Art style being used, and he can also choose Eo 
use the Thruit or Cut Tables when attacWng. The forceCulness of these cute 
or thrusts Is such that it reduces the opponent's Armor Type by two po*ntSr 
It also adds • 10 Jo the Breakage of itu attacks. 

Re-quirements: Kampo or Capocina, Presence Eisirusion. 

Martial Knowledge: +^10 

Bonus; '■IQxo Attack (iJiwmed'j. 

Emp 

Emp Is a ntfTned technique of flghtmg that prqjsft^ to users tjo fight 
against armed encmlti, Uslrt^ rap*d and dlziylfig splrBi mo«merrK, a 
niaster of Emp is capable of advancing on and rendering an ofjponent 
helpless In a couple gf short moves. 

Advantages: This style permits ittsuser to perform the Disarm maneuver 
w\\h no penally to hri abrlliy^ and It adds a bonus of +3 to his Characteristic 
>n Contested Checks, 

ftequirementsi Kempo Or TaekwondCf, Mastery of AttACk (Unarmed). 

Martial Knowledge: t-^Q 

Bonus: -JD to AJrtack (Unarmed) and 1 10 to Initiative V/hen usinp 
:ii.:i' ti.jl arts. 



En urn 

Known as "the an of dreams," Enuth was cr^rated during the period 
of Yjnr between the Sylvailn and the Duk'iari.st. One faction oF the elves, 
followers of the philosophy of C'icL which forbids klHIryg, created Enuth 
in order to battle the Du4;'zjrisfc without having to take their Ifves. Due 
to the incredtWe resistance of the Ouk'zarist, thE stylE no-ached a level of 
perfection of in^:fled^ble e^itremes In onJer to equaJ the fighjing powsr of 
their antagonists. 

Advanta^iE Enuth ptenntts the applbcutlon of a +20 borus to the die roll 
[Q calculate the Criiicat Level when the character strllaes intending to knock 
tiis opponent unconscious, k tan also pffrmll the charaMer to ^/oluntartly 
rcdixa the amount of damage inffictcd by his bksw - evfin after the dice 
li.ive bf^fin thrown for both antagonists. 

Requirements: Sambo or Shotok.m, more than IfiO In both Attack and 
Defense (Uiijiiued). 

Martial Knovviedg)*; "lO 

Bonus; -20 tff Dodge and Block {Unarmed), 

Shephon Is, probsbty, the most perfect s^em of defense thart ejdeis. It 
>s Inspired by dhe flo^A- of water, and with its free^lowir^g mDvements, a 
master of this style Is capaWe of avoiding almost attsd! by changing Its 
trajectory. 

Advantages; When a chaiQcter declares that he has entered into Total 
DefeniSE mode, it increases the bonui for that maneuwr lo -^60. 

Requirementsr Aik dc and Kung Fu» Kl Control. Maitery of tMense 
{Unarmed). 

MsrtFiil Knowledge: 10 

Bonus: i-2Q to Dodge ard BkKk (Unarmed), 

Although dhe wisfrd Asiiku.M:n \% used todiiy to destgna?* an^f fighune, 
style used to kill it is actually one of the most complex marUa! ar ts ifl tht 
world. It has been pnohihited for cEnCurics due to its lethal natura. With the 
passage of tHtie, it was diluted mio venous styles created by schools of Kung 
Fu thai are no more than pjle <ne|lectlofi5 of true Asakusen. 

Advantagei: Asakuien makes the variable -^10 bonus of Kung Fu apply 
to Dodge. Attack. Block, tnidattve, and Damage all at the tame tln*e - ai 
long as martial arts are being used. However, the character lUH add*, nnecfipf 
to any one of those abilities he chooa&s in die samt way as is done for 
Kung Fy. 

RequirementK Kung Fti. and mor? than 160 in both Attack and 
Dc^er-ii^e (Unarmed), 
Martial Knowledge: '10 
Bonus; Only chose mcnUOned in Advantages, 

Velez 

To learn '^elei It is necessary for the praCtltjoner lO COrttro* his lnte*Yial 
enet^y and know how to channel it. This style concentrates all the spiritual 
power of the martlaP arust when he strikes, permitting hini tP treflte a fic/,' 
of pov/er capable of [wnetrajin^ even physical matter. It is without douw 
one q1 the rarest and most spectaitulai^martial arts In the Wtifld - aJthOiJ|h 
The few who know its secrets are inelyctant to share diem. 

Advantages: >^le7 permits thE character to strike using the Erjcr^ 
Table. NotHftheless. attacl?s made wJth this style urn he blocked normall)'. 
since they are not intangjbte. 

Requirements; Ta.i Chi or Kung FUp Presence E>{trusio*i. 

Martial Knowledge: *20 

Bonus: lo Biodf. or Dodge (Unarmed). 

SEL£NE 

According to mythology, ^ei^ne was th« tVst mamal art to be reiso^iied 
as such. It was practiced exdusively by womien, and, tratfitionafly, no man 
wai permitted to dreccsver lis setrets. Selene turn.? the attacker's owrv 
force against him^ ttHAin| him around kke a fs% dolJ. In spite of Jts great 
complexity, the moyemEnts of Selene are so subtle thai il often Seems the 
artrtt hasn'! sven moved. 

Advantagesi Due to hts ability to um his Defense aWllyr a master of 
Selene doubles hft bonus for counterattacking If he uses his Hesponse 
Action to atlacV his opponent wnh dhls martial art. 

Requirements! A-kWc, Mastery ofBtock or Dod|5e (Unarmed). 

Martial Knowledge: +10 

B^nus; +20 to Dodge and BkKk (Unarmed). 




Man^ consjder Hjikyowkukeri to be tlw mOiL pft-fect martial art Bi^t 
h?|£ ever ©(rtted- In fan, iti orlj^ln lifl't cvm humar, ttiaugh Us true SDUrct 
3 m^stei'-y. The praciJiloncr of Hak/oukufcen contnots ihe lansion of ■every 
rftuicle of htt bod/ and makES his attack^ wi'th dewasiaun^ power, literally 
dratttjying hb advErSiaries from Irislde, This style alid ipanhcs org to iget in 
ihc first iiEjike: If th&re is no sttacker, ther¥ \i rtO need for defense. 

Advantages: H^ikyoukuken adds a IXMiys of ' 20 to the Fmaf Dunnage of 
whiitever rrmrtiaS iiM Is belmjg used, Miost artnor offers no pcotectlofi ^alnsl 



lis attacks and so subti^ a -2 ftiom the AT \f ttwy arc sofL As it destroys 
an enemy'5 intemjil of|an.5, add a ^ 20 tu tha die roll calcuiating the Critical 
Leuet due to atLacki made using this martial art. ThI? last atlvanta^ appSes 
only Li* orlanid bein-gs. 

Rd^uinements; Shotokflii or Mus^ T^akl Ust at Heces^y Energy. 
MajtEry in Att.ifk ( Un ^rp>ed). 
Martial- Knowledge; +10 

Bonus: rjo to Ifiltlfltl'rt: whert uflng (riartlal arts and +10 to AtUffc 

(Unarmed). 



ARms An d 





Colm in Gjia are \^\ia\\f of sinniilarwzie and shiape 
in ill iti klnj^tfonw and prSndpalilles, Genemlly, they 
4|ttArE called "Crowns." arid each btars on one Face the 
^Jsaal of ihc Old Empire and on the oLhcr the syrtifcujl of 
She pnncip^llty in which it was minlEd. Generally, coins 
C:irh be CiHiriti?fj upon to h,we thE lame vaiue in any 
^ Cr^f^ / A" pnri of GiiiVi, llicm^^h there 3fe places when? the mcin«y 
* ¥ [j '-'^ of a rPF^J kinj?.dom not acceptKj, or is utoi only at 
.1 discount. Of course, trude do«n't have id be lied 
^ - ^ ' ^» exclu'.l'^i.'''j|" tQ coin,ige- V^rslth can alsD be rEpresEnted by 

precious itorves. land, ov tliles. 



No m.ltter what n character's cxperliic, it vvon'L do much good if he 
doesn't liaye the right equipmenl. As h-e prospers and improws. he can 
•i-'::^ Lind acquire prf^gr^ssively befTsr tools tg rrneet his msnds. TJiis chapter 
u-fferi deli5i5ed inforiiijiion jboiut common ec|,uipment ^nd some th« 
neictsary anrvs arvd armor. 





An Ar)t1i^iJjt>' ^hop m Linneri 

Money Is a fundamental necessity fcK buying and seillng things. The 
amoiint of mon^ characters posseti determines their atalily to accjUii^ 
equipmeritf and It also serves as a me-asure of their soda! levGl. In the wa<rld 
of Gala, ihetis are three denomlnjclons of mon ey, each with 3 dtstanct value. 
Tbc mosi common and least valuable are the copper ct>ms. (CC). They are 
used fbr everyday trarsactioni to acquire inexpensive tai^inior^ goods. In 
son^e princlpilitiej, copper is suhstilulcd with iron or brtMlze. but the value 
Is Ideoutill. The seccnd rnost common cqnn is the Silvurf Coin (SC), whidi 
Is worth 10 topper c*int, Finnlly, the QoM Coin {CC) represents a r>uch 
higher value; c-ath Gold Coin is vJorth 100 silver coins. GoW cowii ai^e used 
only for unusuiJIjf expensive lienVi. t 



Exchange Rate 

1 GC 100 SC 
1 SC 10 CC 



StartHijJ Money 

Characters rviwniall;^ begin play with ,^ specified aTnoynt of ^srt-up 
money for enponses and Initial equiprncrtt purchases. The player nuy ^rwent 
the expioination he wis^ies for the origin of the mon-ey - an mherilli'ite. 
Ws^ges recekved, or th^ ne^tiit of .i 5trDl<E] of luck, for axamplc. Those who 
have Combat Abilities afso begin with the b-ask weapon rhey know hcnv to 
use or some cheap picte of armor, as an i^tfij'niTlve. 

fo determine the Sl,Tirting Money of a character, you ihmjid first note 
his. social ■Ctjiss. One'i origin has a lot to do with how much money one 
begidS with. TI>e figures gven belcwv are for reforancc, .md the Game H-astcr 
iL in modify ll*e amounts listed If he finds it appropriate. It is recommervded 
that each plriyrir be ailowd to choose his social class, as this wiH enable him 
to create his character's backgroundl exactly as (->■ wish- .. Socl.-il cNiSS fi^iy 
ai:^o be determined randomly tiy rolfin,f Id 10: I -I'oor, 1-5 Mictdlt ClalS, 
6-9 Uppi^r OttsSr and 0=Minor Nobility, 



Social Class: Start-up Money 

Poor 5 CC 
Middle Class 1 GC 
Upper C ■ i 20 GC 
Minor Nobi: 7 150 GC 



Eiiiiijmcnl list^ 

Below is a listing cf She most useFuJ ifld commonly avaSaWe gootts and 
services. Included aie the objedt's priCej weight, arvd availability. 

Price; Tl>e iprice ts for reference onSy. tt is an average price, which 
can vary depending, on where the good pr service is sought The Game 
Master may d«lde to mcre^iK- the price oF certain goo*: in l^rg^ citieE ar in 
isolated localci.. In som* Cri&es, muttlpliers ne«d to be applied to reflect the 
quality of the item, which tan change rti value. 

V^ight the weight of items is g^iven in pounds. 

Availability: Not all objects are easy to find. Tfvcre are three tevets of 
avaifabilily: Coiirnon, Uncomtna^ (U), and Rai^ [R}. Common goods are 
not marked opi the Ust In any ipeoal way, and as flie nasne ItKlitcatei, they cin. 
be found in almost any city or town. The Uneonfimon fU) eq;uipment can 
only be ottained in larger cities ew specifically favorable locations, finally^ 
the rarest items are marked v^lih the letter R. Thess are unique artifacEs. 
almost impossible to obiajn even <n the greatest nietroipotis. 

Not all o^cts arc as eaiily found in one part of the vvorld ii m 
another. Something thai I& very unconnmhin in one part of the world might 
tie p4entifui Elsewhere. As an SKample, equipment our WOrtd considers ICt be 
of orlent(il origin can only be found commonly on Gaia Irr the printlpaJlttcs 
of Lannet and Shivat; elsewihere th^ are exotsc imports. 






ttiLllPMiiNI 



Item 



CL0THING 

Cost 



Shirt 

\/.-.! 

Tunic 

C,p 
Jacket 
Co:v\ 
Dress 

Cloves 
Rro^;d-bnn";[i led hat 
Mittens 

Mc['''.. Undt-i-we^ir 
Women's Undcrw(^Tr 

Bell 

|- L-iricikrrhief 
Hal! Gown 

M^:ii'', htjrmnl OutHt 
Man's Kimono 
Wcnari's Kirnono 

Footwear- 



1 SC 

2 SC 
1 SC 

3 SC 
7 SC 
). SC 
5 SC 
S SC 
1 SC 
? S( 
7. SC 
i SC 
1 SC 
7 SC 
5 SC 
1 SC 

1 7,C 

s cc 

2 GC 
15 SC 
20 SC 

Cost 



Clopi 

Wnl' r\g Boots 



f rtce modinerf 

Mediof re cLi.ilit/ 
Decent ni,t;ilit;.' 
Go;)ti Qj;;lil/ 
LuxLir/ or Dcii;.3nci 



S CC 
S SC 
1 SC 



^/7 

x1 

xlO 

;<100 



TRAVEl COSTS 



By Sea 

Short FViv ■. {?-S hours) 
Short Voy . (1 day) 
Mode,' Voy,i^>c {7-'j da/s) 
Lon_f Voyage (a week or more) 

By Land 



Cost 



5 SC 
10 SC 
1 GC 
5 GC 

Cost 



StiDft I rip (1 day) 
S^f^ruficdnt Journey (3 S day^) 
MotJirLiI Journey (1-2 weeks) 
Long Journey (more than a mofith) 

Pricr riiodiflcrs 

Med it II '-; ii- ility 
Decent quality 

Gt.-xl 0 via lily 
Luxury travel 
1 l.i'iv^'i'O'J'i jOLirney 



7 SC 
')0 SC 
1 GC 

S GC 



1/2 

xl 
xS 

xlOO 
xlO 



Availability 



U 

u 
u 
u 

Availability 



Availabilitv 



Availabititv 



Animal 



TRAfMSPORT 

Cost 



Availability 



Park Mule 
hiori^e 

Purebred Horse 
VVarho! so 
Working Ox 
Pack Bull 
Ridinf? Bull 
SaifU Bernard 

Transport 



-■y :ii ',:nw;f-?t^-i 



1 GC 
S CC 
50 GC 
?50 GC 

2 GC 
2GC 

3 GC 
15 GC 

Cost 



Availability 



Cart 

Clot!'- enclosed Wagon 
Wood-enclosed Waeon 
Standard' Co.ich 
Luxurious Coach 



Vessel 



1 GC 
SGC 
30 GC 
60 GC 
150 GC 

2 GC 

Cost 



U 

u 

Availability 



Boat 

Sititilc-mastfd Sading Vessel 
7wo-masted Sailing Vessel 
Three-rmsfed Sailing Vessel 
Small Cruiser 
Cruiser 



20 GC 
J 50 GC 
450 GC 
1,200 C( 
3,S00 G( 
8.000 Ct. 



Warship '15.000 GC 

F00D AND DRINK 



Beverage 



Coste 



AvaiF'^iitlitv 



Beer 

Good Beer 
Wine 

Good Wine 
Excellent wine 
Milk 
Juice 

Txotic Drinks 
Food 



1 CC 
ICC 

2 CC 
5CC 

3 SC 
1 CC 
5 CC 
I GC 

Cost 



Availability 



Mediocre Food 
Normal Food 
Good Food 

Fine Food 

Rations (one week) 



4 CC 
6CC 

5 SC 
5GC 

Cost Weight 



Avail. 



Field Rations (mediocre) 2 CC 10 lbs. 

Field Rations (decent) 5 CC 15 lbs. 

Field Rations (good) 5 SC 20 lbs. 

Field Ration', (excellenr.) 30 SC 20 li)-, 




LODGING 



Lodging 



Cost 



Availability 



Mediocre Lodging 
Decent Lodging 
Good Lodging 
Luxurious Lodging 



Dwelling 



5 CC 

25 SC. 
5 GC 

DWELLINGS 

Cost 



Avjiilabllity 



Shacl-. 
l-iouse 
[ irgc House 
sk Mansion 
Palacft 
CnstJe 

Price modLri«r> 

Mediocro^ cjuality 
Decent, qualily 
Good QualiLy 
I. uxurious 
Urban area 



15 GC 
60 GC 
150 GC 
800 GC 
2.000 GC 
;^0.000 GC 

1/2 

x1 

x2 

:«;10 

x2 



SERVICES AND CONTRACTS 

Per day of labor Cost Availability 



Artisan 
Assassin 
Guide 
Blacksmitfi 
Teacher / Instructor 
Phy^.ician / Healer 
Mes^icngf ■ 
!i i MtTCi-'ni-iry 
Valet. / Dickey 
Thief 

TrotjiDadour 

Pr'i<"E" rvirn'riflf^r'^ 

M(^djQ(:i-e (level 0) 
Dpt(:nf (leve; 1) 
Professional (level 3) 
Celebrated (level 5) 



10 SC 

5 GC IJ 
20 SC 
25 SC 
1 GC 

5 SC , .J. 
50 
1 SC 
1 GC 
5 SC 



x1 
x2 
xlO 
xlOO 



ltenr\ 



ART AND DEC0R 

Cost 



Availability 



Candelabra 

Glass China C^ibinct 

C ' lal nf Arms 

Caj'pfl 

Tapestry 



Silver- or Gold-smithing 




2 GC 

6^ GL U 
20 GC U 

5 GC 

4 GC 

Cost Weight Avail. 



2 GC 
1 GC 

3 GC 



0,25 lb, 
0.25 lb. 
3 lbs. 



Broach 

ScepLei' 

Netkl^ice 

Crown 

Diadem 

Bucl<le 

Slide 

Comb 

farrings 

Bracelet 

Kosary . 

Mediocre qiQlity 
Decent quality 
Good Quality 
Rxrellenl equality 
Luxury or designer 

Gems (medium size) 



10 GC 
IS G( 
■1 GC 
10 Gt 
GC 
50 SC 

2 GC 

3 GC 
7 CC 
2GC 
3 GC 



0.5 lb. 

6 lbs. 
O.S lb. 

4 lbs. 
0.25 ib. 
0.1 Ib. 
0.25 Ib. 
0.5 lbs. 
0.1 Ib. 
0.5 Ib. 
0.2S lb. 



1/2 

x1 

x2 

xlO 

xlOO 

Cost 



Zircon 

Vatiou'i Gerns 
Pearls 
Sapphire 
Ruby 
LHamond 
bmerald 
Black Opal 
Black Pearl 

Painting 



50 GC 
100 GC 
150 GC 
200 GC 
300 GC 
320 GC 
440 GC 
500 GC 
650 GC 

Cost 



Common Painting 
Good Painting 
Excellent Paintinjj 

PHcti rrwdiirwn 

Known artist 
Prestigious artist 
Legendary artist 



Dose 



25 GC 
80 GC 
125 GC 



x2 



X"} 

xlO 



POISONS 



Cost 



Arqua Toffana 

Ai-Baladin 

Roy ; \rsenic 

Atropine 

Belladonna 

Cantharidin 

Cyaniae 

Curare 

Muscarine 

Ramaleii Map 

Thallium 

White Cobra Venom 
Serpent's venom 
Salt of Saturn 



2S GC 
BO GC 
280 GC 
2 GC 
15 GC 

2 GC 
BO GC 
100 GC 

1 GC 
BOO GC 
20 SC 
500 GC 
5 GC 

3 GC 



Availability 



Availability 



AvaiFability 



MISCHLLANE0US ITEMS 



Item 


Cost 


Weight 


Avail. 


Oil 


5 CC 


2 lbs. 






[orch ^^Hp^W^ 


2 CL 


? li)'.. 






15 SC 


4 lbs. 




1 rpe Ches! 


2b SC 


30 lbs. 






50 SC 


7 lbs. 








4 lb;.. 






Walking Stick 


2 CC 


4 Ibi, 






Small Bag QUft 


2 SC 


0.-3 lb. 








5 SC 


2 lbs. 






Small Glass ftoulc 


20 GC 


^ lbs. 




U 


L^rgc Gl,;!v. BotliT 


50 GC 


7 lbs. 


U 


Light Chain fr^l) 'i GC 2 lbs. 





Hcav)' Chair, {i fci.l) 
Quiver o( Arrows 









1 ishin^; Nci ( ] tooi ) 


10 SC 1 ib. 


Hour^'/ri'.s 






0 


2 Gt : 


1 lb. 


Hcch.Tnk'al Clnc.k 


300 GC 


45 Ih^,, 


H 


l.arpc -Sack 


1 SC 


1 Ib. 




Sii><;ll Sa.rk 


2 SC 


O.s lb. 




Whistle 


10 SC 


0.2 Ij. 












1 i.i.Ki ir■k;u^ ii 


200 CC 


y lbs 


11 


Lirj>e Tent 


20 GC 


IJ lbs. 




Pavilion Tenl 


150 CC 


^0 !l.)s. 




Small lent 


1 GC 


2 lbs. 




?nk 


1 GC O.J lb. 


Chilk 


5 cc: 


0.5 lb. 




l-lin(. and Tinder 


'! SC 


0.5 I :., 





2 GC 
20 SC 



7 lbs. 
2 lbs. 



ARMS AND 



Weapon 



WEAPONS 

Cost Weight Aral]. 



13o.v: 


5 SC 


2 lbs. 




Halberd 


12 GC 


7 OS. 


Bell 


25 SC 


1 lb. 




H.icpoon 


.50 SC 


4 !bs. 




250 GC 


1 Ib, 


U 


Ctiain 


SO SC 




4 lbs. 


Small Trap 


50 SC 


7 lb-,. 




Ct'StLI'j 


] G^' 


1 lb. 


L,"ir;.'c Trap 


1 GC 


11 lbs. 




Scimiiar 


10 GC 


2 rb=.. 


U 


Defi-nt Lock 


10 SC 


2 lbs. 




IJa^t^yr 


50 SC 


1 Ib. 




Good Lock 


5 GC 


1 Ib. 


U 


Partyinfi Dap^i^r 


10 GC 


1.5 lb. 


u 


Excellent Lock 


SO GC 


1 Sb. 


U 


Broadsword 


4 G'"" 


] Ib. 




Small lla'kcL 


5 CC 


1 lb. 




B, retard Sworci 


20 GC 




4 lbs. 


u 


Lsir^t Basket 


1 SC 


2 lbs. 




ShorL Swoi d 


2 GC 




■'.S ibs. 


Cro^.t. 


1 SC 


0,5 lb. 




Lono Sword 


5 GC 


■ .b.s. 





Buck.:t 1 SC 2 lbs. 

OL<.;ril Rope (50 foot) 5 SC 4 lbs. 

Good Rope (30 fool) 25 SC 4 lbs. 

\->:a:\ ii Rope (30 foot) 5 GC 13 ibs. 

Rope Ladder (30 foot) 20 SC 13 Ibs. 

Snri'l .^letal Mirror 1 GC 2 Ibs. 

Small Ciass Mirror 200 GC 1 Ib. 

Spectacles 180 GC 0.2 Ib. 

Lock Pick 1 GC 1 II.-.. 

ho: :. 15 SC 1 Ib. 

Soap 1 SC 1 lb. 

Small Hlnnk-pa^od liook 20 GC 2 Ibs. 

I ar^c Blank'paped Book 100 GC 4 lbs. 

l.imcStick 25 SC 2 lbs. 

Lantern for Cd' idles 50 SC 0.5 Ib. 

0:l . amp 20 SC '1 lbs. 

Canv.^:, squa<-e y:ira) 20 SC 2 lbs 

Klankoi 1 SC 0.5 lb. 

Backfjack SC.- 2 ibs. 

l^orocle 200 GC 0.1 Ib. 

Wineskin 2 SC 0.5 ib. 

f Viper 1 GC N/A 

Pmrus 20 SC N/A 

Decent FVrfumc 35 SC 0.5 lb. 

Good PciTumo 2 GC 0.5 ib. 

L« .ilcnt Perfu ne 100 CC 0.5 1b. 

FarchfTiDnt SO SC N/A 

Sbarpi.'ning Stone 5 CC 0,5 fb. 



Siilttto 
Kapier 

F... I 
1 look 
Club 

Creai Warliainmer 
Scythe 

Iwo-handed Axe 
Battle Axe 
Mand Axe 
Javelin 

I. a nee 

Cavalry Lance 
Whip 
LaikO 

Kvo- handed Sword 



60 SC 
25 GC 

3 G(.. 
15 GC 

1 GC 
50 SC 
15 C,L 
20 SC 

40 c:,( 

15 GC 
2. GC 

2 GC 

4 CC 
20 CC 

5 CC 
20 SC 
50 Gc 



I lb 
2.5 Ibs. 

■1 IllV 

2 Ibs. 

1 Ib. 

3 Ibs. 

n ite. 

D.5 Ibs. 

|1 lb-:. 

3 I ,. 

2 Ibs. 

2 lb! 

/ Ibs. 

4 lbs. 
2 lbs. 

0.5 1b4. 

7 lb', 



Large Mul ' e.iiled Tlaii 


15 GC 


2 Ibb. 




WatTamn^.er 


4 Cl 


z.S [])■,. 




Rail 


12 GC 


2.5 lbs. 




M:iU' 


2 GC 


4 Ibi. 




hieavy Mac( 


15 GC 


■j.i lbs. 




Cladiaior 'v Ne! 


1 GC 


T lb. 




Saber 


2.0 GC 


> lbs. 


(J 


T-hdenl 


i CC 


4 Ifcs.. 


U 


Staff 


40 St 


2 3b5. 





. > K 



Shieldj. 


CDSt 


Weig+!t 


Avail. 




20 GC 


■1 Oi. 




Spuria 


!iO GC 


13 ibs. 






5 GC 


1 \Uf,. 




Air*n Items 


Cost 


Weight 


ftvi^ir. 


Wai r 




0/> lb. 


u 


"H;inj no Okinn" 
Tl1n&£^^lectlon Glaivc 


1.') GC 


Ibs. 


u 


Raver. 


'j GC 


1 h. 






50 GC 


2 Ibs. 


I' 


DGU^ilu-bliided Katiina 


GC 




u 




10 GC 


; li-rt. 


u 


No-Drarbi 


70 GC 


3 IS3. 


u 


Nufiihii'ikLi'; 


2 GC 


1,5 lbs. 


u 


Sa.1 


1 GC 


1 lb. 


u 


^^fi 1 trikoi ^ 


')0 ,sc: 


D,35 lb. 


u 


Shuko 


GG 


0._, !). 


(J 




■>0 GC 


1 G.. 


!_i 




1 GC 


1 lb. 


U 


Exotic weapons 


Cost 


Weight 




BoofiietMnji 


3 GC 


1.5 lb. 


it 




3 GC 


'1 lb. 


u 




30 GC 


2 Ibs. 


u 




to c:.c 


1.5 Ibs. 


u 


PrO|ectile weapons. 


Co&t 


Weight 


Av l9 i 1 . 


Arc]! jf^;>! J^ 


duO GC 


10 Ibs. 


R 


SI'iOTl bow -fl^l^^l 


f S GC 


1. 75 ib'i. 






20 GC 


i rDi. 




C . Q'lT'-firjsi ' ^- ^ 1 f^! «'L'L''i^)"/¥' 


SO GC 


4 ibs. 


U 




20 "SC 


N/A 


u 


L. .n fiT'K ii ibilll 


10 GC 


35 lbs. 


R 


Li^Mit "^1 li^T."i 


100 GC 


Ibs, 






?50 GC 


/oo i;js. 


li 


C roibbow 


50 


5. 5 Ibs. 


u 


MtnialuiT: Crofifihow 


250 GC 


J -bi. 


u 




200 GC 


9 'h^. 


R 


H' ivy ' '^.'i*bo',v 


70 G;C. 




u 




1 Gl 


0.5 ib. 




Bolas '^WP 


' 2 GL 


7 Uj'^. 






5,000 GC 


HOO Ibs. 


R 


Blov^'i'iin 


i GC 


1 ib. 






2( 5C 


J. 25 lb. 




Darj:5 {h.ind} 


W SC 


0.25 Ib.i 




jLiTidi-ir' Ai row 


2 'jC 


0,2.5 lb. 




riit'h!. '-.rrov',' 


I ^C 


U.25 I;.). 






bO SC 


0.25 lb. 




MrLtchlonk pisLol 


600 GC 


4 -bi, 


R 


GiinpowC'-ir ^y. ^hotsl 


10 C.f"' 


0.25 lb. 


R 


CjLjripf>w<ifir (1Q shots) 


100 GC 


1 lb. 






1 SC 


lb. 


u 


l^liniJlurc-crosbiDOW Bolt 


1 SC 


0,25 lb. 






1 SC 


0.5 I'i. 


u 




5 GC 


1./5 'bs. 


u 


Li^'tU Qi. irrel 


Mi i L 






Heavy Quarrt,'! 




It lbs. 


u 








1/2 cos-t 




WlMpon +0 




x1 cost 




WE?-.ipon ^5 




x20 cost 


R 




Cost 


Weight 


Avail. 


l-bdded 


1 G< 


7 Ibs. 






50 GC- 


20 Ibs. 


'Ml 


1 Utl HC 


400 GC 


20k 


u 


Coi'iipl'. ii .^Lviilior 


5 GC 


7k 




kuJI fJEjW Hate 


800 GC 


45 lbs. 


R 


Full Heavy Piste 


/OO GC 


65 Ibs. 




1 n,ith:^i' r r..-i 


r G( 


7 ibs. 


:Gmi 


Hardened 1. caihcf 


15 GC 


9 Ibs. 




StLiddftl leather 


25 G*^ 


10 bi. 




S...nJc Hail 


120 GC 


2.0 


u 


Ar !• ■ : c<:\ l.ongf oa 


1 5 5C 


-J Ibs. 


u 


Chfllnm^lj 


70 GC- 


.^0 Ibs. 




Brci'.tplaie 


40 GC 


9 Ita^,. 


u 


1 ur \f.tj 




4 Ibs. 




Pari al Plalc 


40 GC 


13 Ibs, 


u 




:5oo cc 


40 lbs. 




i-Liir •• 


100 GC 


30 lbs. 




For animals 




Cost 


Avail. 



L l;'|I. Bardin 
Heavy barcliiii; 

Prko modifier* 



20 GC 
15[) GC 



Arn^H,!!- 


-5 


1/ 2 cost 




Arnwr 




xt cost 




Arn^of 


i-5 . - 


x20 cost 






1 




Not .311 rtGms arc ofthe sarF»e quality. Ai limtcs. it mny be posstbfe to find 
iti.TT-i oi Linusu.il qu^tit/, sucK as msgnifkefUly ioi^ed woiapon^ .ind i^rmor. 
or cvnn iuperrtaiuril aruFacts, Such (^qtupnnenc fecel'i^ei a spWhil bon^js 
of bciTAten '5 and iZ5. depending *1 the level of tiualiLy. While thoie 
ihat possess a ^5 anc simply extraordinary, perhaps farjjcd by maslcrs, 
objects with 3 ♦ 15 or '20 have an onjgin that Is nearly divirnj and certainly 
my!.TfTiou'5. The bonus for an objt'ct can never bti moiT: than ' 25. An item's. 
Quality riKn iilfcct^ iis FVo^crce, nnd vkc vcrss. the highEr its bonus, the 
hijIiLT its powci" is likcl/ bc. hnch bonu.^ oi '-.^1 awands 50 points more 

Bclow IS <i ■ I of the benefits awarded by tii- boniisL"-. TTieie ar5^,llso^ 

cxMi.iiiictI 'H . I dui; al \\- theii- respecLivt.- ■..lx: 

For each +5 an object possesses, add: 

to thu object's I'rcseiicc 
- 10 to Its ror'Jttide 

i 10 io the Ability of tfic user for that item 

Each +S to a weapon adds: . 

■ J to Attack and Block Abilities 
*5 lo Speed 

-10 to it'^ damage 
-50 to m Presence 
■5 to its Brcatiige 

■tlO ;o it'-, Fortitude " ^ 

1 to the AT used by the Defender 

Each +S for armor adds: 

-5 to the natural pcnall/ iind initial ivt; 
■'j to the Armor KcquircniL-nt 

■ 1 to its AT 

)0 to Its l"'rescncc 
1 10 to its Tortiludc 
■1 to the Movement l^cnalt/ 



Mi-iwcre Eiiuiimicnt 

lu'.;i as it is pi'^slbie to run into wpt"c<ally ^ood Cijuipmietlt, it is ,ilso 
posiit 3 run int j equipment that is worn aul or poorly made, to which 
a ii ,3ppin.-d, lh«€- iTEma arc handled simiuriy to those thil receive 
piKitki? bonu5P5, btit with ri-e^.itivc .nstcad oi positive modjfter^. Presence, 
ho*MeN*r, is, not affected by :tn item being otherwise subslandard. 

FurcNqirpplL:, a -5 iiroidyrt'oritt lowtiR the user s Att^jck and Btock 
AbilttiCi, Hii ltTiti3ti\i'ii Jtt^iva 4 -10 pdTi^lty, atnl its P^matfc J5 
cMjIy 45. biA tlie ¥w!:^poti's pN»:f7M tetnadiS ^ t25 Iti 5j.irte of the othet 
iicvfativiC'. 



WEAPONS 



When .ichiB^er enti-?r'; c:imbat, he will usu •i!'y uso a weapon rather than 
only fisii nnd feet. We ipons objeci'j created with niie riim of bf\r)g, wielded 
in s-Smc wsy hS ati L-ffL't.tivf. tti:' >n?. of .-ittack and def«l&e. AlmoiL Llr'iylhrig can 
be coruidcted j wcipon. fram a iTiert: tree brartch to an airt|uebus. ■ x 

JyjmofAtiack - 

Whicn 3 wgapon is being used in an att*rk, it attacks in ji specific nn.inner. 
There ,lr^ ^(yv< diffwnt fltt.ick lypes; Cut. !mpKl, Thrust. Herit, Cold. 
Ecttritnj', jnd Enerjijy. Norl 1 1 Jlly, i5l lysica! weaptins attaclt. usjng t)*ie Ctlt. linpaci, 
or Thrust tjblcs - although 'iicrc are special or ^upcrnatunii items that attack 
using ttis ticnricity, Heat, Cold, or Enei'^ tatites. The tjfpe of attack empioyed 
li .iHo f.'illcd the Critical. FoHcwinj^ is r\ bi'lef de^.rnoticn of Cacfi: 

Cut ThusL- an: ljI'-tiil; ur ^lii'Jiing dttJcks ihiit leiivu lang anj lilood)' 
'woLiidi. thc^ possess a sharpened edj^e. 

impact: rhew are cmshing or smashing blows, I he dnmngti d": !■• -. 
firtm the w&^hl ."md force of the blow. 

Thrust: Th-3se ;ire petKitratanaittKks that t)ur: nn- l'l^l mih irirough the 
body. Ttiu weapons involved uS*ialty have i^ s! .ii-p pi.i|-.r!.-ij i.T--d. 

Heat; These atJ:acf;s ifc based on [|i« effect oFiiiiiSi temperatures, They 
c, ii.se burn& and abrasive wounds. 



Coi-d: These attacks produce damage from freczinp,. They are caiiscd by 
iee -ind c=x-trpme low semperitvres. 

Electricity: These attadcs are based on the shock of r;«ectnicjil dlsahairaes, 
Itkff those caused by lirg^tnlr^. 

Energy: ThesEr are ataacis of m^cal or^n that affodt the soul and 
essence of an opponent. 



Twes ofwenpLVts 



Tliefe an? eight Types of weapons, as devcrtbed below; 
Short Arms: These are smaW weapons, sucti as Short Swords, h-ind-tci- 
, ItjiMKt weapons, or da^prs. They are usually easy to use and are ^nerally 
Cut or Thruist weapons. They aje of Smal! (S) size. 

Axe: This includes all types of axe*. They ire Medium ^M) yzc 
weapons. 

Mace; Tliis iiKfiides a^l blunt vMeapons dial cause dami^ directly due to 

Imp;icL They are Medium fM) iizie w^eapons. 

Sword: AI: weapons with ra lon^ cuttinj* edge arc considered iwOhfS. 
Tt>ey iTrr* Med;iim (M) "iize wenpcns. 

Two-handed: Tht Two-handec weapons are thojc rh,-iT, due ta li>elr 
siiie ;mC w( i-;.-fT] lu [>e wielded with both hands. These are Loifge (L) 
weapon;. 

Pole Weapons: 1 hesc are weapons that include a long shaft or pole 
topped with some type of damagocauEing dptivicc They arc usually u^fid 
with both hands. They are of 'Lar^e (L) size. 

Cord: Th^se are tt>e weapjons made of chain links, caWes. cords, or nope. 
They Vf' irSU.l^l)' Medium (M) size weapons. 

Mixed -Clam: These jre weapcms that possess chiimcterlstks of or 
more types, Such as both Mace aiKl Two hinded. Thwu- size e that of the 
largest oF the types included. 

wciwon Dnnmijc nmi Speed 

All we-i^jon;, produce- specified Bjise Damage to which (s added the 
Strength Bonui of ihe weapon's wicldcr In onfer to cakylate the Fmal 
Damage, if the weapon is crip.ible oi l:*Eirig used two-handed* and tFw: uScr 
d&es xvield it with both hands, the Strength Bonus doubied. The Speed of 
the weapon li the numtier used Kt catculate the Initwthe of the chiiracter 
iiim^ It. A weapon iias ei[F>cr a posiLve or a negative Sf)e«d thai Is added 
to (or subtracted from) the initiative. If the cfianiclCr is darrylf3| a weapon 
In each hand and trres to use both In combat, the Speed of the skswcr 
weapon is used, fighting unarmed has a Speed oF 20 and a Base Damagp of 
10 - unless the character has masterad a mart ai art. 

Lem tires tise 3 Lofi^ Swon4 Irt combat. Tfnc &35c Dam^l^c fat 
weapon IS 50, anJ ytveiti thgt LEin tares' Sttengtb fkums.is *10, die 
pJ3tnqc|e tiatise^ '^jJI ^ 'Hie were; wield if ^ He^v>' MlJcm. 
wfic^sc Rase P^ft^IlJc Is 60, l^^mUYa wotiM cjouble fiis 5tfetgytli Bontts 
to ^■20 by mni^ both h^ni\\ ^nuj the Fm^l [>^rr?3gc would be 60. 

Special Weiijfom 

Nattirally, the quality oFa weapon can affect lu ipeed, the damage it 
produ;es, and ttie apparent sktll of the weapon's user. A character adds 
the weapon's bonus to his Attack .ind Htock Aiiillties vvhile using it. That 
bonus does not apply to Dodge, since that Is not affected by the weapon 
t>eln^ Lfsed. 

The Quality Bonuv is added to y*ie Speed and ftreakaae ^nd Is doubled 
with respect damafje. In other words, a '5 weapon would add 10 pOit\li 
to the Base Damage, and a ^5 each to Speed and Breakage. A weapon oF 
ejceptbnal quality cnn also penetrate more protcctfve .irmof. Each +5 oF 
quallly subtrac!::^ 1 Ironri rhe Armor Type (AT) It is used againsL There&we. 
Ct ■ 10 sword w<3uld reduce an opponent's AT b/ 2, a 15 reduces It by 3, 
and so on. As with any other special abjcct, the \¥capan'i Plresente and 
Fortitude also increase. 

Lift'^ look 3 &35t3tic] SwofJ for cj^gnTple, if+hi^ I5 *i +10 wc-jpon. 
iL iMDulii lia^iie a SpeeJ of -20 ibsse speed of -sO. mfprovetl by 
*^0') itA would phDdtice a ^^tn^tje of 90 B^se Dzimgye of 70 
pitas double the qta^llty botius, it? otber ^'ords, q 20). Tlve iMeipon s 
Prcicr?cc wonJc^ bc 125. qncj tfc Fortiiudc Breakage i«?taM cfo up 
to 35 and 15. jopcctivdy, As it is a ♦■TO weapon., t^ a-lscs s^u^^t^g^:te 2 ,AT 
kvtzh ft-orr? ihc opponent's armor. An4 finally, a^V cJiai-^ctet ustn^ 
the wc.mm a4b ^ +10 to bth Attack and Rfock Abilities. 



Reiiiiird StrmlM 

To use a 'wapon efitcti^\y, ii is nccossary to Hfive ttie stren(?t*i to wield 
\t. Ttie Requlned Stnengdi Is thE Strength ji cJiiargcter rtiusl have to wieW iJi^t 
type of weapon cffEctM;ly. If 9 chap-acter Is wieNjing, a wcafKwi for wtiich he 
does not mnct the R^qylfed Strengthn ht sublracts -10 fram his ability wrth 
that wpapon for toth JioMt he H sKoftof iSie rEenjIreTnent. 

Cehu hgsj StfeiT^l^ii caf^. but she thVs ta usea Two-hnrvded SwofiJ 
that has a Sicquii-iicj Stmngth of 3. As herStterjgtl> is 3 puJrfts below 
tlie mmimurrf i-«qLJirc4, she bc^ft 3 -30 peJialty for wjdt^irig It. sHi:'4 
be betttfi-tsif wJth q s^bcr. • 

EiifiifioiL^ mtd ciiint wmyom - 

A vvJe^pon Crin rilso have tcrLaIn adv^ntagEs or ejif^dvant^ges based 
pixely on Its Mae. TTiose 01" Enormcus (En) si?e are from tiw lo five times 
iar^ thdn narmal. To wield thcn-i reqijlnea Itie character to be at least Large, 
or ev*n bigger, and roqylrfs iwo Stren^h points morr- than fcjf the respective 
normaJ-^i:^ weriipon. An Enormous weapon increases its Base Danube by 
50^ (nountied cfown. in increments oi S). Its tJfieiilcage Irxreaiei i points 
arwj Il4 Foniiude by 6 points. If 3 chanicter of Meduim ilZc wishes to wiEkJ 
,irv Enorm&us weapon, bo receives a penally of -40 to iniliaiiVe due to being 
•-■ao small t£> effectively handle the weapon. Giant weapons ar^; those more 
'jhan 5 timtcs the normat sue. They can only be uvcd by a Giant- or O)4ossu5- 
siied creature, wd to wield thesn i^uires 5 Strength points rnore tlwi a 
normijl wrapon of that type. These weapons doiiUe the Esse Djunagt for 
tih.-it we^ipon typ^y th-eir Breitka^ is S points hj^er. md tJielf Forutudc fe 16 
points higher than the respective n<irmal-a?ed weapofir If a l^e^t or Emirmacjs 
beb^ 'JVlshes to v!K.\\i a Giajil v^'eapon. hs will strffef ihe sainc niitrktkjns that 
a Larj^c hurrwn would using a rmr^fy Enormous siveapon; a -40 to Inltiatl^fe- 
If the weapon has any special bonus 10 Hi diunage. thii is added afwr the 
weapon's Increased Qase Qama^ due to its, size Is cali;iilated. 

An ELnormous Ijonq Sii.'or4 v-^ulil cjse a &ass PaTn^^<: of 7% 
pdints, but It rciquircs ^ Strtrigtb 0^3 to us* it. if the wcafor? were 
Gianrt Insfte^^ Iti ^g&s Dgtnqys wdiilii bs; 100, in4 ttwoiilit netjiiirta 
Strength score of t1 towieidj. if it also h.vpf^n^to beg *5 quality, the 
♦■to bonus to damage htfuJ^ be iippllc;^ ii^ftcrthow increases. 

Sjmal Rules for YJm}hm 

Soffve weapons have a series of special characteflstits iin tommon. If 
they aSHJ hawe some specific penjUadty, e explained in tfie description 
of the weapon. 

Precistofi: These weapons permit their u-ser to nedtice In half ihe 
■penalties for hits directed at g. specific point, or for the Hmace Attack 
maneuver. This is applied onfy to hartd-te-hamt combat, not projectile 
weapons. 

Twc^'handed Weapons; These arc woaporH that must be wtelded wlih 
both iiarids. Tl>ey laJlow the eharacter's 5-trength Bonus t& be doufafcd for 
cakylailhg Final DaiTia|c, 

One- oi^ Two-handed Weapons: These weapons can be used vvlth 
cither one or da^ bjinds- If u«(3 wfth hands, the character's Strength 
Bonus Is doubled for calculating Final Damag,E. Or the list the Requlrthd 
Strength to use the weapon two-handed es first, and the itrwiglh to lj4e it 
one^ianded Ii second. 

CompiCK: Theie are weapons Viihose use Is espectally difficult to learn. 
Wtelders of such weapons have, thetr Fumble raUn;^ is increased iwa 
poinii (1-5 an a IdlQO). However. If the character reaches Mastery with 
tht weapon, the pen-ifty disappears complciei/. 

Throwable^ All weapons with this notation (ire deigned or balanced to 
be thrown. Characters who have AhlUty with these weapons can use thsun 
elLher >n hand-to-hand combat or \?y Chi^Jvylni^ them \withaut needing to 
acquire the Throwing Module- 
Trapping; These weaponi enable the tjser to us* speoir>c iTianeuver^ 
to trap or pin m opponenL IJnllke such an attempt made bare4iandEd, 
the character trapping with one of the^e 'wapons uses the Strength of the 
weapon. This repnjscnts the weapon's owri 'ntr»ns<t usefulnss m ensnanng 
an tLncmy. Naturally, the bonuses for Opposed Checks between opponents 
are stiti made according to their own ahiJities. In the t3jse of a weipon of 
qualit^i ;i +T is Mided to the weapon'! Strength for Trapplnj purpose* for 
each *S to Iti Chjahty. 



Trapp^ns Weapon: These arc items that, due to their paniciAir 
<fest^f offer the opportunity 10 tr:^ an opponeni;'s weapon or drsarm him. 
If, when falocfclng hivith one of these weapofK, a counterattack is achieved, the 
chajactHT can maSffi a Disarm attack with m penalty against his oppooenL 

Gh«n that Pole VVeapons are especial^ effecltwe in a cllar^e, twice T.hc 
Sianength Bonus of the mount is added to the Base Dama^ of the actack. 
This Is oiity applied if the waapon can be used to TtinJt'L 

H/TKff-t0-H^iHii Weapons 

Hand-to-Hand weapons a^e those usicd when opponenits are wi^thln 
reach of each other, BeloWn in Tables li. 27, and 2$, yoy can see a list of 
them In which the following charajctertstics are Included: 

iName: The name bjf wh»ch It Is CQmnsMinly known, 
Typej This li the weapon Type. 
Damage: The Base Damage it causes- 

Speed; The speed of the vwfApon; the charscier adds or subtracts thij- 
number to initiative when using It, 

Fortitude: The resistance of the vrtapon to breaking. 

Breakage; The ablUty of the weapon to breafe; oiJief weapons or armor 
when It hits- tliem. 

Requlired Strengthi The Strung^ necessary to use this weapon efrectf\^l7. 
In the case of weapons that can be used either one or tHAO hvaridcd, the second 
number Is the Ifeiuired Strength 10 use iJie weajjon one-hartded. 

Pr«it«nce: This k the weripon's power and resistance to supernatural 
effects, 

Primaj-y AEtJKk Types Tliis is the t^e of attack made using the weapon. 
Secondary Attack Typfe: This Is a second type of attack that is possible 
with i^me '/veaponE. 
Special: The-is are special abilities the weapiW may have. 




Table 26: C 





nriii □ j> 




Req. 
STR 


Type 


Sc-corrd 


Type 




Port. 




rrw- 

i 




70 


) 


7/9 


^- , , 


ImDact 


'v-c 1 ..l'dcd 








2b 














'.•■■vif h.-j ■■.J-_ci 








Battle Ajtc 


70 


-30 


7 


Cut 


Impact 


Axe 


Throwable 


15 


5 


25 1 


Broiid^sword 


55 


r 
-J 




Cur 




5wond 




15 


3 


25 1 




80 


-30 


8 


Thrust 






u Sper'.al 


12 


7 


25 ^ 




i J 




J 


"1 f -1^ 


C '.il 






< 1 


-i 


O 


Chnin 


35 


+0 


6 


Impjict 




Cord 


1 iijrv.A^ II cLL/i.'ir It 

(str(?n,i7th 8) 




2 


I 1 


















; 1 




1^ 1 


Digger 


30 


'20 


:3 


rhriist 


Cut 


Short Arm 


Throwablf, 
Precision 


10 


■2 


IS j 


Hnil 


40 


-0 


6 










13 


4 




Foil 


35 


! 15 




Thrii ■ 




Sword / 
Short Arm 


PreciTiion 


9 


-2 


10 , 


Gladiator'^, 


[i 


[) 


4 




Cui 


C orq 


i h-rowrtbie, Tr?ipp<r'gk 

(>ireir|;?lh 10}, Sps2Cial 


■f3 


-4 


IS 


Great 

Warhjfnmer 


70 


-35 


7/10 


Impaci 




Mace 


One- or 
two-handed 


16 


6 


20 


Hfilbcrd 


60 


ij 


6/11 


Ciil 


Impact 


■Polt /' 
Tvvo-^iBnd 


One- or IWD- 
luiided 


15 


4 


20 






1 n 
1 u 


c 

J 


("lit 




AX'!" 


ThTOwable 


Id 


A 


Ij 


' Hnrpoon 




-5 




Ifirust 




Wilc 


Thfowabls:, Ofit- 
tvrfo-hand 


t1 


0 


15 




60 


-IS 


6/10 


Impact 




Mtice / Tv'^n- 
handed 


On6~ or 
tWQ-haoded 


16 


5 


15 " 


ok 


i'O 




J 


Thrust 




Short Ar m 




'' 1 




15 


Javi»?lin 


35 




4 


Tl-irust 




Pole 


ThroWiiiilc 


10 




20 j 




■40 


'5 


4/6 






Pole 


Throwatjle, onc- 
Or ? wc-h^indfd 


13 


2 


25 i 

] 




80 


-50 


8/10 


Impaci 




Mac6 / "I wo 


Co iplex 


14 


6 


20 1 




c 


■ XO 


4 


lirip.'ict 




Cord 


Complex, Trapping 
f'j^i^Gfiijrh 9), Spprjnl 


9 


■4 


20 


Lofijl Sword 


50 


+0 


6 


Cut 




Sword 




13 


3 


25 1 




40 




6 


liripixt 








14 


4 




rui ryuiw 

Dagger 














Trapping wenpQn, 






1 


30 


■ li 


3 


Ihrust 


Cut 


ihorc Arm 


throwabJc, 
Predilon 


12 


0 


20 (^ 




30 




4 


Imnnct 




P::.|'j 




1^ 


0 


30 


RapTcr 


40 


■15 


4 


Thrust 


(. -jt 


Sword 


Precision 


11 


2 


20 ^ 




45 


' SO 


6 




Mr,, 


Svvui iJ 




n 




20 




jO 


-5 


5 


Cut 




Sword 




13 


4 


20 ^ 




35 


' ■ij 


5/9 




Impaet 


T\vo'f':anii 


Ore- or 
tyjQ-handed 


12 


2 






40 


■15 


4 


Thruit 


Cut 


^■hort Arm 


Predsiot^^_^ 


12 


1 


20 jM 




2i 


■20 


"1 






-l^' 1 1. AmV; 


T' 1 rawabl*, 
eLl^.l'L■■n 


R 




1 


' Tridefrt 


40 


-10 


6/7 


ThrUil 




Pole 


Throwable, one- or 
two-handed 


12 


3 


j 


Twc!-r,rind<?d 


100 


-70 


9/!l 


Cjt 


irnpact 


Axi- ' 
Two-f^.i '■■■f " 


Cnc ot 
1 w^-l ar rii-d 


17 


/ 


,,0 1 




90 


-60 


8/10 


Cut 


Imp.ici 


Two-handrd 


One- or ivvo- 
hrinded 


IB 


6 


30 1 


t'ombat 


10 


:20 




Imnrifl 




Unarmed 


uLlsiOn 






1 




50 


-5 


6 


Imp.ict 




Mace 




15 


4 


IS ^ 


Whip 




-30 








Cord 


CompI?-' , TVappni;;, 
^'Strength 


9 




JO 


■j'i 


4 


Cut 


iirip.;icL 






Table 27: Exotic or Custom-Made Weapcins 




Waapon 


Dama^ 


Speed 


Req. 
STR 


Primary 
Attack 
Type 


Attack 
Type 


WeSippn 
Typo 


Spedal 


Fort, 


Break. Prfs. 


Boon 'c rang 


^0 


1 10 


4 


Impact 




Shur t Arm 


Thmwibl!'. ^T.r- 


10 


0 :.^J 


Claws 


30 


+ 15 


4 


Cut 


Thrust 


Short Arm 






2 15 


(■Inrij No 

Okin^ 


i5 


i- 13 




CljI 


1 hrLI'it 


Pole 


Cofrplex 

Iwo-hni- -'•r 0, Special 


12 


2 2.S 


Katana 


50 


+0 


5/6 


Chi 




Sword 


One- or 
:wo-handed 


11 


3 40 




40 


■ 10 


8 


Tiin^si 


Cut 


Shot t Arm 


Complex, Special 


13 


;■! 23 


Kusah-Gama 


40 


+5 


5 


Cut 


Impact 


Short Arm 
/ Cord 


Tv A Ira n jH 

\ vvu 1 icir iucluj 

Trapping 
(strength 8), Special 


12 


4 25 


Nodnchi 


80 




/ 


Cut 




Two- 
handed 


One- or 
two landed 


14 


4 AO 


Nunchakus 


iu 




5 


Impact 




Cord 




11 


0 15 




35 


-10 


4 


Inip.icL 


Cut 


Sh-.i-r Ari^T 


Complex, 
Preeision, Special 


11 


2 25 


Sai ^I^^^H 




+15 


4 


Thrust 


Cut 


Sh' rt Arm 


Trap weapons. 
Precision 


12 


0 25 


Shuko 


20 


■ 10 


4 


1 ht List 




Sh n Arm 


Sp( ■ .1. 


9 


-2 lb 


*;huriken 


25 


+20 


4 


Cut 


Thrust 


Short Arm 


Throwable 


10 


1 20 


Sword 
Brenkcr 


50 


-20 


8/10 


Impact 


Cut 


Two 

handed 


One or 
*:wo-hdn(Jcd 


16 


8 2b 


Tan to 


40 


+20 


3 


Cut 




Short Arm 


Precision 


9 


1 40 


{War Fan J 


30 


^20 


4 


Cut 


Imprsci. 


Shoi't Ai m 


Pff ,n, 
! hrowaDle 


8 


0 


Tonfa 


30 


H20 


4 


irnpact 




Short Arm 


Precision 


13 


0 25 




35 


-S 


8 


Cut 




Swof d 


Si>ii:.i.Ll 


11 


^, 40 



TAflif IS: Impkovi^f^d Weapons 




nAAiapon 


Damiige 


Spedd 


STR 


RPfimary 
Attack 
Type 


Attack 
Type 


Weapon 
Type 


Special 


Fart. 






Broken -iottlc 


15 


^10 


3 


Cl ■ 


imp.irl 


'ihnrt Arm 




5 


i 


15 


Chair 


25 


-20 


5 


Impact 




Tivo- 
handed 


Twe-h,;nded 


9 


0 


20 


KlLrJ f:Li - 


1'^ 


-10 


4 


Cl.' 




Short Arm 




9 




1C 


Hammer 


30 


-20 


4 


Impact 




Mrire 




12 


2 


10 


Hoe 


iO 


20 


4 


Cut 


ln)[nci 


Axe 




10 


1 


15 


Metal bar 


25 


-5 


5 


mpact 




Mace 




12 


2 


IS 




40 


20 


5 


Thrust 




Shorl Arm 




10 




15 


Sickle 




'10 


4 


Cut 


Thrust 


Short AriTi 




8 


0 


^5 


torch 


20 


-10 


4 


Impart 


Heat 


Mace 




10 


-2 


;o 


Vase 


15 


-10 


4 


impact 




Mace 


Throwable 


6 


-2 


20 


Wooden Pole 


20 


0 


4 


1 Tip act 




Mace 




8 


■1 


10 


Woodsman's 


40 


-10 


5/7 


Cut 




Axe 


One- or 
twohanded 


12 


3 


7j 



Ta&ie 29; Sj-ifklds 







Speed 


Req. 
STR 


frlinary 

Attack 


Attack 


Weapan 
Type 




Fort 


Break. 


Pres* 


Buckler 




-Tj ^ptLi.-il 








Shield 


- 10 Blocking 
*S to DodgiDi^, Spcciai 




0 


^.0 


Shlerd 


20 


-15 speciil 


7 


Npact 




Shrek) 


• 10 to Dodging Spedsi 


\6 


0 




Full Shield 


IS 


^0 !;|Kc:«l 


10 


'rnp.-irl 




Shidd 


+30 to BlocksTrg 
+15toD(3f 'i ■ Spedcil 


la 


1 


25 



shields 

Shields work diffcficniJy ih-an oihtir weapons, AlL^ou^, t\->vy can certalrtlj' 
be used fol" Emp^Kt itt^cxs, they :3ni primarily defensive wcaports a™J awartJ a 
bonus Lo the defensive ability of the user. Unlike thq Buckler, MfHEum Shields 
md Lnrjc ^hiclcfe. require ihc use of Qfifi hand 1Q hofd them; SiowH^er, u^g 
Ihe iDl't hoTid (or the rij^ hand for lefi-harniers) doe* not Ciiuse a penaCtj' 
10 che Block AbJft;^. although thai penalty is used for a ShIcW Bash {altflck 
with rht? ■it'H-'Hl). Shields, like- M-mcw, cai^ a redurlioR lo InWaSvc liial Is 
iiiiractcd ffom llie finji tnlti.ji;|ve as a spedfll penalty. 

Lfeins a shield defefislvel^ li ni?t constdered Uie sam<e as. using, gecorvd 
weapon, if a tharatttT dtHS wish to use It In an attack iE a swond weapon. It 
fdzxi not add its borui to Defense Abllty durtn| (tiat Combat Turn. 

Few ex^inpltf. Kratiser t5 g wgrn-or who tjses 4 hgnJ iiji conTfcqt , 
^Ivini^ bim a FItiil ]nitiativeof"4-5. jf lie 3850 uses g shielj, heqppEis 
.a^ifcciat penalty pf -25 iiD his Inittative, gn^J so l-j«s Final Initiative is 
tejticeil to 20, In c?«;b.3rTi)c far }x:m<q ^ilm^cti t^crwn thi^ wJiy, Jit iijdi 
20 [JoirjbtD bra Block Ability ty ubinij tbc ^btcM- 

Anothe" of the prmclple advantages pnjvitkd by shidds is the ablSity la 
bJock p'OjectiJes wilh i^uced penr^Eties. If a character is using a shield to 
bkick a rir«j prosecute, ther* « only a -30 to his ritMli ty. aJid na penalty st .ill 
if he is a Mailer. A|^alr»t iJirowri projKtJIei, lie suffer* no peniitty. 



Table 30: R^LeADiAk- Rate of F:r£ 



Projectlie weapons art tfiose ysed to attack at n dtistance vflthoui 
nceSnj^ to mowe within neadi of dh& enemEes' hand-field weapons. There 
are iwj different types: Fired or ■Hhrowri projecuJes. The laitei", the Thrwvn 
proji^ctites. include nuiriy normaJ weapons {uich as dagg,cara and axes) vi4iefi 
using the Throw^ble rule: thgv are simply dirown by hand. Fired pjiojectileSi 
Ml the oiher t\an<i, aift fl^ or launched (tie powier ot son^ dev-rr, 
md The user primarily has to airn them. Thers ii s specUil rule hf F|p- uy 
VVfeofcns of high quality. Quality boniJi«:s for Flnin!^ Weapons are appf^ett to 
their Attnck Ability, but not to Dornage. On the other hand, quSiity bonuses 
fe" (heir munitions mqre^e DamagEi, but not Allack .Ability. 

In ildditlon to the ll^t of projeictile and siege weapons (and their 
n^jnluons) In Tables 11 and 32, Tmbh 311 Also indi«tes the Flate of Fine 
I'ROF), the reknading rate, and iJie i^apon's range. 



I 







Rat* B^^HHI 








Fire ™«W^ 




Ar'.,i! F»i:,- -1 ?,[] in. 




T Kimiii^AK Ir^ 


100 




Rkw ■ 1 


1 :. 


] 




Bo.... 


1 i^irowablc 


80 


20 rn. 




1 h rcwible 


60 


■' ' 11: 


C-iiinon 


Firing 


12 


7.bO m. 




T^•■^■!W.^■|^)k■~ 




30 IV, 


Compci I tiow 


Tit inj^, 


1 


90 m. m 


CroMbow 


ftr|r»g. 


z 






Tiircjwable 


50 


20 m. 1 


Dart5 


Ihrov^ahic 


-HQ 


20 ni ^ 


Gladiiitor'i Net 


Thfc- - 


100 


m. ^1 


r-:]nd Axe 


1 hrDwabJt: 


GO 




Harpoon 


Thrawnbk; 


100 


'0 m. 




Fli rii^ 




2.0 1. 












t-lcavy Cros.nbow 


Fir-.n^ ^ 




80 m. 


j.-.vej-n ri'.|-ovv;;bk'' SC 


L.in-L- 




80 


30 rrr. 


' : : 'VJiisia 


■ 1 M" ■ 


10 


r.fi in. 


Matchlock Pistol 


tiriii^t;. 


4 


50 m 


C''.j'..:.l;-:.!vv 


Fit 


7 




Longbow 


Firing 




n.- m. 


P.|i-r-yhij) r>"igfii-r 




50 


l""- fii. 


Rcpc-ltiiiji 


ririn;;^ 


3 


60 ii L 












Shuri'A-:n 


Thrmvabf 


30 


20 ID 1 










"^llfife- 


F'l-i'--:: 


1 


'•Q — 


spikc-d r^aii 


Throwabie 


50 


^Oi-n 1 




1 hrovv.ib'e 


JO 


^0 ir. 


Tciser (Wai- K.-m) 


Throwablt 




20 11 ;. ^ 


Trident 


Tiir«wfl!ble 


itw 


15 m. 




Table 31: PROjECTJLf: Wkaws 



4 



Hcavv Crossbow 
Bo it 

Miniature 
Crossbow 

Ligiit Crossbow 
Bolt 

Short BovV 



60 



30 



Weapon 




Speed 


I fill ifti J 

Attack 
Type 


Second 
Attack 
Type 


Weapon 
Type 




Fort 




Pres. 


Arquebus 




■10 6 






PrC;^.-t!i., 


'^fren^th 11 
Connplof, Spcri.-| 


9 


'3 


20 


PIstoS Shot 


60 




Thruit 




i^unition 


Muni lion for 
ArCLebui 


1 i 


5 


15 


Bolas 


30 


-10 5 


Impact 




Throwing 


Trapping {Strength 
10), compli u Special 


6 


2 


IS 


Blowgun 




-10 4 






Pro.-OJIc 




J 


-3 


■IS 


"BlowpLin Darts 


5 




Thrust 




Munition 




7 


4 


■\ r; 


Chjikram 


40 


+0 6 


Lut 




Throwing 


Special 


9 


I 




Coni|Ky.iti. Row 




-30 7 






Project.le 


Iwo-handcci 


R 


') 
f- 


is 


Flij^h! Arrow 


iO 




Thrust 




Mufiillon 


Munition for bows, 
Special 


'i 


0 




St.iiidard Arrow 


40 




Thrust 




MuniMon 


iiunition for bows 


4 






Armor piercing 
Arrov 


30 




Thrust 




^■'1 1 1 ninon 


Munition for bows, 
Special 




0 


/(.) 


Crossbow 




+0 4/8 






Projectile 


Strength 8, one or 
two-handed. Special 


8 


-2 


20 ' 


Crossbow Bolt 


40 




Thrust 




Munition 




3 


0 


15 


Drirtii 


20 


+20 3 


Thrust 




"1 hf"QV'-.no 




^ 


-4 


l'> 


Reipeating 
Crossbow 




'0 5/8 






Projectile 


Strength 8, one- or 
two-handed. Special 


6 


-2 




Crossbow Bolt 


40 




Thrust 




Munition 




3 


0 


15 





-20 



-10 



-10 



;/io 



Ihriir.t 




„ . ., Strci^'..'l:h 8, one- or 
^ tvvo-i-uindc'd, Special 

Mcnrtior. tor Hcavv 
Miii'iif ion , ' 

c r; -- i 'OW 

Projectile Strength 6, Special 



piipJ iL Arrov' 


30 




Illl\ISt 


SErii:d,ird Arrow 

Armor i)iercir5; 
Arrow 


40 
30 




TMr:i'.l 
Thrusr 


Longbow ^^^^ 




7 




Flight Arrow 


30 




Thrust 


Standard Arrow 

Armor-piercing 
Arrow 


40 
30 




Thrust 
Thrust 



Munitic- 

PiojCLLiie 

Munition 

Munition 

Projecti 

Munition 

Munition 

Munition 



Munition for Light 
crossbow 

Twohanded 

HLHiiticii for bows, 
Spfcial 

Muiiitio-i ru! boviCj 

Munition k'lV tio^-is, 
Sptcii;! 

■^^vo-handed 

Munition for bows. 
Special 

Munition for bows 

Munition for bows. 
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Th ; I', -I nptn.iled Ike of Thi? weapjons and [heir workings. In some n-:-r, 
[he .T'- tpcci.il rulei tfKfj^^iaint'd in iKt dcicRption: 

Armor-piercing Arrow: An arrow \V5l:h a [jenetoting tip mide lo go 
thi o:i'h hat ' ti( IOC. h iubtncri. ors .idditi^rjml pomt ffom the d'tFcndcr s AT. 

Arquebus; (he arqciffjus l=. .1 firt-ii>'-Ti inoue from j Song metal tube throu^ 
whii h a Lmll cJlead shot 1$ pr<jpelled by an e.!(plo!^ ofKunpowdsH-. The arquebus 
15 basiCTJiy a cannon sitiliI enough lo be carried and ia-ed by .3 lorrf? *nan. LJke 
citJiSbows, they do notdcpCTid on the Strength of the uier^n<1, thet^iors, do (VSt 
use iirO' Su^nglh bonus tlic (±.ani:tcr n^.ay have. Instead, the Arquetxrt ha* Sts own 
'^'n-.'-ji-rh, ,in 11. for which .i >10 isaddsc to the Base Dflmjge oftfie ihot flrrd. Ka 
Fumb rolled with a lev. of less liian 80 with ttne ar'tjuslxfl, iJie weapon fails to 
fiiT. th-L' Furnble il hif.'": - th?in 8G-. cr-e arqueixji bUiTSK, whidh niin!i the weapon. 
For €'jir,''r ^ 5 tn the we.ipon'squnlit^. <i point n added LO the Strengtts with which it 
fives, -inri ,T:rt£> ;i£jcji 15 to the le-ftjl of Fumble required Lo make it burst. 

Bastard Sword: This \b a iword halfway between n Long Jjwond and The 
Two-hant'L'-d Sword, measuring about five fee-L lonig. Tht weapon'i lort^ grip 
and cDunscrwcight ailow it t-q. h€-: uisa ^'ith either one or two hands. 

Battle Axe: A more manigeable version of ihc Twa-"..inaed Axe, a 
B.ij.Il^ Axc • bi- wieltJed' with Just one hand. 

Blowgun: Th'S ii a ho;!Dw tube af wood or metal from one to Lnrce feet 
lanp. I" II. uii-.-d Lo ihoot imn1 darti, which usu.^lly poisonH'C. As a special 
rule, the blow^n does not apply the Str^^figth of the p>er40r LO c ilciilatc the 
dnmngc c.-iUF.cd. It requires both hands fof use. 

Bolo!^ A thrc^A'ing weapon made up ofthnie bails of metal or reinforced 
leillnsr tied together by cords. In Ii used lo capture r.n opponent. Unlike 
ochet vveitpons, used for tapture, it docs lot !,jff;T ; ■ ) pen.i:ty when 
ti vi' .. I '■ !i ,vi opponfi't. 

Boomerangs A curved stick of wood or metal deiigned to be thrown 
.11 .u tL ctu - if t doesn't hit anythiny;. io c -fch it requirtt bcallrtj -i Difficult 
!]Jcip_ht of FHand chc k. 

Broadsword: A ■;':ra^ght-bladt:j wcd.p-LMl slightly Sfiorbcr than the Lon^ 
Svvc 1 1 I 1^. ■"har^lf Cej'ii'ed by its broad blade and gnajt ForcitutJe. 

Buckler; Thji li a -rery small shield no more th.^fi foot acrms. The 
f!,rraLMl ndvnr.taRC of the ouckler thi^t (t c.lin oe ftsteri-ed -dircctiy onto tiic 
faraam-i, nhowirtf both ha nets to remjm free. 

Cannon; A flrea«ri nnade of s large metal tube from which a large rnetial 
shell is p<flpelled by ^unpovvder. The shell Is made to explode, creattng a ctoud 
ofshrafSficI wllh a radius of tS - fset. Although the shell itself KlAcks In a 
dowcndona.! way, the raplosaon does ^oi. Tl-;r; .vrcuracy is checked to sec if 
the shell hits where intitjnded, (lAtfi^ Tiatote 45), After that, H' a victim attempts 
t£i Dod^E or tilork, he must pas& a Dod|^ or AOhlctthFn check of Absund 
difficulty if h^ Is at gneatef thafi half the radius of the expl'osi«Ki, or aErunst 
jpi Almo5l; Imposu-Ble level dUTityltj' otherwise. Cannons do not depen<j oii 
thfi Streflgth af tFv user, instead they have d^eir own Sttienigth score (13), for 
whldl (Tfasijn li - 25 Is adkjcd to ths Base Damage ofltie stielh frfed. If a Fumble 
IMS. than 70 is roiled widn a cannon, the wa-pon. tails tire, \i the Fusnble is 
hghcr than 70, Uie cannon |>gr^G, vvMch ruPls the weapon. For each ^-5 to the 
^N?!afio^^ q'MWty, a point Is added to the Strenjjt^ with whidi its shdls (re. It 
pIso ildds t5 to the lev^l of Furnblc required to make l[ burst. 

Ca«fry La/kCe: A longer and heavier version of thu traGitional lanifc. It 
mcaiurss fTim nine to T2 feet long and cm only iOe W*eld-ed frbm horseback. If 
It □ used to bfcjqfc an iSttack, defender applies a penalty to his ability. 

CestUB netrll ccweriog for the hands, kneecaps, elbows, or tor«<i''riH. 
th.l1 IrfCludes ktin*s or spikes osed for striking an enemy. 

Chain: A ien^tji oi metal links. 

Chakrami Indlfjen^sus weapon that consist^ In a clrtular blade, tiicd as 
thrown weapon. It's kfiown as Turcus In other cultures. It cati return aftEr 
being thRjwn If it doesn't hit ar»ylhlng. To Catch it requincs beating a Very 
M\zut Sleight of Hand ehetk. 



CfafWs; Knives on a glove made to resemble a.nim.il claws. 

Club: Made of wood cr lust stone., the Clgh i5 the quinreKential impact 

weapon. 

Composite Uongbow; This the largpst and most powerful typj; pf 
bow, • i -3tre yl three pieces and maasurEs mofe thgn. B fccr 'i requtres 
two , , • ■'■10 L!sc, but its strength Bonus ts not douWed. 

Crossbow: A bow mounted on ,^ -itock with a^flSovie from which crfiSfib<j'.v 
bci ts iirc f'Tfid. It Is cocked using a srr-,all winch. CjTOssbov^'s do not depenc 
on the Strength of tlie usef an<l. thereiurc. do not use any Strength bonu'; 
a character lYiiiy hijve. Instead, they have their own Strength v;ore (3) fo'^ 
wtiich n +10 k added to the Base Damage oFeIig quarrels finedr Ench +5 t--: 
the weapon's quaifly. aside fn^m imipnoving its atcur.w:y. adtte N point to the 
SLf^lgLh wlL-h which it fines, it ncqutrcs both h^nds for use. 

Dagger; A combat knife roughly etght to 12 lnd>ei lor5|. It Is usually 
sh:irp-[;red on txjth edges ^nd h^^lanced fer thfowln|. 

Darts; Small metal-tip prod darts desjfgned to be thrtwvn by band. 

Flail; ThK ,i sh.ift of wood or metal with a thain that ertls m fl. spiked 
me-ta! b.n.i| A vi.T'i umi exists vv»Lh several smaJler dhains. 

Flight Arrow; A very l i'h-. i-^row that MKis abouit 60 feet to the 
maximum range of the bow. 

Foil; A sworH that is more slender and fle)^iWe Itian the Rapier. It is used 
as Ihfu-".' ■■.v-:'-;.|]nn. 

Full Shield; A large hi.; ivy sh uld often as tall as ^ n^an. Qenerillly Uied 
by ir ■ ilry j-.: d-ijrs, it has eith<T i squared or polnCed baseal(wvm| It to be 
stuck inLc th-t; ground by its own welghi, 

Gladiaitor's Net This wp.npon is ,■ narrow 'let with weighted hooks; 
designed to ern.ingie rhe periOJi Jt whom It is swung or thrown. Although 
it is ;5 hand-to-harid weapon, its attack Is against an area 9 feet "ivide, and 
it can entangle various Lar|jcCS. Do not apply crlher the Strength fiofius qf 
the charrKtei" or the -40 penalty usuaily applred to maneuvers aimed at 
CJpluriiig the enemy vv'hun utilizing this weapon. 

Great >rtfeirhammer: A very large two-handed Imp^l wciipon. It 
consists of a straight shaft crowned with an enormous rtietal fiammer. Some 
have sriarp pointed Hps on one sicji-.- so that \hzy can be used for a seccnd 
type of .attack, ,1 per-,ijr_r[i(.ing, or Thrust, attack. 

Halberd; The halberd is a weapon made o1 pole of wood or metal that 
ends In an aiec-like edged blade. It measure'; a botiat of between 5 feet and 
six and a half feet in length. 

Hand Axe: These are Light awes used with a single hand. Th*y usually 
h.ivc a counterweight that faciiitatcs their use as thrown weapons, Tliejf 
measure from one lo two feet in length. 

Harpoon: 1 h>s i.s a shori-hahed weapon similtar to a jA'^kri. but with n 
barb-cd tip. 

Haru No Okina (Three-section Glaive); A weapon of oriental 
origin, it consis"? o»'iwo lor'S^ pol'^j m-iructcd by chaans to a thind. shorter 
section. Each of the k;njicr poits. ends In a blade like that of the halberd, tyt 
smaller If'; I5 used placir t- "Lrit: shorteiU middle section against the bock, whilt 
lli« lortger pofcs arc maneuvered with each hand. To lerwi greater power to 
the strikes, the wenpon i*. twirled to use centi-ifugal Ibree. Although both 
hands anp U5^, the Sliieri5,th bonus H not doubled. The Th rce-seclion Glaivi? 
allqwi ;i sf?cond ilttack per turn, as ihoug^i a second V(^apon Vi^ene being 
used, bi I I ■.■I;.- nja, h. pcnaity of only -10 to a character's Attack A.billS)'. 

Heavy Baliista: A larger venilon of drte titer weapon that requires five 
fjersons to m.^nage. Jt a Strength of B, Jnd so adds ■'15 to the Base Damage 
finom its quairrelK, E^ich +5 to the wtapOF^i's quality, aside from ImpnEwlng its 
accut^icy, adds a point to llhe Strength with which It fires. Its ar?a attack extends 
for 15 feel iti .3 si-fal^ht Itne fncim jLS initial paint of Impact. 

Heavy Crossbow: A lar^c and heavy crosshpv/. Ft has a Slpength o-F 10, 
and so It poiicsses a bonus of +lS to the Bsse Oiimage of Its quarrels. It 
il:qu!res both hands for use. 
Hook: A weapon that is small and cuc^d with a sharp' point. 





\ 

Javelin: A 'Jioct spj j y jBjIffid 'j|nios*. excluilvd/ for ihrowmg. 

Katana; A ^wafii c/f Ailafi dBi|n. it has a curvod blade sharpened on 
only one edgE. Similar to n satjsr. it i^ consHfenibly heawer and mofie 
ei1e!-rti^^e, but not a? nes^istant to breaking. 

Katar: A gauntlet equipped wiiti knife blatJe* 10 to 12 Indies long. It 
f^&^icsirt a tOttiplcj? mechanism that aJlows the falatfos to be Extended flnd 
Spun. In tboEC Cases, tbcy ciin trfock projectiles like a buckler. 

Kusari-Gama: Thii is a sickle of Asian design that Kfis at chain attacfved 
to the bottom used to tnp oppontini";, Ailhough both hands iirc tisedn ihc 
Strength bonus ie not doubled- It c.?in be used for conveniioixal atucks^ or 
by whtpping tbe chain to try to trap an opponent. In which taiL- it causes a 
B.ise D.-iniageofonly 10. ^ '> 

Lance: The ianw \U the qumtoi-cntial pole wcTipcm, It consists of a Igng 
shnTt of wood or meta- ending in a fine tvvo-cdged point. It rs very siiltaWe 
foi- u'.c from horseback, or for kecpin;?. ericrnies at n distance. It can me^iSUPe 
ii -ivR to over ^€'ven feei Song. Aliliough It cm be used *iih jtist one hand, 
^ ... i' 'j; ii' th,!t f'-^hion brings on ,i -10 vyt ity to ihc nlUick, untess being 
UiL-'d Lo ['eisiLiL .1 charge. 

Large Multi-Headed Flail: A Hail of fiiiorrno.i-i dimeniioiw, (t h^i 
various chains coming I com !h(-' t^nd of its shaft, eadh etKiirij In a splllfd 
me! jl ball. 

Lasso: A husso is J nope pnspartsf with, -i runninpr knot for tr^ppit^ onjmals 
or people, Aa a special rule. It doci not npply llx; Stren^h oi the pennon to 
cakulaEc the damage ciuscd. It requires both hands for use. 

Light Ballista: The bailista is a croastiow of nncirmrau^ prapcirfions That 
is used lis a siege weapon. It is mwed on wher-K Dcrausc its nM-^'. 
i': impossible to carry. Light balllstae ivx.- nianr^d by itiree pery^is, two who 
mc>.'e it Ifltei^dy, and -a th«fd wfrio arms and frres. Bafctae do not dcpcnti on the 
Sirefigth of the user and, therefore, do not use the 5tren|it,h Bonuses of their 
crfws. Ittslead, the weapon has its own Strength scon? (13), Jdt which a -20 
is added to the Eiise Dama^ of the quarrels lircct. fcach •* Wo thci vve,Tpon's 
qualiE)f, asiiie from impticving its nrccuracy, adds rv point to the Strenjpfl wlnh 
whtch ?t fines. As specijl rule, tli^' tremendous jje^netralin^ psAver of the 
quarrel fired by 'Jhc ballista dlows tt to maJce a type n\ area atock In a straight 
line 10 feet lonj; iVorri its initin) point of Impact. 

Long Sword: A cutting blade with a sliar[: point. It is i^y.nef^Wy three 
to ttinee ,inc| b^lC feet iong. 

Longbow: Like the Short Bow. but with a size of betweef* rour-i»nd»a' 
half HJld six feei talk It ^'cquircs two hands to use, but its Stfenglh Bonus 
n ml tfoubled. 

Mace: TfT:ls weapon conSfStS of a wood ut mcMl sh,-rt about 1fl inches 
k>ng topped with ,i heavy round or spherical head. 

Matchlock Pistol: A smaller and mare complex vt-T^jon of the 
arquebus ih.it can be fired with one hand. Like ts larger counterpart, iL 
has its own Strength score (9), tor which a bonus ctf ^10 is iwWed to the 
Base Diim^ige. of the *hot it fires. K a, Fumble i-; rolled with a tevcl of less 
than 80, the Wrtapoi't nnsftres. If the Fumble h SO or higher, it bursts, which 
ruins the weapon. For each ^ 5 to the weapon's quality, a point is added 
to the Strength with which it lires, and also adds 15 to the- li^vel of pLinitile 
rflf^uired ro mklk^ It burst. 

Miniature Crossbow: A crossbow of very small si/(; which n ny be 
Fined with |usl one hand. It fias a Strength of 5, and so no bonus, is ackled 
to the Biuc Damage. In game terms, it woi-ks the san-ip w.ay a', ■■ rji i-in.1 
crossbow, and so it k not necess,iry to learn It.^ iise separaii^iy. 

No-Dachi: A hrger v^srsion of The Kat.^inn. It is ijs.i"i_' in a simil.n way, 
bur It 15 much longer Hind thicker. 

Nunchakus: These .ire two &hoi i aiu.ksof w-:;-l:J or mi.ial connected 
by .3 sJlorl thain. 

Parrying Daggen A variation on the traditional d.agger designed 
to block the atLaci*^ of enemj' weapons flnd trap therii with the hUt. 
At its base are two 'iharp edgetj, 

Quarterstaff; Thl^ v«apon 6 ii ipole of wood or metal n may be 
K long as (hree fecL Aldioujifi It can be used with juEt one hand, : .-idling 
ftm way causes a -10 penafty to a cfwTsctier's Attack Ability. 

Ftapier: A fine and stylized two^ged sword, 

Raven: A multHtilxted kniEp in the shape of j stjr with, n hole m thi: 
cervte^-. The thumb is placed In the holtn and the knife is spun h.=ird. As it 
iSplrtSn It can block missile attacks as though it were a Buckler 

Repeating Cros^bowi In realFty, this is. not n different claw of vje^npon 
!nom the nDrmai crossbow, so it can be used without any need to develop a 
SEpamte expertrve. It ]\ iin>ply equipped with ^ systeni of ^ari that enabPc 
It to fine .3 larger number of qu.]fTels wlihout needjnj^ to reload. Usually jt 
has II matgazli^ containing from between 4 to 8 quarrels. It requires tmth 
harKls tD use. 



Saber: A !:gh< cwrved blade that It smalter anpd tess durable than ihE \ 
long &^vordK but much more mancu-vcrablE. 

Sal: An uniharpened, pointed, knife-lifee weapon whose cross [^uartl 
curves forvvand to resemble a tridens.. It fe used prtmartljf to bItMik an 
opponent's weapons, 

Scimitar; A large curved sword gcnEraliy shorter than the Long Sword, 
bui wiih a liiO^der blade. 

Scythe: This weapon consists of kmg shaft ending in a tongcyrvtrig Wade. 
It has 3. handle allowing \t to be used with tVJO harujs. 

Shield: A metal or reinforced wood sijrface wlih handles on the back so 
It r.an be held, ir is used mostJy as a means of defense. 

Short Bow; Thi^ weapon tonilsts of a tatiL cond attached to cither end 
of ,a sini^fe CMrvod piece of flexible svood and is less than about four foettal. 
If r.'qi.ii ;-:. two hands to u!>e. but its Strengt^^ Bonus is not dSpubled. 

Short Sword: A straight sharp blade aboui a fwjt :ind ft hiJlf long. 
AlihoLf.h it can cut, it used principally as a Thrust weapon. Its reduced 
^i7f makes it a very discrete ^eapori, 

Shuko: This is a ciaw-IIke device held sn the palms oF the hantji !t . 
Uicci both as a weapon and aS a tool Ibr ciimbing . ihuko acid A ''1£> CO :i 
character's Climbing Ablhtj^. 

Shuriken; Small Asian metal weapohs used exclusively' for throwing. 
They can be various shapes, from simple shiir|>cdj^d disks to star- 
sh.apet! knlvi.'^,. 

Sling: This h a small leather pouch tkd to a cord, it is used with <i 
■ipinn^n.r, moUo-n to throw Stones. 
Spiked Ball: Metallic balls equipped with spttes to faclliitaLe their 

ben?, ;h- jwn. 

Standard Arrow: i lo most conwnon arrow far use widh howB. 
Stiletto; A mnvp rteedte-lllge knife whose malrf purpcrt.c 
IS for t"fiTOw|rip,. altltOUgh it can also be used in hand-to-hand 
comtial . 

Sword Breaker: 1 his is. a short sword of great wel^ 
containing, ^ blacte ctiimocst 10 Inches wide. Due to Its enomraui 
Impact potential, it <s often used to break weapons or break 
through an enemy's armor. 

Tanto: Another oriental vreapon, it resembles the Katarw tut 
<5 much smaller. 

Tessen (War Fan): An especially exotic oriental wisapen, 
its appearance is tha*. af a fj\n, bu| shaqi knives have replaced the 
v/Doden slats of the Un, The base of the tin Is a F*avy touoterwcij^! 
that can deliver a Impact attadte. 

Tonfa: This Is a dub wKh a short hijntSc sttking out in the nKddia 
used while being htW along the Ine oFihe farearrn. 

Trident: A spear or lance with a ihnee-pm Lip resembling a fcirk. 
Its design docs allow It to be thrown. It is slightiy larger thsfi the 
tndent used for lishmg. 

Two-bladed Katana: TW^ a a staff with a Katana m each ertd. 
It ii held afMj mineuvered holding the long central shaft. Althou^ 
botli hands must be used, the Strength bonus is not doubted. 
Because of the wajf it is wiekfed, it nJlows a second attack per turn, 
as though .1 scTond weapon wiere bemg used. Ho'iwever, it applm a 
penalty of only - 10 tc a character's Attack AbHty xi^cn being used 
In that way. 

Two-handed Axe: An enormous axe with a counterweight at 
the base of the handle. Depending on the design, it can be sln^e- Or 
double-biatied. Its si^ makss it alniost Imperatrve to wleW tt wtlh 
B both l-bsnds. 1? nn me a-; vr- l-im 5 f&eE to over 7 feet ksfig. 
■ Two-handed Mace; A Ik wter vwrslor* of the Macc with a shaft 
w ."vln'vosc 3- feel icmj^. I't i.- *. ;^...i. :J with a weight of enormous proportioTa. 
i Dcm: to Its ^.lic. It Is U!ii*ally used vnith both harwis. 

Two-handed Sword; The Two-handed Sword ts the greatest of 
swords and can measure more than S feet long, Us*cl almost e)(Cllusively 
with two hinds, It is .ir awkwiird, tMJtvery deadly weapon. 
Unarmed Combat: This Is mi a weapon, of course. Flalher, ihesu are 
iFic nuni.b<.TS ysed for a character fighting without v^eapons. The attacJfS 
made are made by punching, kicking, head-buttmg, and bibng- FlghUftg 
unarmed nequire.s u"i? of the w/hole body, so a cha^'acier fitting this 
canrKit iipj>ly the rules for attack! with other weapons. 

Warhammer: A crushing weapon consfedng df a shaft topped by j) 
threat steel harnmterheid. 

Whip: A whip b, a cord or chain appropriately made to be used a t, 
weapon.. It is used with rgpid flicks of the wnst and ts capable of cutting w 
trapping an oppwenl. 



ARMOR 



ChmcTiTTs r.-n ■■.-|!. p thcmwlves witIi arn^or to avDuJ Ciiiiia^ when in 
combat ar Tram • ■ i.'S. This pTO(*ctlon!s art made From a sgL ui pieces cm" 
tkuhfijii ih.ll iv iniended to diminisf i.hc dama^ tauied by various CVOS 
orall^k. 



Amcr Tvifc (at) 



Arinoc Ty ■ (AT) i'; the degKiee of protiection offered by ihe Firmor 
Dtmg wni, each type of onnor has nn AT ratitij^ ^ajJ-iinsL Specific 'ypcs. of 
llt.Kk. The higlier the AT, the beirt?r it protects against ihi: specific typ^ 
of niUtX diid, rii will be seen in ihc following chapter, it can consider-ibty 
ftduce dam4ft,C: Armor Types ninj?.c from 0 to 10, where n 0 me^ins thert- 
is no afTTHir protection and n 10 me.in; the" v^e^rer is ve-ry well prottKlicd 
from th.'il fypf,' of attack. Armor does not .vlways have the Samt: AT n^inln^l 
different types of attack. For example, while ficavy ,irmor m.iy be VL;ry 
cffccUvc Ji^^ainit physical Impact, it won't hsJp inuch .igafnst &lec&'iril.y, 

Wcnm^l Armr nmi lis Waiummaits 

Wfiriri^ armor i5>i't always cisy. Jtisl m it protcctSt it also limits oi- 
slov^r ' jWii movefTicnt For ihiil rf.;nson, a charattcr ni2«ds to get used 
to we;iri!i;4 ;irmor and fcarn to wear it without It causing difficulties, The, 
ATnor Requircrr^cnt is the ic/el of dfl'^iculty of ijang ei»c?i Itecn, The hejvie*' 
and more complctf if is, the greater tbe Armor Requir^ent, To be able u 
use anrwr withour problems, a character must develop tJie Wear Armor 
nbillty to fnc- df^gret? required by eacri piece, A dianacter who docs not 
de^'elop '-llf'iciKT\r ability Hi'^feTS a penally to all physical actions c?quAl to 
thtf eliffcrt-nce betwceti his Wear Armor i itir;- -nd tht specified Armor 
fequirL'TTK-'nt. 

The abity to Wear Armor is ront,irrrr-i7 ,i l-YnTiory Abll»ly for cofTibrtl, 
iind 50 it rmu^t t3e developed within the point di'.'j ibution iiii-ts for that. It 
Is tJiiwd Of* t*^e Strcii^tli oi tht ■characier. an'-.l '.- • ' he bonus for that attribute 
\i added tvCTi if the diaraclcr hai not invested ,ny DP in the .ibiJity, 

Farm^nipJc ta uic i wrt af P^rttaf PUtc. wbicil htf|5 3 H^fuiraiTheiit 
afSO, Cell J hccij'- to t1c'.'i:]p[.i hch Wcai' Arrnpr ta thst level (h^se 50 
* 0 Stw:r>^ib bonwv), li ^bc now wishes to swtch to ac^le rn^il intjuf. 
i\'fiidi k\y i rct^tjirciTjcnt of 60, tbe youi>g l^y will s^jffer ^ p«itiglty of 
-50 to .ill her actions, bcQuseth^^tis the JifFeretjce between h^ir 
AttTwr qbtlit)'- ,iJi(3 the Artnor Ri;t^tJirt!ft^er?t orSi^le ,^31!- To he ^bJc 
io N%2 Scgfc MqjE wllJiotit petraky, CeJja wtll haw to intri-cisc hzY Wc4r 
ArtTXjr by 50 poitiis, 

miumi ramUy and 
Mmmnt Rcslrktm ^ 

Each tjpp of armtJT beari a natur;)) penalty that Is sut.^l'acted frof" ,i 
character's Initiaftiwe and certain Secondary Abilities, Such pen-llties afn: 
iippted from y^nply w^sj-mg nfinor. In addition, the ^icHviest armor also 
coiii« widi re«nctlc?ns 0^ a charjctcr'i Moyemenl Value. Il Is possiile, 
hcwvwer, for a character to develop his Wear Armor nbislity sufch lhat 
Itrtduces the pcnnlEic or eliminates them completeiy. ThrE ntifn|>?r of 
Armor pnintE above the Requireffient reduc^i the natur,il pe^ialtjf. 
In this 'A^, hawing 20 points mor-e th^n the Reqiiire«vient for .1 p^nrtltular 
armcr reduceithat negative by 20 psaMite. Each SO ponu of Wear Armor 
abewfl that neqwremeflt iilso overcomes one point ■&n the r^stricbcwi of 
mcvematt. 

Let us suppose that C^liJ la usJiii] t(ijbt pifitc ^n-mor 
f HeqtJirtitncnt^O? withayt .^ifficyltic^ bec^^use she ^ 90 WeJir 
Atrnor Even 50, '-he mttst sttbtr^jct 4. points {roni fier Movetnent 
VdljJc .yiii iipply li -35 to her Ihltigtjws and those Seiijt^iiafy 
AhliitisqftdicteJ hy ll>e [tybt plgtfi^i-tnw's nahji^l petiqlty. lfO:Ua 

q V%'a3rArmonbil|ty ci(]lO, <A-\e;v,!ou\4 b^vflc ^ n^tUfij] penalty 
at ur^ly -f5 poiiTts, becatjsc sbe woiild p^s.5 the nct^utrerneii't for 
]|gi?t plate ai-moi- by 20 pD|r>t?.. U'ihz ba4 pawed tb^t fi'^ture hy 
ir?prrtiiin 50 point?- tvvlth Wclr AmioP t40'), ber t^strmtlorj 
on mowTTicrrt wauU be onl v -5, 



Anmor does not ncocssarily proicct a character's ontinH bo^iy. Aside 
fnom helmets, there arc three ^irmcn" vgrletifii, according to the part of the 
body pnjteaed: cnea-stplates, slilrts, or compiete. The F^rsi of ihew: protects 
pnJy the chest and baick of the dharacter, S.hirt armors also cover the arms, 
though they leave the h^i unccwertd. Lastly, complete sets protect the 
etltwe body Mcfjl for the bcadK which must iw protected separately by 
•a helrtliei. The iCcond way these are drfferentiated H in regard to thear 
ha^d^e5s^, The harder armor ts rigid, while the softer ones mo^e flfexi-bie 
ind conform to the movements of chflf^cters. 

Annor Cimhmthm 

It 1% possible for the charactar to use varitxjs la^rs of armor togedier 

to incrci'^e pratettlon, for mstancc, try connblning a. scale piece w>th n piece 
of chainmail. Unfortunatefy, using multiple types of protection is mtxih 
more complicated And I? sub|ect to two type* of lkiiltat>ons: 




4 




I; Onljr ojie hard anWr type b;e wotn - "aUhoiuj^ii 
ficwsible to combJne tiiai with up to tvm soft armor typest 

1: Each addltkKiaf la^^ or proieciion (exte-pt for NQtyni 
Armor) fliids a ipctia) penalty of to (he chsracter's Enitwtlve 
and ceriflJn S^'itondnry AbHItra. T+>K pprvalty is autol*iatfc, and yt 
docs not diMppB-ir r»n --'-i t ■ vi r'- - rhancigr <teve|cj(piB hjs 
V\A;ar Armor iiblilty. 




Ti e R(-qulrehnetiti fef all armors wortt oimuUthfe IL fbr estample, 
two typei are worn that have ffequirements of 10 and 50 poinl3k Hi Wfetir 
Armor ability of 60 would be nweswry to use tliese combined armors 
wiiho.ut penalty to srtlons. The penalties to Inltlallve are also cumulativcn 
aiS .'ire !!hoje to J character's iSecondafy Abilities and Movement Value. A 
chtir'acter weannji \vj^ iOts of armor with natural pcsnalties of -30 and -'25, 
wlih rcspccUvc pcnatties to Movement Value of \ and i points, wlllsuffei" a 
ftnai ocgaLrvc penalty of -45 to his Initiabv* and Secondary Aimlltles, and a 
-4 to his Movement V.'iilue. 

To calcula:te the fin^a^l AT re^^jltlng from the camblftadon, take the 
highest AT numbef is tliie base, aind add half of any other armor"! raJue^ 
rounding fraciioiu down. For example. If an armor with an AT of 6 ag^nsl 
Cvi artacki was i-Oniblned with anodher armor that has an AT 5 against Out 
atiackt, the finoJ result for the AT against Lhii type of atticfc WQuld be 0 ((Sie 
6 of the higher-rated type, plus half of .1, rounded dovv'n 10 2). 





Let's Imagine Lcmures wi"3nfe to wegr fur girrjpr under hit light 
pSate 35 artra protectior?. SJrjce fur baa ^ Rc^^tiirctricnt of 10 and 
th« [iyht pl^te t-i^s ^ neqiJii-trrhcrTt of 90, he neeeSs g Wear Armor of 
lOO td l|q th^it with<3ut ctiffictjItiiS. The sum of the two pen3ltJi?> to 
Initiative K -4-5, but 3 special -20 i? 3I50 sijbtriicrtecj for wearing n 
scwnd layer of ^r^norj iT?gkir?g 3 tatgl pejtjlty ef-65. Now wc Saptt 
for the higher AT of the bvo jgamst e^ch type oFi^ttack. ^J7cj then 
add h^lf or the protection oiTered hy tlie less effective type The hesiilt 
is worth the trouble, sJrjce the firral ifesult 1^: Cot 6 C5*TJ, Impgd 4 
a+0,S), Tlimst 6 (5*13. Heat3 {3t0.5), Elcctricrty 2 {0*2/. Cold ^. 
("3+1), ^nd Er?eft|y1 C1*Oj, . _ - 



NovHtMEHit fiHtrSction: Thituz arc ihc points that must be 
subtratted from a Character's Mcjvcmefii Value when wssflng thti jhthk. 
Thii penalty is retiuced by 1 fcr esch 50 points that the characicr's V\tar 
Armror sjurp^ssej the Amor fequiremenc. 

FqrCitMde:; TMs the resistance i>F the armor to bn^akmg. 

Presence: This Is tlw PPtjente It has - irxiuding Its resistance to 
superrialurai effects. 

Lontion: 1rnliCatES the part of th« boify protectedl. 

CtasS: indniatcs if It is sok or hanir 

Table 3^ cortsins the Itst of AT for the armor discussed, in which thE 
cfEgr^ of protsctkjn offered csn be seeji. 



High Quality or Special Amor table 34: Arml^r pROTEcrfgN Values 



AfTnor of high qusUy the person using it belter proCKtfen than 
oitiMi of liic same type. Each --5 Quality Bonus, the armor merits adds 
one AT tevei flg^iirist, a\\ types of ■ittaclis (except Energ/K unless the armor 
is nnagica!). High quailtff arrrkors are also more rnjuianeabie th^n io^wer 
qualrty e>anip(ei, so the quality bonus a also sutitr^cted from both the 
armor's l^uirement and INgturai Pen.ilt)', it ^no reduces (he penahj' to the 
h^ovenwnt V^lue by 1 for «ver^ +5 a> the armor's qualHy. 

Let's irragine thit wq ^^vc ^ fxjJl ptate grmor vsath q ^lO Qi>rjlii;, 
Tli3inl<i to the bonus, viz can add tvvD fevefe to tlie AT ggarnat mil tj.pcj 
□r attack as follcws; Cwt 7. Imjjad 7, Ttirust 7, Heat 6^ Eledtricity Z 
Ccil4 ^- And Energy 4. Ttie Armor Rja^utrerrjent wauld be ot7ly 90, 
^nd Its Natural Penalty would be recjiicei] to -40. The pcJ-silty to 
rnovpment would also be rT3duce4 by twtf) pcHtTts. etrding up 



list ojAmm 



Tsibte ^/ftt^ill of the avaiiabfe armori, described according tn ri-:- 
'■riic.vi-i'.! chirtbt^^sticsj 

Name; 'his iithR common n,:ime traditionally ^iven thi-s arrmor. 

Armor n^quirement; This Is the Wear A/irtor ability necetssary to 
i.-.f 'h:ii tyfM-- wiilvout penalty. 

Natural Penalty: This is the negative applied to Initiative .md HJn>e 
SetoncJjry ALiltUcs. This penalty can be negated if Etie chftHhTter's Wtaif 
Arm<5r surpasses the Requirement of that typs of armof- 

Table 33: Armlirs 



Name 


Cut Impact Til rust Heat Else 


Cold Enit 


l-'j.dded 


1 


1 


1 


■| 


2 








1 


0 


2 


1 


2 


1 


0 


Armored Lofigtoat 


1 


0 


1 


"i 


2 


1 


0 


Fur 


2 


1 


1 


1 


2 


2 


0 


Conn pie te ithci- 


1 


0 


1 




2 


1 




Hardened Lcnthcr 


2 


2 


1 


2 


2 


2 


0 


S,ri.jc; -1 H 1 f inrr 


'i 




2 


2 


1 






Chaininriil 


4 


2 


1 


2 


0 


1 


0 


Breast;:!,!! i- 


4 


S 


'1 




0 


1 


0 


Partial Pls'if- 


4 


3 


2 


3 


2 


? 


0 


Byrtiie 


4 




1 




0 


1 


0 


Half-Plate 


4 


4 


-1 


2 


0 


1 


1 


fScalc M.iil 


A 


4 


^i 




C) 




1 


Ijj^ht Plate 


'j 


4 


S 


3 


0 


3 


1 


Full Piate 


5 


.S 


'■) 


4 


0 






full Hcnvy Plate 


6 


6 


6 


4 


0 


4 


2 


Full Field Plate 


/ 


/ 


7 




n 




2 






HPArmor 




Movement 


Fortitude 




Location 








HKquirement fenaicy 


Restrtcdon 




Padded 


0 


-1) 


0 


iO 


25 




Seft 


Leather 


0 


0 


0 


12 


25 


Shirt 


Sett ^ 


Armored 




-5 


0 


10 




full Pluc 


So It 


0 


^ ir 


Longcoat 






Fur 


10 


, -10 


0 


10 


75 


Shirt 


^ofi 


Con^pletc LojLhei 10 


0 




VI 


25 


i nil l-'l.-ivv 


Sett 


|-Hardened Leather 


20 




0 


13 


25 


Brr.a'.i platp 


l-lai-d 


!^u.!drlod 1. rather 


I'i 


-10 


1 


14 


25 


BrtM^ :piatL- 


Hard 


Chainmaii 


30 






15 


30 


Full Plate 


Soft ^ 


llircasrplatr 


40 


•IS 


1 


16 


30 


Bfea'i:p':'i:e 


' Ir.rcJ 


Partial Plate 


50 


-20 


2 


15 


30 


Complete 


Hrird 


ijyrriir 


60 


-20 


2 


15 


30 


Shirt 


Sofi 


Half Plate 


70 


-20 


3 


16 


35 


Complete 


IHdlTj 


5talc; Maii 


f^O 


I'j 


3 


17 


j'j 


Compleie 


* l.ii'd 


Light Plate 


90 


-35 


4 


17 


40 


Complete 


' 'ard 


iHjil Iridic- 


100 


-50 


4 


la 


AS 


CoiTipiete 


t-lird 


Hull H ivy Plate 


120 


-60 


5 


19 


45 


Complcic 


Hard 


1 aill Mcld PlAVC 


150 


-70 


6 


20 


50 


^ Ci^mplste 


Hand 



Taule 35: Helmet Pr0T£ctiojs) Values 









Fortrtude 








Grdei 


0 


0 




f.S 


Heiid 


H.:'.rd 


ForeliEJWI plate 


0 


0 


12 


15 


He Ad 


Hard 


Canque 


0 


0 




15 


ic.-.d 


Hard 


LRiither Hood 


0 


0 


10 




Head 


Soft 


Mail Coif 


0 


.10 


13 




1 Icr.d 


Soft 


Open Helm 


S.g||||||y| 




16 


25 


Head 


Hard 


GrLai Helm 


10 ' 


-30 


16 




Head 


Hard 



Amor DescriplUm 

Pjidded: This is a simple armor made of various hyir% af quilted cloth to 
- biGiD rhf? force of blows. 

Leather Thiv n armor mjide of very thick leather trf-,ited wiiK oils to 
n Iji.'I-.c 'T:*jstancE. 

Armored Longcoat; This Is anriar m^de of treaie-J leather hut with 
qu<llcd :3^rs [p giw: ii UtiLer cDnsisCfincy. 

Fun l^rqtertKMi ffxade of layers of nmmal ^kins (ftir). IL ■<. \^<-;-t^y <)niJ 
dfliculf to use. 

Complete Leather: A vsrsion of teadier irmor thai afeo protecti the 

!p|r-. Tl"'i> ft'iii'iti art made of clotl^. 

Hardened Lfeatihen Thi-j js an -anTKir mEsdE af teaClier CreaEied With ails 
.md Lin|i,Licni:s until it bKOFTves cotnpJcltly jolid- 

Studded Leather: Thh is a idft ieatfiEr armcf stuckJdd with Email nwcal 
fragments. It .s vpry useful, hutdiffuLilt to wear. 

Chainmail; lhi% \i possibly th« most Mvanccd arm-or of (ts era. It is 
composed of fine mci^ rl^gt interwoven or sjswn tD each other, it oflerj 
ertormdus praiettion iis ■ivell as jjrcat mob-llty. 

Breastplate: Tl'ls instill armor caver'i it* ch-est and back. 

Paj'tial Plate: Amior made of various. p>etes of meLii ttial cover the 
[TOW ■'■tilt paj'Li of the body. Noi TTifilly they arc sewn onto a sust of leather 
or fur " [hou^ sctne-times this is dont with pints. 

Byrnie: The ii a jEw;l<pt miJe of TTietaf rin^ interlaced with each o<;her 
rir-ci jLwn tjntq a Isyer of SDffer^ed Iciithsf or clcHh to held It together. 

Half PJate: This a COfYiplctc metiil armor fn-:ide of doeefis of pit tea 
pcrlcctly (far^gect (ind prepared to fir into eJCh other, It is ligjrfler Th.tn "Ful 
Plate." since It SriO'iOiits protectiqn fof mobility. 

Scale Mail; This ii a teFsther ^rmoi' covered in Tnet.if scales, like those 
of 4 fish. 

light Plate; This is ftefjvy arrmir composetj of a comhinatlor of nnet;il 
pbt« over articutflted joints. This has fewvgr p«eces than Full Heavy Plate, 
bill It nlso ccvera ihe entire body. 

Full P\3Att These are true works of metallic art tJl^lt are usually mads 
toonStfi", The pieces rridking it up cover the erUire body uLiliiing joints of 
leather which are In turn ccMircA by metal pl.ites. UnfortunateJy, \ks welghl 
\i EKEEssive flrtt) pef m»tl UtiJc mobility. 

Full Heavy Plate: A version of t^le pfev»OuS type in which thfi mwiaJ 
p^t£S hs^? two or ihrec btnes tKe thkkntii. Although it tTequIre* fffffltcr 
ilrength *ritl skill lo use th^ pnpieiztioii it offers is much better 

FuW Freld Plate: This Is the hea^ileiit and most co*npl'eti o( aW the 
dflfcreni types of armroi". F'i'?n the Iwnts are covert over v-fi-th thick iH^er? 
d metal that, although tSiey make mOrvemant dtfficutt, prottCl Every hit of 
Iht anatDrTT/. 



Hclmd Dcscrijflim 

Circlet: This Is a metal ring that goes around the f^ead oi the ch^racbcr. 
protecting ll from lalergj bkw% Of those attacks gimed jit the fdrthciid. 

Ftsrehead Prot^cttm This is a nwjtal ptate to bloik blow? th* 
fo'thciii. 

Leather Hood; This is a hocri of oil 'rented luaiher that iuovers the 
v,^aic hi;,id except the face. 
Casque; T>ilS Is a metalliq htelmcL ihat proUicts the tapper pan of the 

hefld, 

MM Coif; This heSm^t is identical lo dne leather hoodf but ll is made cif 
pngi or 'tvuvicn metal stir.inds. The insltk Is line^J vwiih cloth to avoid damage 
to the wtiar-er'E. skin. 

Open Helm: Th!S ti ^ fufi helm covering tl>e entire head, except for 
the facE. 

Great Hetmi This Is a helni that cm/en the enSrc hewJ. UJsually, It has a 
visor that can be raised for bette*" vtiion or lowered to protect the face. 



Helmets 




Heimi, Of" helmets, ire used or*ly to protect the h«ad. The AT 
lliey offfw Is onfjf used vvhen a blow hit them dinectfy. Ustfiga hclmo: 
*ith oliier armflir i^j not tOriSldcrcd a comblnatlionj trecause each 
protects ii tompleEeiy diffcjient are,! - oithouj*h therr requ«remerni. 
*id peniiltitei art: added together Helms, howsvar, coPt^r the eycv 
md can. reducing the sensing alxlltlci of the character. They als? 
Cfluie penalties ro Not«« and Search abilitieSr 

Perception Penalty? This Is the Bpcdal penalty apfrfled to the 
EJiMBtter-i secofidary abllftias ef Notice and Searth. 



Name 

l^forehend l^roL-ector 

Lt;.jrhi*:r Hood 
Casque 
Man Coif 
Open Helm 
Great Helm 



lut ImpBccThrutt Heat Elec Cold 



0 

0 
0 
0 
0 

1 





m CQlTlBAt 





A ujn-vit battle 

In Anima, not all Bituations can bs f Dsolvetl peirefuJIy. Ch^iracteri (must 
oftefi n|,ht for iheir lives analnll a varlcL)' of adversaries. In this rfiapCer, 
WE brifig together an elaiborate combai sysiein ihjt gives, ihe p\3ytf i 
bffioad range ai qpbons - from simple hiind-to+irind lighting lo the use of 
iupernatural pdwcrs, like ipdllcasting or summoTiiTig. 

Ftervieinbef. cofmbac in Anirm ^ fnuth moi'^t ihan a simple uxchajigc 
of die rolls. Each Con'^tjftt Tum b a sequence of titiacki^ dodjit-s, am 
countcraLtarits ttiat can he intorpreted as colorfully as you 111* to help bril">g 
the c;«otcmcnt of battle to life 



COMBAT SEQUENCE 

When canfllci atcurs, each iDmbatant's actions are divided into a 
sequence known .35 .3 Combat Turn, ComlMt Turns are periods of time 
tJiat separate the many events hj^ppenlng sinniFteneously or sequin tiall)' In 
tombat In Animo. they itprcScrtt a period of 3 second's. 



Cakiiktin^ inillatm 

It is very impcrtani to ctecliic the Esrdcr 

of ibftiioris In a Combat "Rim, because 
combal will change a lot depending on who 15 
' able 10 act rirsi. Thi^ stHqucnce of acbons wil 
be (useful not onl^ for conril>it, bul .I'to svhen 
•two or more chifTictErs are tiyrig to .ifhlevc 
^ conflictJnj^ goals- {sudi -is for an Opposed Ched< j 
,M itnil It IS rtecKsary co decide; who will Kt rir3i. 

Inltlallve I5 not soni^ethinfi Fixed; it will 
v.in/ each Cqmhst Turin, .seconding to chance. To 
delcrminc the onier of eventa, eacJi connbat^nt who 
wiihes to act rolK I dlOO. arfdinjj ihc nj^ult lo his own Final l^lt^atlw 
score {we fnitiative in Chapter I). Fumbles and Optfi Rdfe are appfecd 
to Initiative as they nre to -inything efse. 

Each tCimbatani iJcclarci and carries out his actions according to the 
results obtained- The combatar>t with the lushest total Inntiailve acta first, 
and all others then act in the <^der of their Initiative for thjT Co-mbos 
Turn. I'f iht cbiracier who has the Initiabvc wants to hold back, he may 
do M>. A character who holds back may act subsequent!)? at any trmc he 
choosci. ii morB than one combatant holds back, the charaaer wkh il^e 
iowett iintfaLivc must act firsL 

When M combatiatits wfwj will act in the Combat Turn have eSikk: sn, 
the Co^mbat Turn encte and a new one beams. Remember thai dl jacni 
taken duTinga single Com bnt Turn happen 5imt|l"ianeously, Imtiottve du-iii^ 
a Combat Turn simpfy represents the frsct that some rhnmcters hnve n l.iwer 
i^A:tlQ[1 T.imt. In pnacUce, this tan be a mailer of tenths of a secotkJ. 

A chiirKier s Rnjl Isiltlative may vary jLcordinj; to whkh weapon 
he USPS oi- what kind of niirtion he undertijl^e.'j.. Therefore, before rolling 
nnr alec, players must dedarc to the Cntnc M.ister Uiat they rtre wSng 
weapocis or tikiri^ acctWis that m ,iffect ihcir final Initiative. If a character 
uses, two capons simuPtaneou:- y, lor t^yamplti-, he fij^hls mor^^ slowly and, 
tlicncfore, his Initialr^ie will be lower. On ihc other hand. ,1 character vrfic 
fighli unariTTcd can attack much faster, rcceivwi^ a '20 to his [nitiatiwE-. If 
[v,T, fjr mofe tonribatants enct up with the exact ^n.me iviuiu whoe^rt^r hsi 
the hij^hcsL I mas Initiative score (before ihe dice roll) icttfirit. 

Box V: Combat Jim order of events 



I. Calculate Initiative 
2. Players declare and execute actions 
1^' 4. Calculate damage and Criticals 

3, End the combat turn and be .[in the. next on* 



Surprise 

Thert is a chance that a combatant's actkjn happens lo swiftfy and 
jrvexpecTedly that 1; lake^ t^rybady else by surprise. A combatant 
Surprise, his opponents if he ends up v^ith an Fnttiatlve at least 150 po*nte 
higher than theirs. This effect occurs specif icalljf between iwo Of mere 
indcviduali. Jtist bccatjae one character's opponent b 'Surprised, doesn't 
fnejin that aH of his oppDr>tftt5 are Surprised. 

A character who has been Surprised suffers a -90 peflalty to any action 
directty ofjposed by the Surpming opponf:nT - lncli,nj»ng any defense againH 
an attack. This penalty Is only in effect lor tht first actlori laJoen tl* 
con-jbaiani wlvj achreved LhiaL Surprise, 

if ,^ combaUnt hjs achieved S~jrprise over an erHem)c, he may iiill decide 
to hold back. If he ik>es so, he will lose some of the beneflt-j of Surprise bu( 
acquire oihcrt «n exthangr. Although the -90 penalty no tongor applies, be 

choose to Intertxipt any action made by the Surprised opponetit, even 
after she opponejit has rolled his dice. 







w 

Fdi- cyqrTfpJe. Ccll4 hti^ Lcrnui-es are Icckecj nn combat with 
city ijtarij^. Luckrfy, Celsa h^s acbievecj Siifpi-iSic avcr^U three 
jy^rdiH fentti to q[> Ofen f^^all or? her Inltl^ti^'c, but she dedijes to 
noU Kick ^1317] 3ctinc( to see whgt iSic i^tqh4r. do. While holtlfntf bgtk, 
she ni^ttcs Letrjures auccciifijlly licFcnn^ him5eff frojTj die attacks pf 
two tjuaM^s HcJvucvcii', he thi f4 ^Ui^tdl mil Its ^ri altgtk v;|th .a vc(-y 
Jil^b citoe ri>ll, and ^hr- iirJ^s Lcmurcs will be Jiui-l. C^lla f^n usic her 
S4jq>riie advaritii^c to intervene arjj try to push Lennurci out of the 
K^iy. evcri tiipqi^Ti t^c guarti h^s alreg^y rolled 3iis dECc. 

ACTIONS 

D-..r.ng c.'icli ComD, i TurTi, i c'Lirnclcr can carry ci-,r a variety of 
.icticms, divirteij by Th. r n wwl .fUu two 'yj^cs: Active nn<l Pa-isivc. 

To carry out Aciivc' .A^'":ons, the ch...';r.icler must have the Imlititive, or 
in Qiiicr wordli, it musl be hK ttii'ii, Aciive Aaiosni require an effort ^ncJ 
cfear IdHfi^lldili » :.uch attacking, running at fuel ^peed, or using a specific 
Secondary Ability. NormLiHy, Active Actjcns ^^re performed rouL-ricly 
timn it is the ch^incter'j turn. In soine casei, however, it ts possib-e for ^l 
cfiLinitLcr to loiC his ability to c.^r\'y out Active Actlo?)i - if he is ■5uc{:f^f.fii''ly 
hit by an .ittnck. for example. 

DusiE'J Combiit Turn, a chJ-nacier can normally pc-riorin only <i s\\y^-:i 
Atlivc ActVoTL If he wishes m try to ei«ecute further actlcinH, he su^^e^5 .in 
.ifcumuhirlllg p«rialty of -25 to the abilities uwcJ. Ftjr example, If sormoorx; 
wishes to run at hi* fuH Movement Vtilue at an cntmy, atltxk th,;iT en^my. and 
thyn uic the Search Sccond:!iry Ability to sc^m the iin^a few hidden cnc-miRi,, 
he wouid run ■without penalty, mu.l?E- the attack with -25 penislty, and try 
the Search -SO penaay. To determine the miiximum number of Active 
Actions a ch.3racter rnn .attempt iii one CcmbRt Tui-n, toT>-.l the character's 
DcXHirity and Agilir/ points and consult Table 37: Actions. 



Table 37; Actjons 




HajiinritJiti number of attians 


1 1.0 10 1 


t1 ro 14 


■> 


b to 19 




20 to 22 




23 to 25 




'.6 to 28 




29 to 31 




j 32 or mon 


10 


II ."i jji.iycr w,Mii.s 1.1^ :.i lunac Icr lo perform multiple Active AttiOns in a 



Comijat Turn, hs must declare Lhe exatt number of those ^ictior^s before 
Hic ilart of the Combat Turn. Note also thai a character can no^^nnally 
perform eJtfl iyi>i; of Active Action only once per Combal Turn. However, 
M ^Kplqjned In ths Chapterv ll is sometimes possih r iG c rry out additional 
allacti- 

RfiKtlons, or Passive Actions, are thow performetl Instinctively, in 
response to ei'iefiits - includin;^ sucJi simpte ttiirgs sfieakm^ or taking a 
\ro* iteps in agiren dirertion They are perlormeril Irsstarily, as needed, and 
do hfit Impl^ anj' kind of Active Actson, TNerefofe. characters can attempt 
i^Elons u man^f ilmes as the occsslon de^^a^llds without Incurring 
any penaJties. So»rie Setondary Abilities are considered Pjs-sn^ AcQOtls and 
ihcrcfcirc nat U>e up l diaracier*! ailOwtd nyrriber of Active Actions. 
Sox VI Hits sd*nE lEjcajriplcs of Active afid Passive Adtions. 

hKommni as KcXxom 

Dtirlni & Ctjmbat Turn, characters aroufid the arr-a v/here tfie battle 
(■i I,i|(ln]|.pl«e, A dhrirttLcr can rrxsre up to one-i^girter of his McwcmentV^lue 
OS a Passive Action tjtirlr^ a turn. If Jlc '.■vish«* to mew more Ehan that, he muit 
use an Active Actitjn. theret?;^ applying 3 -215 penally k> any subsequent Active 
Aalon he peffbrms dunng that Combat Turn, 



Btmihr) hiWms as hdin htXmis 

Many Seccwidary Abilities require the character lo have the fnitiative 
during the Coinbal Turn to perferni them. NofiellvileiS, a. dvalacter may 
use a Setondary Atxlltj' to Oppose the abilrty of an oppoi>er*t even If It 
Is not his turn. ChiyacTetT. can, of course^ use Rassive Action Secondary 
Abilities wricnevcr they wish. 

Box VI ! Exam pj.es Of Act]0ms 

Active Acdans. 

■ Attack an enemy 
■ Use Active spells or psychic powers. 
• Use physical abilities 
■ Move more than V4 of your Movement Value 
■ Use an Active Secondary Ability 

■ Withdraw from combat 

Passive Actions 

■ Defend against an attack 
• Draw or unsheathe a weapon (special) 

• Use Passive spells or psychic powers. 
• Move less than of your Movement Value t 
■ Carry out an Opposed Check /■ 
• Use a Passive Secondary Ability 

• Speak _ '^I^^ 

COMBAT BASICS 



Oricc vvc hivc -c:ai-ned to calculate the order -jf action far the Comti.lt 
Tun,, 1; h tin^ ic look at the hejirl of th-e Anima combat system: Attack 
Ability and Defense Ability. 

As its name indiciTes, Attack Ability mcasurts Iha sstpeftkse of an 
individual in reaching ar> exponent, bre.'ik'iig tfiroush his dclcnrses, ar>d 
causing him tiamjge. It <•> employed with all Ws^pon Types. Ir>tluding iland-lo- 
hand ajid projectile w^e.:^pons. It can be used v^itfi other actions related 
to fencing or aiming, such as Trying to hit .in archery tar^t or a beL Att.icJ« 
Abilic>' is h3«ed on Dexterity. Therefore, a ch^cter .idcfi Ins Dexterity bonus 
lo his Ei,ise Primary Ability Score (see Chapter I: Character Creation 
for more details). Sonne classes that ^peciatiit in domhat also |5Gsm?5$ special 
ini - Ue bonuses thai .jru added to r.^lcula^e the CiWntLtjer's Pinal Ability. 

Defen5e Ability is divided into two dif !ei"ent skills: the BIdlR A,biiiiy and 
Dodge AbiiiEy, Bothr have the same basic css-ence - avoiding :iii' aiiversary's 
alLack. ESIccic s based on De.>;terliy, and so a player addi; the boniri for 
lhat CharatieriiEtM: to cakuL^te his charoaer's Final Slock Ability. Likewise. 
Podge uses ihe A^HIly Characteristic. Jtist as with the Attdck ^^Slly, some 
classes a^!-d inn.jie bonuses to their Block or Dodge Abilities, 

The Attack Ability find Defense Abilities directly Oppose each at^ef. 
Attacks are Active Actions. Therefons, ,3 ctitiracter must have the Inlliabve 
at lh<it potnt dunng the Combat Turn in order to carry out i^n atlicfc. When 
a character makes .nn .^[T.Kk, the tiirj^el may defefid himseff as n Passive 
Action. If Lhr; ck:fcnder'& f in.il Defei'^se (i*e Kahd-H^liand Combar below) 
ia Kyperior, he w'lW have gamed the right to make j counteraiteck (Snd will 
be Bible to act duc\ng his own Iflliiativc m the Combat Turn, On the Olher 
Kiind, if the defender dos r^ot have a high enough Pinal Deffinsg, he (Joes 
lK>t achieve i totjnLerattacR .md c^r, not aci in- tiki turn. 

I'» Ar-'-m, CoiTibai Turns arc much more than :i men? exchange of "'my 
Cum, yuur lurn" pha-sei In which each combiiirant .ineonpt^ to sirllKr his 
advers.iry. When .T chnracitr it uftaWc to counterattack, it means thit Iw 15 
so busy defending hfmself h& can not (lo aiiythin^elsc. Naturally, .1 character 
who has not been attacked k free to .^c,t v^en it 14 his turn. 

Tfie To]^} eisentlal element In combat Is to know the amount of dantege 
an attack migtit cause. The Attack AblHty and Final Damage are closel^ 
related. Combining Oiem gives us the bfe Pcilnl total lost to whoever is 
hft by the iittack. Each weapon has rta cw/n Bitse Dairiage, to whrch ihc 
Strength Bonus of !-he char.icter Is kidded. 




Hi 



HAND-TO-HAND 
COMBAT 

H.inii-to-h.^rTd combat occuri at close distances and normad^ kflplics 
ph)'5ical conLacL between the combMtanis. Ofice again, pli^-ers use cKance 
w cakulaie success or fallune by noHIng id 100 find Adding ttie numtter 
obt>1intKl I'triking iinto account any Open Rolis or Fumbles) to A characber's 
Attack. Dodge, or Block AbUliies. Tlw r^sulis of ihis totaJ are l:alle^j Itie 
Fanal Aaack or Fiital Defense. J'e5p-ectively, Tb? dj^erencE betweei] tfiem, 
reached by subtracting the defender's Finnl Detenic frorp the (fttac k-cr'^ 
Fina.1 Attiick. is the number used on iKe Combat Table {■ "r- Table 38). 

Lct'i look tlosely eadi of ttie stepn to be MIowed: 

ST^P CALCVU-^TE TIH E FIN AL ATTACK 

The attacker roll? 1 dlOO and adcls the result to the Attr^ck Ability. 1 hen 
hs adds th^e possible modifiers for comb:it Muations from Table 40. The 
result obtained Is th^ Final Attack. 

STEP 2: CAICL/LATETHE FINAL PEFENSE 

To dtfend. a characief either uses th^^ Block Ablktjf or Dodge Ability, 
cfependlni; W which one hi^ plafflir wishLS to use. The defender rolls 
tdlOO, adds the rcsu'l ic his chOiem Defense Ability, and Jddl any situation 
moctificrt ^fOi^^^ Table 40. Tiie reiuK « Ihe ch.intcter's Final Pc^ense. 
Because 4eFerMjing is a Passive Action, a chan=icter aKvaya has tlhc ri^ht 
Eo dEfand hmself - he can always roll the drte, no rnaitef l>ow poor the 
chances, in the hope that Itjck will v^vc him. 

STEPS: COMPAfctNG RESl/LT^ 

Subtract the attacker's Fin.it Attack from the defender's Final Defense. 
Th« difference between the two Indicates the Rfisult of the Combat Turn, 
as seen on the Combat Table (see Table 38). If tfn: atlatker'i number 
is higher, he has- hli his tsrfdL tf Lihe def^onder's numbm- K i'ligtier. he has 
s>u«eeded In defemdlng. himself and ?:an ■ von ( ounicrrT.i ;v k. 

Focfitampk, Ceiiai att^icka orw oFtbc ^adit^ wHh whom ^be wfls 
KirJiei- locked tn cornbat. Celiq; now bgs an Attack Ability of^20, 
wbdethe ^tiai^d's Dodcje is orjly 60. fiotb of them roll the lisce, Ce'li4 
rolts an E6, which, g4^^ to her Ability, yives her 4 Final Attack of 
206- Tlic guatd's 4icie noES is a -14, ancj 40 his Fmat Defence is 104 
As Qch^ IS the att^ck^f. the guafi^'s Finat Defense 15 5iibtr^^:teq ffow 
Ceka's Fln^l Attack {206 - 104). Jhn result tjsc4 vvhcn t^(crtnc\f^g 
We5Ql5, tlicrafbre, 102. 



ihi Combnt TaMc 




The Combat T^bAe is an essential cfement of Aninia bct ausc cx[)lajns 
the possible rtsu'lts oC each Combat TLirn. Each coIuitdi '..how th^ Armor 
Type (AT) of the Defender, the valwe of which ranges from 0 to 10. t .n h 
rovv, on the other hgrtd, lists the possible result from each Combal Turn (102 
in the above example of Cclla's atLack a^gainst the j^Uard). The upper piirt v\ 
fht table cjoflialns the negathffi cjuanutjes corresponding to coynteratt-flcks, 
while the lower part tofitalns the positive figures representing the imparl 
of Iho attacker's strrkc. Remember that the DeFender'v Armor Type (AT) 
varlci actordlng to tJie type of attjck (Cut, Impact, Th.i ust, ►nc.) bf^-ng used 
at the momeaitr To use the tgbte, firit find the appro Dri:iLe Al for the type 
of attack being maden then find the correct column, and run down tt'L- 
column to Me the Atlatk R«u3L The comblrNatton of the two f^ictors wiL 
result in one oF three posslbte outconr^ei< 

THE ATTACK HITS AM P CAL/SES [>AMAGE 

A percent f1g.urc hn the bOK Indicate* th.at the attsck h» hit i-id cNUstKj 
damage. Iht percenta^ shown is applied to the uttack's Fintil P^im-^ge, an^d 
the resutt \i dlnectl/ sutrtr^ded fi^m the defender'?, total LP. The wounded 
connbaeant (oses any possibility of making an Active Action thai Cofflbai 
Turn - evcin ,'f he nscesivts 5 dounterattrtck rrv.ilt from d'-fendlrug against 
iubsequenc attacks, 



r Fdi- example, Celis bad fust made an attack wttb a fav^ocablc 
iT)3tglti of 102 aya1i?5t the city cjitaitij. Since slie is wieltltni^ a salwr 
against enemy weai-inci barkened leatlier atmot-, her oppDr>er;t 
uses an AT of 2 against bci- Ciittlng att.i^k. Consultlr^g the Combat 
TabiE. we «e that Cdl^'> attack prcjcjuco BO^ ^^niagc Since the 
Fii'igl Parnate number is 4-5 Conly the ^abcr'^ Base Pama^jc in this 
case, since Celia has .i 0 Strength Bonus), the gti^rti suffers only ?6 
point! ofdam^'ifi (SO% of45), 

Trie Lombat phase ends, and If there is r»o one dsciefl to perform Actiw 

Actions., rite next Combat Turn begins with a recalculation of InllialiwE. Of 
course, both the attacker and defender can tOfttinue performing F^ISJVB 
Acrjons - juch as defending a^alnfl more attacks - during tJiat Combat Tum. 

TT-IE ATTACK M35SE5 OR HITS WITHOUT [?A,MAGE 
If the Attack fesidt 1& positive, but the correspomding am on the 
Combflt Table Is blank, it means that the attack hit something but caioed 
no damage - perhaps cutting. Only ctothing or bouncing off the dtlcndef's 
omKir. The effects are the same as for a hit causing damage, ■sxcepl of courM 
that tfi-ere Is no dannage. The defendei^ H fuliy occupied defending himself .and 
can nor m-iSse 3 counterattack or perform otivcr Active Actions that tum. The 
combn.t tum ends ^hen rro one can make any more Active ActiOeis, 

TM E ATTACK FAILS AND A COb'NTtRATTACK IS POSSfBLE 
When the Attack Result is ^ negative ninnber (the defemder's Final 
Defense ends up being hf^er idian ttie Final Attack of the attiicker), the 
defender can co^jntfiratiack. AcSntevln| a counterattack aE!ows ihe defender 
to pertorni> Active Actions when his initiative *6r that Combat Turn 
occurs, On the Combat Tabfe, all the boxes that permit the defender to 
counterattack are marked ivilh the fetter "C." 

A character who achieves a counteraitack may imrnectiately fnake a 
ripciste against his attacker ewn if other cfi.3rn<*#rs have ai higher Initiative. This 
calted ii flesponse Acti^. It is only pos^bse to perform a E^esponse - 
jf the individuai still has the ability tc attack that Combat Tum (a ctwnbdLi"! 
who has already lost the n^L carr not ncLum the blow). F^emtmber that d 
ceunteraltack, even though it Is caused by a ftKsive Arbon, is still consiiier^ 





.'>li'. !ij s 



attacfc at]^it]st the b^stnTar? is sticcessfiji 
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an Active Actl^xi, Far tfvil reason, unles s diaracter has the ability to make 
[ddilionai attacks, it Is only possible to counteraitt^ick once per CcKnbat Tum- 
If a cliaraccer uses up all of h\i- potential Actiw Actions in 5 Combat Tiirri, 
then he can not lii* advanuge o\ a tminterartadc, even though the Combat 
Resist IndlciiteE thut he hw the fight to miSke one. 

NatufuJly, a defender Ciin onlv make .5 Respofise Action against the 
COfflbaianl Xvtio hcli attacfeed him. Ff a cambatan't wshes tq attack a diffEnenl 
ervemy, he must give up his rlsht to a counterattack and hope thai he still 
has the right to attack wfier his own turn comiES up. 

Another factor to take Into account is the mai^^n by wiiich the 
iJetender avoided helng hit. If he avoided beirijj hit by a wide mar^n, t{ic 
defender receivTs a bonuj to hti c[junifirr7itl.ick a-s Indicated In Ihei^&iTlbat 
"labte - the wider the margin^ the bigger the counterattack bonus. The 
number before tiie itttet' "C" in the Combat Table rrisults indicates the 
txsniJS .1 cogntef7itucl<ing character receives. It is possible for a deFcndcr 
to employ the counierattack to use ^ Secondary AblMC/ to Oppose the 
Secondary Ability of his immediate opponent. In such tssK. add Ihe 
mHinterattack bonus to the character's Opposed Checkr 

As ibc \^ ffccin*j the "jtJ^Ni^, Ccll^ ji lntercep>tet3 ty q ^i^^f-i 
officer. Our friend now h^^ ^sHous probJem, 45 sJie is ffybtirjg tlirte 
ditveif^arles by licjwif! All tbe [:oniKTt3iJ>ts cifcd^ie theJr IrjJtl^tive. 
vs'ith the -fcillowinil restilfa; Celig cruis up with i 93, the t^iiani officer 
hq? q 73, white tjugt^is A irjci & have ^ S3 qnc] 64. tespecrtlvely. 

Table 39r Calculatfd damage table 



Cellg c^n ftrst. Sceliig hcf escape is cut off anywtay, s^ie 
l^^trnc^ci lirto the fight, ticddfng io^a fter Solttser B. Ceiii's gtiiack lufe 
►ind, wiines dgm^e, so Cuaril R loses the riglit to use ^ny Arfi^r Action 
ijurintj tliaf: G>tnb:]t Turn. Nuw it's tiie ufTii^er's tum io attack, ans) 
aJt^io4i(jb Cela defen'Js herwlfauccissfally '4M hoccfv« a counterattack 
resitit, sIk still cgj? not actually matte i «HJntcf3tt^k because she bos 
Lisci4 ap ber >Vtlvc Action for that Conrrhaf Tcim. Siticc Cu^kI ft can 
not [i^rfcimi ^r^y Adivc Action'^ CCdia'^ attack has pLrt blni on tht 
cjcftf r?Mv5; for that Com bat Turn] . the only one who ca r; stti 1 3d: b Ctcgmi 
A, who, fortui>atcly for ■oiir hcrotne. swings wildEy^nd misses. Since alJ 
ccnmtsatant^ who cgn ^d: hivt^ ncw^dadj the Comhirt Tu tti er?d.^. 

The nort tuji7 however. Cello's luck looks like it Js going to fiije: 
Her li jiti.3trve rotJ brings her to a mere while the officer ainl guaN^s 
end tjp with 95. ar74 ^1^. tespectively. Every o^ne of ber opjioncnts 
an act beftsrc she c^n. 5«lnc| tiic ttisat-ivantagc !^h*'9a.t, CeJl^ decUto 
to the GM thit >he wtll rn^ke two ^itiziib during the Combqt Turn, 
which nzdtjces her Attqck Ability per qttack. as ifje will set; The Imt 
to attack hej- is tbe officer, However, Celii's Jefen^ive ability ends 
up heing 76 points higheir than heir .attgck^r's Fmal Attack, which 
trreatis sIk can frraks a ooutTtcrattack ivitb a havu-i of ^^5. Making 
the appt-opriite dfcc rolk Cdia wioui>d» her opponent, 

CuahJ A then Jttacb bcr. hut Celia easily defends her--. 
Thif tirnc. Cclc^ has 4 m^^rgin oFsi points on the attack Result. 
wb(ch nrreans that otice .^gi3m she cm counterattack. Jn nottnaf 
dtojiTT5tatJcc5, Celia wouldn't be able to make a semtfd attack, but, 
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I iMC tcmcmbch she dKi.^hctt In nltiv^lnoc that she ft<?uid 
iTWttf two ^ttacKs this turtL jnj I's therefore gbie to make i 
^rxithiif. Culia'-i (iinur>tc!rattiack qdds a ^"15 io her Attgck Abikty 
Uh.i,rrb to h^f owDncnfs neij^tive gttaii Rjsi.j]tJ, ^inij with 
..SiKGRt liltic t-oll she m^nigcs ta wDUodi Gaai'cJ A. 

Nuw it s Cwaril l^'s turn. His gttq dc (a ik to htt Cdi^, ^ Ivl r>i| 
lier the right to a thikl cacmtcf-^ttgck. L/nfbrtLxn^ltcly, Ccff^ hjb 
iivaj III? her t^^l:J attacks lUiJ l^h iKJt tab? wlvant^ijc of tbl^ third 
LTiJitsrtiitjily Finally it ii Celia's turn. As she h^y not been hrt, -ihic ! 
lu^i not IltA her rikjJit to per^omi Adivs .Action. However, siJKje j 
^is ha^ al nqci/ (>vu ActJ^'e ActloFi5 (the two coLi j^teigtUcks}. i 
Ccb i3n 4q fxjihi irj nijRi. Tlie Cotnh^i Turn eriiia. 

Of courtei Gam* Mailers don't have to limit themselves 
to dwonting the in-jjiime action using rules terminology 01^* 
t. '-^ralt^clilng). Tiiey c^n empip/ QtJier cinematic ImagEry as ^ 
( I. I ijnfoldit for SKiiimple, .i GM might ttescrlbc a. DDunlcraCtackjn^g 
cn^f.idcr 35 striking prcempuvcl)' "wtiSle a duimsy aitacker wai slill 
windinjc; tip to sv^lng Ka liwortf. 

0PTI0NS IN 
HAND-TO-HAND COMBAT 

, .■1(1(10 iil'i;*^ plk^eri n multitude of gptloriE to pergonaJizc combat and 
m.ikE It more intense. Those options pcrmll the charactef l£y use the ictirig 
he fmdi himcIF id Lo his advafitaj^. or to try ipecial maneuvers such as. Take 
Dewn or Diarm. As ><oij will see. using, wxh optioni cm preside a nnajor 
;ldViint;ige, nnd ttie^e rule? add fun and variety to the roubne tEchnlques a( 
cxjmhjiiil. l-faww/er. man/ of thesa spedal options also mitkr course of p4a.y 
mcfc complex; vvc thtrdort frcommend that the GM permll their use or\\y 
iftcr boih he* drid tt* players Kive gotten used to the base rnschanics of pl?t)'. 

h rf comnwi in biattle fof a numtvsr of EKUaneQus circumstancei lo 
ni'luence the course of combat. It would be silly, of course, to pretend that 
bumcdnc Can defend thenisefves frofli m nTt.ick&r who .has 
JlJtCMsJull)' snuck up &n them as easil).' Fii they coukJ defend 
iifiilirfit a frantal attack. To reJfcct such drcuimsliLncesK the 
CM appl^ a scritt of rnodrflet^ lo the Attack or Defeflse 
AbiWemf ihe com^jatanls (see Talite 40). 

M the Cl@e of being Flanted, for <cxamp4G^ a combatant will 
ojlter n -3Q pra-ially when trying to Block or Dodge an attiivk 
ccmnf; fram Ihc side, and a -10 pct\a\v^ if trying LO Attack .ii 
cncm/ located ihete. If the Game Master consklers it approp(nate. 
hccyi aisj npply the same penalties ro Actions th^it Are not r^ated 
to ZCfTiSt- The modifier to hand-to-hand actions is applied onJy 
!□ Secondary Ahdides iliat are opptssed btftvtten fwo persons,. 

Flank: Btin^ flanked mearw the character's opponent is off 
1& Oli£ ^Kk- and 5omev4iat behind him:, making it very difflcuit 
Id defend himscff or hit back. In Lhcor)', a person of normal ilic 
mpjht fi|Jntup to three enerrues jtxl still Iteep them at) m fnont i : 
h\m, but (ha fourth *nd Fifth en^mj' will certainly be able Eo g- ■ 
let Ihc defender's flanks if thi^ surrmirtd hlrr., 

Froim B«hind; Bcln;! attacked ffom behind rrveans the 
KUickff Is directly tjehsnd the defender. In hand-to-h;ind 
■icmbac the ilxth enemy f^nng a surrounded character is 
usnsjdcrBd to be diilictly behind him. 

StirpriHd: In the lame w^y that Surprise ts achieved each 
iiirn, the nftodlfier can a^so t>e applied any time n person ii 
not expifcrlng, or csn not detect, an atu»ck. It is not possible 
for n Surprised charader to Ifiliialc an attack; he has 
automatjcaSy Initiative. Natui^ly, thoLt^, he can stlil use 
rhe jftnteiTiitt.ick rules normj.lly, 

Visiofi Partially Obscured.' This modifier is applied w+r 
the COTibdtarit can not sec hii <;pponeHl clearty; this rtti^t L': 
due to a dazzling fla-sh of l^ht, or because th« battle tikes place 
in □ 'hsfjm/y etwironmenL At a minimum, the combatant must 



A Tol R^ciko tcmpl.lr pr<:p.iic^ tn r.-nrjnti;t.ltt.^ck 

be sble to see lurge rnmcments of bis enerny. otherwise d>e combatant has 
hii Vwon ToLa)]^ Obscured, ai follows. 

Visiorb Totally OiHcured:: The combatant can not see his opponem 
ilt .ill - erther from actu>^l bimdness. because of some unique factor of 
the setting, or because the battle takes pfacc m total darkness. The same 
tnocflf icr is also used when fighting an enenv who is completely invisible. 

Hsigher Oround; The Hlgtier Ground ivdvantiige is used when a characttir 
is at n higher elevatiDn than his opponent - sucfi as on the top of a walL or 
on top of a iar^e table. It Is atso used for mounted COmbat^tS. 

From Ground: A perwn fl!|htlfi|;| From Ground Is one who, far sorre 
reas^ii^ is lying on The ground. An enem^ who suff>c»ently dose can also 
apply the IHi^er Ground .advantage. 

Partially fmmobilized: The combatant's movement is ^flJ;hliy 
resLricied in soiiif.- wiiy iiidn as havir,|f orie ankle chained to a or 
having wn>h:cine grab onc: of his arnn. 

M{»tly I nn>eT>-DbiUizefl- In this situation, the combatant may makie only 
limited movtmcrits. For examplt his hands arwt feet may be in clvaiiti. 

Table 40: Spec!ai Combat Situatigns 




Situation 



Attack 



1 



I l(ii<Crl 

hrom '.iirnd 
■ (-[.-(scd 

Vision P..iriially Obscufid 
Vi'vod Toi-iN)' Ob^f.LJ'"ed 
Hi;.;! , Grou 
[■ I'oiTi Groij(^d 
I trtially l(nmobtlizcd 
i'lo'itl)-' Irnmobdl^.cd 
Fully Immobilized 
\'\\[ Wrap Oil's Ho [(11 
LevilJtinj^ 
l-'Ighi. t-f-.iv. 10- (4 
Fljghl Type 15 or intjher 
ChLfgijijj 
DrfUM'm^ vVeapon 
Crowded S. "ic- 
Small Advc-csary 
Tin/ Advi. ■ ir v 





Fully IniTTiobilized: In thii situation, tbe cpiTibaE*nt in qyestjon 

,-ilK<>blcly Clin no I r- iove. 

Put at Weapon's Point; Sometjrtit: iifsready hsi the drop on tht 
iinfortuiinte p^.T'^i'ii. ff"-h.-|ps his 'ippone-iit holds a knife nt he thmaat, 
or an attacker rcsl\ rhc tip or n tworc p-ointE'dly on his cfiest. While 
the ptnon isn't technically Immobiliicd, nny movement ccKjId cost 
li;m hr, life. These per»altt« apply only vn rel(3t>Dn to the adversary 
ho H -ig h im .It wfapon'E point. 

Levitating: A-yorc Icvil.ntlnp, superrAlunilly sun^cci to 
this modiftGr. \\ .iKo applies to ,i yer^or! buinj; hold :n t^rz air 
agalmt h'w will. 

Flight Type between 10 and 14: The combatant moves 
through the air at thi. ■j.^Liiu^ iriiiciitcd. Tfus bonus can only be 
used 11' there »5 simple room to mnrieuvt^r. 

Flight Type 15 or more: ribovr;, but with 
|!,ir;hi:r fl i=lit ipL-L;d. 

Charging; Tht GM can apply this modifiur ir 
rhi? .uc,j(.ker runs liL an enemy for ieist one 
Comb-It Turn. It 15 ne^e^s^iry to declare ihat one is Oirjri^lng 
before calculating Initiative. Sonvjcnc alr?jiejy engsged in 
hund to-Kand combat cannot execute a cKarge. As 
r.[:>f CMS ruie, a combainni who deckirei hK." Is Charging 
C'OEs not suffer the penally to Attack Abilfty norm-illy 
ijppterf lo someone moving more bSan oru-quartEir 
of th^-if Mfjvemeii^ Vihie, 

Drawing Weapon: Altho-jgb gfr^(^r■,^lly coci^idefed' il Pa'iSlve A<iloo, 
thii penalty is applied whcntcvcr s combatant ntt.icks or defends, whsle ^l50 
rJtiiwiig a weapcMi dunn^ the h<ir'.it Combat Turn. A GM can also apply 
Ehfii modifier to fjny chmrirtei" who switches weapons whilr in combat. 
Un(brlu.natEly, if satneone is Surprised, whether dtig to a large drjpjf liy in 
InibatiVteK or because ht suffers an unexpected attack, it is not possifcte for 
thai character to draw a Mveapon; he nrtust defend himself without It. 

Crowded Space: U combnt occurs In a small space. SiUch as a narrow 
corridor less th.^n 3 feet wide, the GM applies this modifier Keep in fnknd 
that tfiD penalties suffered to Attack and Defense only [pertain to l.3*'g'C!-si7ed 
weflpon'j - sirwe tbe^e requice more space. The Game Master can n.Ko 
apply Thin pc^nalr^ to other weapons if he believes it appropriaie- 

Small Enemy: The GM can apply this modtfier 10 .n chMiracter fi;t',htinf, 
a^ainsi lar opfhomail less than half bis saaic. The penalty disappears If an Area 
Attack Is m.ide. 

Tiny Enereiy; As hefone, btJt the GM applies thi?i pen-itty w^hen ^ 
cKanittcr fights tf\ erwmy no mOfic thosn ono-tenth hi', si7c. Ihis penality is 
also Ignored whefl nnaking an Anea AtLick. 




Aiiiiitmml De femes 



If a dharacter suffers rnultiple attack? m a sit^,pe Cambat Turn, c.ich 
successive attftirk is harder to Ellock or Dodge. For ihu r-eastm, t^* GM 
^ouJd apply a penalty of -iO to a character's Block or Potjge Ability against 
a iectsnd attack^ and an atkiilional -20 for each successive attack after iJial. 
to ii miKlmum of -90. Thft penalty is tumuljtive witfi other penalties - such 
as bekig Flanked or ^tt^cl^ed From BfJimd. 

Table 41 




AMitmml Atkeh 



In principle, a Combatant can only make one Active Action per Cw^t^T 
"fijrn, as That would use up the allotted time, Howtver. diaracters with sytficieni 
ability citn nwike one additioniil attack for each 100 points official Allack they 
F?DSStes. Ofcoti^, bv spfattfng ha efforts, in atuickEr does notm^l* his ilh:^rt5 
v^lch the same care, ihere*t>ne iijflerlnii a -25 penalty from his Final Ability for 
each nrddltiorvnJ attixk he makes dtring the Combat Turn. 



Ifaccpmbatant deftares he will make multiple attacks S. 
btJt ts h(t and loses his right to an ALWi* Attlw before 
eicetuting Ehem, he can not nnake any further attacks that 
Combat Turn - no matter how many theofietically remiiln 
because ui bis hi^ Final Attack score. Remember that 3 
character may ose each ackstkmat attack dctlared aa a 
countemttack. Thgrs, a ch^r^Kter who is to maiie 
two attacks (at a -^5 penalty) can use Ihem Id 
naJ(£ two stuch countefattasks insttad. 

The ait<ickier using multiple attacks, can use 
eidrt "itlact" far a distinct combat mane^(fli;r 
or to aim at different tar^ei^. fttmcmbcr. 
however, that «t iJoesrt't nutter how mdi^y 
attacks a combatant makes in a turn, they .jll 
count as a single Active Action. 

FInalfy. Si bit of clarlficition: A combatant's 
-ittack .shoufd not be taken to mean a single striltje, It 
mrsy actuaily nepfiespnt a seriet, or flurry, of tilows as 
varied -us the wcapors ij—iployed permit. 

A iNimaf yriih Attack Ability of 220 - ■ 
ycvfaTTT) up tc? 5 attacks (1 ^ TXJfm,^ I ly ■ 
Attack a ncJ 2 tiuc to a bi^b Fm,il Atti 

'Uixwi:) be wishes, wfillc orx. witb m ittaick. 
Abflity of bO <3n rngke only one, However, the 
w^rhlar with an ^tt^ckcjf 220 wrill see bi5 Attack Abflity recjiicsd to 170 
For c^cb of the tbtt!e ^tt^cks, since he rnust subtract SO paints beatiK 
be is niqklD^ ti\o ^(J^itlojwl gt^ks C-15 foi- eich}. 

Aiiiuh m[]\ AMiiional ys!ea\hm 

A character may try to add to his offense by wielding s WeapOrt In 
each hand. If tie does so. he ma)" carry out m additional attack while 
pAySnj a penalty of -4Q o-nly for the second weapon. |f the combatant Is- 
Ambidextrous, the penalty for the second weapon is reduced to a mere -10. 
I he attack made pgswWe by wiielding a secomd weapon car. ilio be used 
for making a tounterattack. The Initiative ol thte comhaiant wiefdfng two 
w{:;jpons is niwdyi, decided acconiing to the slower of the two weapons. 

Lenitit«, w^io lias :]M Atiqck Ahjiity af 140. (s wlstditrij hvD ihad 
swoKts, Since lie ts Artjhiijextrous, !ie can <^fyy out twd attack*, pe* 
ttrm, one gt 140 ain4 the soconc^ it 15Q If be bas ^Jcci^arcc^ tkit be 
w'tl[ rT73ki; 3n ac^c^itional ^ttackt a.^ cJtpUinc^l Iti ihc prc^-Jour sectfcfn, 
hcc^n cj)rr>' out a tot^l of three ^tUcks, The (it5t tivo at 115 C Attack 
A5n|||ty of 140, minws 25 (or m^kmq arj jLtciitlai^isI attack), mJi the 
thfi-ci, using the second wegpoi^, atl05 t Attack Ability £iFl40, mlntis; 
25 fof in a44'*^'^f?'ii ;5ttack mltju^ 10 fur the ■second weapon). 

Specinl Piimisc AlUub 

A comOatant In harKMo^iand combaL can attempt specfal purpose' 
attacks to try to accomplish sornething Other than simply causing dajnafa 
The^ techniques confer penalties that the GM adds to any others in effect. 
It Is possible to perform special purpose attacks as additional attacks, 
incurring the approprlat'i; acWitKjnal penalties. 

Disable: This maneuver dtsablES an opponent wftbcut kHIng him, 
pei'lia.ps by breakir^i his arm or leg, or cuiting, his ifindons. If a character 
makes a Directed Attack aigalrist an opponent's arm or iej; but declares that 
he only wishes to d<sable his opponent, {he Final Dannage Cjf the attack Is 
reduced by half. However the GM should calculatR the damage fully tar 
determlrUnj the Cniical level. The des^aicd arm or Ic^ e considered a 
vukienitjle point w^ieni cakuiatlng the damage neceitary to a*ate a Critical. 
Disable does not worit against ^reafurei with Daniii^e flest^tar^ce. 

Directed Attacks: A charscter may decide to jry and strike a speclfc 
part of his opponent's body - aipplyifig ihe approprati! penalty to ha Ait^clt 
Ability indm.Hed on Tabte 43. Of course. It is impcssiftle to kicJudc possible 
pcr,iiitji:s For body p^irts of oieaEures that m^iy physically be vtry diflerent from 
humani; any necEssary adJiBtmemts should be made fcy the Gfi as appropriate 
to the CKTCUlwstances, Naturafly, Directed Attackt take into accomt only *e 
armor worn on the p^irt of rhe body atud^d. For Instance, a DIreaetl Attack 
at the head of an opponent whQ e wearwig Full Plate ,AjTT>or txiE no hetraiet 



would pn^j^-ji' .-.s Ific oppOncnL wcfc unarmored. k Is abo unnecessary 
lu 'k-it i - ine iho point ^^^here Crltlciils land. 

Take Down: A-. the rxanne would indicate, Die purpose of this atuck is 

10 put in: o|jponpnt oci th^ ground. Ch.iractfn; aftemptlnrg this maneuviir 
sulli.'- D -i'j penalty Lo their Attack Abflity because of its intnnsic (ffffkulty 
(the penalty increaiCi 10 "60 If a Charattsli' trici this maneuver whife wfeldin p 
n rtieapd). An enemy nEWirked using Tike Down slwaiy:! possesses an Arn-ior 
Typv (Al) of zero (Oj, -.incc armor does nat help r(Mi?t this kind of 3lT,n:k. 
If iri .'natki i ii-Mii." il-' minimum damLi^O net-cssary (lO'^b, whch mcins n 
ni ii ;in ol 0 or more on the Cor.t>.it T^ble), thei^ he hJii hi! his Uf^L. ar'fd 
d po'ibibility exists of achieving the Tate Down. To see if rt works, the two 
oppunent perform an Opposed Check, In which tJic attacker cboosGS'tc .' 
employ or ler his 'trf--iL^iii or his DexteriTy, while the Defender" must choose 
DChveen hiii Strcnf^th or his Agiily. II rho rtt.tackpr succesi'ds In perform I ri]j ihe 
Iskn llk)wn, his opponent immediately falEi to ibe grGun<i. 

IfUie jlLnckiriR char.ictcr receive^ t\ ftcsulL dHcSS lhan 100% Damage! from 
fit.' Cofubat Table, he irtust apply a 3 pejiflltj/ to Aihlch^ver Characteristic 
Iks playvr chcKSSP'^ for the Opposed Chi^racterlstli: Check. Llkevvtie, If ihi- 
diarajcteir's attack fesult indicates 200% dima^, he appli?''. ."i ' 3 bcHigs to 
vvtiidiwer CharActeristic his player ciiose For the Opposed Check. Four- 
lei^gcd creatures have a natura' bonus of *3 f&r these ptirposcs. A TaJfie 
^)o^■■■n nn ilso produce damage to \hs opponent, but only IF ihe aiuicker 
wiiliL. II to, and the base is reduced by half, while the Defemjer".s armar is 
1.ii-:L-:i into account for tills purpi 

Knock Out: A Knock Ou : . :;ossible i»de effect oF a blow to the 
head. Jl a character wishes, he can iry to knock .^in opponent OLit i!-i<.T*.id 
of actually killing:, hirT). For "his purfjostff he must make a Directed Impact 
Airtnfk 3garni.t hKi opponem's he.3d, Achiiracte*" must declare hK Intcriilon 
m Kriork Out an opponerrt ahead of time. Knock Out atte^ript? prodiite 
oj)\y half the damage indicated on the Combat Tabie, but tlie GM should 
ccnskJLT the full damagi: for calcuiating the Critical levd. If the Critical level 
iS higher '.hnn 50. the woLit'.ded connbat kv aiitomatically Knocked Out. 
When .1 cK^ncter uses this n^aneuver. Cntic^iH c<in not cause n-tgativ^ 
erfeds hcry^ond those of being Knocked Out or indicting acttcn penalties. 
Thty ciLi never tau^e julomutic death. 

A liiaracter attempU^;!, tu Knock Out an oppCfjefll usifig swmelhu i;' oihej- than 
;o Infi i: I weapon suffer an adcktJpnfll pw'i.Tlty of -AO io his Att-Kk Ability. 

Put at Weapon's Po-irtt: This specaai purpose attack ei .m atcf^mpt to 
"5^ the fjrop" on an iidvctiiar/ by putting a v-^npon «n a posilton wbcrr it 
coMid easily k* him {^ov in^.twc-. a knife at his rh«>,it Of thf- point of a sword 
nalFip; on his chest), but not ause him damage. A chiLractec attempting 'ihis 
iHiifiLuver suffers -100 penally on \y& Attack Ability, and tht? Defender's 
nnTKjrdops fount, ;.ince it reduces the rwmtoef of vulnerable places thai tan be 
thrnatDncd. If the .-iti.iickcr ohfains .i Result th^t would nofm.iilly csMSe dair^e, 
the defender is instead Put at Weapon's Point, with no loss of Life feints. 

ijtjlik? m nny other siLualion, j cotn?JdlLint whd- has an opponent Ph\ "t 
Weapon's Fbint ran thereafter jitnck that opponetn as i Passive Act on 
(itiDiigh ii d(K5 fflrvi-gme an Actiyp Action) - unless sorneorie, even tlie 
affected opponent, obtains Surprise on the attacker. 

If thctjfi pcrmiti, It Is ^possible far an atlaeter to cfcclane he will try Put at 
W'jpon's Point ort an opporkent even after- he has thrown Ihc dn.«; for his 
illjdt - as. bng as the Defender h^s m&t yet thriown hts (ilce. 

Disarm: By means of this maneuver, a chiiracter can either use 
D^'f-ti-r ij' oi- brute Strrn^th to knock a weapon from his enemy's hands. 
When atlwnjjting a Disarm., a character i^ppHes a -40 lO his Attiick AbUity. 
Because armor does not protect against disarms, the GM shoiild consider 
Ihe defeivlcr's AT "lO be 0. If the Combat Table indicates that the attack 
danii-^ige, th? twn opponents must perJbrrn in Opposed Check, widi 
finch fnccly choosing to use either Strength or Dexterity, 

If the atL-vcklng character receives a Result of loss than lOO^-Ki Damage inom 
Tht Combai Tabic, he must ipp\f a -3 pcndt)' to whkhcvcr Characbcristic 
fils pki}*r chooses for the Opposed; Characteristic Che^k. Likewise, if the 
(haracter'i attiidf Result Indicates 200?t: dsunage, he apjifies a +3 bonus 
to whIcJKVcr Chaj^cteri5tic his p^a^mr chose for tfriE Opposed Check. If 
f the ailacker -wlni the Oppcsscd Chi*dk, he has disarmed his oppjancnt. A 
CNwnri maneuver does r^ot cause the defender any danvj^. 

Trapping; The ob^ciive of Trapping Is to fnr\ or ImriKibiltze an opponer»t. 
Characters attcmpbng this maneuver suffer a -40 penalty to their Attack 
AbililrtH.iind those who iry and defend tiga^nsi this ma.Tieuver have m .AT of 
0. ThiJ m.incuvc-r can only be carried out vjhUe m^lkina '^f^ Un inri-d .iiia; k 
□r while using vveapons that specifically permit Trapping, 



Tablp 42: Directed Attacks 
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If an .3tt4i:kjeF mfllcts the mlPlmLin-^ darriage r-tectfssiify (10':>.., which means 
a maf^in of .^0 or more on rhe Combat Table), then he has hit hu tarj^et 
and a possibility exists of Trapping his opponent. Bath combatants n\mt then 
perform an Opposed Charactc-risUc Qieck. The anuickcr ceui choose between 
BtrengtJi or Dexterity, while the defender chocises bctv/een Strcngdh or Agility. 
If the sttlickin^ i haracter receives A ResuH ofless than 100^ Dama^ from 
the Combat l.ible, he must apply .1-3 penalty to whictiever Chanctenslic 
has player choosci for :hc Opposed Qiaracteristic Check. Likewise, If the 
chAratttr's tSLlack Result indicates 200% damage^ he applies a > 3 bonus to 
whicfw^ffir Characteristic his ptnyer rhose for tlie Opposed Oieck. 

If t>ic attackea- achieves ihe Trapping by r margin of less than i potnts. 
tlie d^ltrt'd'Cr It treated as oniV Partially Immobiilizcd. if the attacker 
succeeds by i^*rgln of 3-10, tin- defeiKier r. HostJy Immobifllicd. 
Finally, if the atlacker succeeds by a mar^gm of more th-in Ifl points, the Trrip 
Is ptrftcu a/id the defender is thcrcfcfTc Fully iFlnnnobilized and unable 
to free hln^self. A Trapping can also produce damage to tht- opponctitH but 
only if the attacfeer wishes it to. the base Is reduced by half, while the 
Defend2T''s armor is taken into account for this purpose. 

In order to fiTcc himself, a Fciruaily or Mostly Immobilized charBcter 
cai, -piien^pl a new Opposed CKiiratlcristic Chetk every Ume he has the 
Initiative - although .:3ll such .attempts suffe<"a -3 penalty to the Characcerlsilc 
used. If for some reason the Tnjpped person can not peiiotm atiy AcOm* 
Action that Combat Turn, he can still attempt lo fnaq hintseK St iJie end qf 
tlw turn, after all other combaLants havt acted. 

Note that Itie comb^nt hoWIng h* opponent In a Trap b also tinted as 
Partially (m mobilized h^-cause of the need to maintiin die hold iiiMjEved. 

Secondary Attack Type; AH normal weapons mafcr an attack of a 
ctriair tyfM- - Cuttii.^, Impact, or Thruit - depending ofl the weapon's 
nature. Althojugh most weapons Lise only one of diose attack types, some 
weapons also have a Secondary Attach Type tl"iat 3 characJer c^n use m 
combat. A character cart use a Tsvo'handed Sword, fsr fi^ample^ as an 
Impact weapon (tiw to its grat weight ^nd fiardness), In spiie of the fact 
that it is intended as a Cutting weapon, if a weapon has a possiWe Secondary 
Aliatk Typcj a combatant can use It instead df the fVfncip^ Attaicit Type, 
ijpplying J -10 to his Attack Ability when doinjfi so. 

Area Attack: This kind of special aCtacli allows a character to b-y and hit 
severTil opponeiins with a sang^ attack. Due to Its (frrTlcutty. perfonrung This 
maneuver causes a -SO' pcralty to a character's, Attack Ahfclllj'. All of tf>e 
tai-getet) (iidri/iduafe in the specified aj^a must defend against an attack at 
Che attacker's same Fin^al Att«k score, according to the order in which they 
are situated. If otie d( the defenders obtains the rig^it to counter^ttt^k u&ng 
his Block Ability, that defefider manages, to hall the area attack. Those who 
h.we not y^it defended thetmsefves are not subject to the maitk at 



If a de(e*ider OtotJiins ttie plghn ta countfinattack by using his Dodge AMWy, 
however, tbe Anea Attack continues on Its patJi; thre defender nuLnt \«alt 
until the attack Rrlshes befanc making his CEHJntnmttiic'k. In Dnder for a 
character to Uttllie ah Area Altatk, his victims must all tse cfcsE to orie 
AiKiihtr and wiihin ntach of Lhe aLiack. TTit maKlmum ntmibtr targets 
'i->r in Aren Attack cfepernfs excluslyel^' on the sue of th* weapon used. 
^Ti.ill an-d Medjum weapons can reach only three and four opponents. 
I'cipetilvriy, vjhlh? Lar^e weapons can attack up to live. These figures 
■ine for human-ii7?cl opponents; the Gamp MasTef c^n adjust the riunit>er 
upward or downvvard as appropriate for opponents ot Other sizes. 



Spccmi Defenses 



JuiT as thetie are special purpose attacks, Hiere are also some defenses 

w th specUil characterlitics- 

Pure Defense: A character usirig Pun; Ocfenie adds a hqrujs ai + iO to 
lii Dlock ur Dod^c Ability in e;(than|e for not hcing able to undertake any 
MiWt Action thrit tLip"n. TIt* character (nusc •f^^it until It Is his own turn to- 
j-jf an Acnye Action, nnd rhen clecliire that he « using Pure DetensE. Once 
bc-gun. ftjre Defense conLinuR i.Ti effect unMl tfip combatant declares that 
'ic wllf not use it in the following; turn. 

Push Aside; Sometlnnei, a character who is Dodging rnighl need to 
p jsh .ino-tner individual out of the path of an atlade. This m^neir/er IS 
(.onside-red an Active Action ^md an onlj' be used to Pu^h Aside persona, 
vpvy ctose to the ctiaracter perfornriing the mawuver - asstrniing 3ie has 
the netiEssary Strength to do jL Td Plish Asiijle another persHn IwlngS with 
iL a -30 penatly to a cJlirajCier'^ Dodi|^e Ability, if the Push Aside maneuvna- 
fails, the charactef who ^itteniptKl it takes tJhe san^ iunount of damage ^ 
wol' IS finbi person he tr|(?t) to push out ol ^l.^rm's way. 

Absorb Hits: A character can ckicide to forego an attempt to Block ,in 
attack and instead! simply take the hiti as they came. If a player declarGS that 
his (.hjincter will just Absort Hits^ the chiitscier's base Defense Abilities 
(Block iind Dw^) are halved - after i^kh any ottier ^^elevant penalties are 
appiled. Jn ejKhangc. d^ combatant can penform an Activs Action when It 
is hiS turn - even if he has already been hit by someone else's attack and has 
ftoi earned the ra|ht to o counceralTack. If t^e defender receives a Criiital 
tfiat causes an effect, he does los? his right xq an Active ActioJi, This lactlc 
mIgJiTt be especially useful for a ilow and heavHy armored combatant. 

forliluk find Brcaki^c 

Whert two characteri engifije Iti conobatn Uislr dashlt^i weapons 
sometime biTeak. This optfonfll rule allows the sturdlnes* and brejkatwlti)' 
of weapons to he tested as they strike each other or hard armor. Each time 
a charactES- Uses a weapon to Blotk an attack, he must mate a Fcwtllude 
Checfe to see If either vveapon breaks. The attacker rolls 1 dVO anid adds the 
result to the Breakage of his ■wapon. If the tinal number Is higher than liie 
Fortitude of the de;fcnder*s weapon, the oefeoder's v^apon breaks, 

!t is impossible to break weapons that hav<r a quality bonus. When a 
weapckfi of +5 or higher qujiliy breaks, mslead of twlng destroyedK it simply 
loses .J level of qu^Nty. So, when ^ +15 weapon trejki. It becomes a +10 
weapon^ and so on until the bonus reaches zero. A weapon of lenj quafity 
Is destroyed If the ForcxLiide Cheek indfecaiei thai It breaks, [f the weapon 
breaks while blocking an attack, the t:<OTb€tant still has his nortmal Initiative 
but can no longer use the weapon. 

The Fortitude of armor ■vH.ssrks In a slrtiHar fashion. If someone wearing 
.■trmor hit, biit his anno*' protects hfctn (riom damjtge, the armor may 
i".elf become damaged and diminished in usefulness. The Fortitude Check 
■ :t armor is made the same way as for weapons, but |t uses the armor's 
Fardtutfe Instead. If the defender is wearin;^ more than one layer of armor, 
the Breakaije is applied to all layers at once. When a piece of armor breaks, 
instead of bemg de^royed, its AT Is lowered bj' one ugainst each type of 
attack. Once It reaches ietu, the armor is useless, 

it Is recommended that the Game Master not overuse this rule, since 
using it constancy wjuld becon^ ffltl^ifig. It Is better instead to use it 
only when the dufl^rence between the att.icking weapon and the nrmor Is 
sufficiently high that destruttlon of samEonc's arms or armor is a realistic 
possibility 

The Breatcsge arvi Foctitiide of each irem is listed In the Equipment List 
of Chapter B. 



Kr^Lissrwieldtsg iotig swDtc| m confttyrjistion 't'lritli gr? enemy 
iMHrittga ^v^'l;^-h3^^c^cc| iviwrd Ki-sLi'iiir (oscsthtf InltUtiv^^nLi tnci 
ip Bloctt his cncrrjy s strike Altbaiiiih br ^ucocet^'^ in ^Sacking, he 
miijt now m^ike ii Fortituiie Check His eneniy, v^hose weqporj li^s .i 
HreaMcje of 6, needs t-oll B or better to overcome the Forti^Lid.L: 
of the long svjctfil L^^jrortutjatrely foi- Krausier. hii aHgcker iralLs a 9. 
3t7j l\rguser'5 weipDn ts cleanly broket?. 
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Sinfj an attacker's; strength can lncri?iise the 
chan-ties of damaging hK opponent's weapon, use 
the lollovi^ing flfures as bonuses to Breakage. 




Strength 3 or 9 
Strength 10 
5treng;tli 11 or 12 
St|•eng;t^ 13 or 14 
Strength l^i or hsgher 



' 1 to Bre-ikage 
*2 to B-reakage 
-4 to fireafcige 
*6 to Breakage 
-3 to Breakage 




llnmned Blocking 

An Indlvkdual n^gbn befcrted to block a weapon with hfs bare hjinds, ir. 
whkh case he might injure himself - even H he manages to block the attack . 
If a tharacter attempts an unarmed Bl«k> his player must make a Fordiude 
Check against the attacking weapon, using his o^*vn body's Fortitude {wh*cli 
is the sanw as either his Constitution or Dexterity). |f the nesult indlcaie-". 
a break, the defender suffers 5 points of dama^ for each point by which 
he falfed the Check. Nowwern a characto- suffering dania^ in d^ls waf 
does not lose his right to an Active Action or counterattack. I.f a character 
attempting .in unarmed Block has armor that cowers the arms, he msiy ijw 
die armor's Fortitude Instead. 

A character i^ho reaches Mastery of Unamfied Bfoeksnj can ignon; 
thii Check, as his skill aBows him to stop even the sharpest weapons usiriii 
only his body. 

Kr^u^cr lost his iweapon in tiw |>f*viou5 tidrnl?gt turn ^n4 rrcv 
must defenc^ hin?5ciFa|galnist his opponent's two-h^ndjasj swoitli usifs.i 
oiily his b^te bands AJtbout^b he rnarjages to Siock the ^tt.ick, h-. 
must now m,3ke a Fortitude Ch^ct to soe tf be suffer? any ■J^trq^i-. 
hecaiiie he wais titigrtnedi ibe two-bgt7£io4 ^vbtjir^ I'sas i Bn^aka^e u: 
6, tvtiile Kra user's ForHtuLit IS 10 t+Jie -^rrje as bis Canstitiitinn) Tf:.- 
^ttackcr rcjik ^ 7, be^ttnci Kf^iiscrKs Fottltud^ by ? pasnth t6 BrciL^Ljr 
pbs 7 ar> the equals 15 rnihU^ 10 for Krauicl-'s Fortrtdde)- Thii:- 
Kratiset- sifffers 15 LP of i^gmage, Although he has fecelv^d danTagu 
Kraiiser can still mgbe an tin^rined counteral'tack. 

Smndary Ahilitks in Comh^t 

A charactEir -can use some Secondary Abilities advantageously ir. 
combat. &el6w are a list ofthese Setondary Abilities and die uses to which 
they can be put m combat. 

Sl-cilhc of Hind (Deff-nse A|ainjC P r^ectiles): ju^Ein^ an ablllly 
developed with Sletj^ht of Hand, penniii a person^ to catch projectiles in 
mid-air before they reach their targets, iind It can therefore be wsed ns :i 
defense against them. A character can catch projectiles thrown nalur^il)^ 
{meaning not fired and fiol projected by mreani of mag^ psythlc powers, 
or Ki) by passinj^ a [>irficuity Check of Absurd. For faster projectile*, such .ii 
arrows and bolts the Difficulty Check is set as Alnxist Impossible. In o«x>(- 
for a character to even try and catch a profectile l^nom a firearm, he mus: 
have reached Mastery. Such an attempt hna a Difficulty Checlt of InhiHnar!. 

To catch projecttles thrown or fired s.upernatuirilly, an Opposed Check is 
msde between the Sleight of Hand -Atillty of the deferKler and the Ati,ic. 
Afaility of whoever launched the misEilei. If a character's Jugjfing Checf. 
Is higher than his opponent's Finaf Attack, he catches the missife in m*d 
air, A character wn use this ability as a passive defense, but an additional 
penalty of —25 is added for each such Juggling Check made during the saime 
Combat Turn. 



Oi'^oijr^e. perfoirnini^ U^l^ maneuver retjui4i53 a loi of strength Ifitie 
proifcc-iw are large or pmopeltec} witli gK¥at force^ £ind so the GM can 
i^equire the defender to have a certain Strength 5core in onder to catch 
inmc prnjectilEE. 

tr i combatant falli to t^idn i pfeifCirtlk!, hi^ an still attempt to Dodger it 
<il: ) penaJry of -50 to his Dodge Ability. 

Cnmbat Flidins: A Charatlcr who wishes to fight from atop 
nii iiioiiii'" iTiLi',: H^velop his Riding AtfHiy if he wisiiev to do so 
cffsctivcly. An/ane attempting to fight from liorsehark w|il--)u' 
!f.T-i minimurpi acquaintance wi?h Ridirtg suffers n -20 lo . 
Ann' id niixk Abilities. If, on the otl^er fisnd, he possesses 3 
Hiiiin;,, Aoilily :ibove 4Q, ths chEirRtter his suff^tGnt profidenc)' 
IQ LBC his rtiDunt In combat, gaining a (-tcig^ advantage. While 
nouncd, a character uses his Rldfnj^ Aixlity store as irujxin'um 

10 Ivi Dodg« Ability, 
When making a rb^i^e using .=i Pole Wenjid-i, .• . larMCter 

Enn ridd twice the Strength Banui of the mount to the Base 
Damajc of Ihi; attack iftcr buatir-.^ a ModeratE Difficulty 
Chetk. 

For c^^mplc. if Lctnures ^ Poc|gc Abili 
□f 120 and J M\n§ AbjJity of 70, b(s Pacj^^: 
Ability wJitle Httinci 1:. only 70. 

Acrobatics in Combat; Acrobatics can be 
I'lrd III cr."--:L>.Jl to ^re.r. effect m various wnys. 
If, I. ".I use K ic .illow c^.ir^cte;" to wlrhdr."iw 
frsm h.ind-to-h.ind combat, sven against 
icwem! ad^'cnarics al once - iby jumping over 
ohc of liwi or by tumbling pust than. To do 
iK^, .1 charMter must have the ability to act. 
tither becfiijse is his ruicn to ^.ct, or hecr^ust? 
he has earned the r?g^t to make a cou-nterattiick. 

11 iut:h t moment, he ^icrfarms <in Acrobalics 
( hcLK npposing the Att.ick Ability of hi.s a.3por-.ent. 
11' u-- benis the Check by 40 poinis, he h.is iyccicdad in fleeing 
fram the hand-tc?'^and combat without permitting those around 
Ivm to carry out viny .uif.icks against hin^. If the dlfTercntt rs less 

than M), then '■•i-^ mrmir-s have nteri^epled his escape, .^nd he win sblTer 
iittiicSc^ n-^rm;: 'y. 

The ^etor.il type of manctivcr i . haIi m&n; complex: A character usci 
An'obatirsEo flank or j^ct behind his apponent, which gl^^ei him n considerable 
tiKUcal advantage in combat. A charactEr can attempt this either when he 
hoi the lnHrat¥v^ Or has earned a counterattack, lb do so, Ke performs an 
Acnibatles Check that opposes either the Attack or Acrobatics Abilities of 
h? opponent*. If ihe Acrobatic aitti^cl^r wins the Opposed Check by more 
th,in too, he has placed himself on his ene^m^'s fli^nk - if by more than 
IS'i he has maneuvered btjhind him. Tliis maneuver occurs in one motkar* 
K T wiih jti aiutk; tJius^ the accomf^ylng attack does not suffer an 
A31I11 ;innl Attiick peniiKy, Likewise, if the maneuver fails, ihe defender hjs 
prevGntGd the Ensuing attack and can thereaftEsr cot^teratt^ck. 




R^tr^/it from Comlmt 



A charjcter majf atiernpt to escape fron^ ^ fighi he'v invotved in. Fleeing 
li an Aoive Actwi and thus can only acte*ripted when a character 
hai the biltlabvi. PetrE^tmg from a fi^t is very risky, because it usw.llly 
nlijAS one's opponertt^s) a chance to hit vcju tiefbrc vou move out of 
range. An opponent of a nee^ng character who is within rsinge' and itisi 
has the ^^^5ilit)^ to perform Aci,ive Act'loni gains m automatic courvtefitiatit 
(uilng a flant rrHsdifKr) with which to try to hit the fleeing p^rty, As with 
cauitcrtttack, a character who has spent aJl his Active Actions can not take 
advtriU|,e of this opportunll/. If a fleeing efiaractcr suffers any damage 
[rem these ccKjntei^ttack^, hi^ .^iteimpt at netreat fails for that Combat 
fum. If a chanwiter Sufprisea his- opponents, he can retreat without being 
Tltiicted - he has simply fled too quickly Sor anyone to ntast. 



RANGED COMBAT 

Characters Use projecdSes m figjhts where the combatants are some 
diStjJice frorni each other. EMept for some differences explained in this 
section, the rules ^re The same as. thove for harnl-to-hand combat. 

There are two kinds of projectilES - Thrawn ^jnd Fired, The first 
type - which Includes daggers, ajfits^ or sptsn - arc launchEd with the 
h.mds, while Ftred projectiles are latinched frwn a devKCK such as a \yM 
or a crossbow. Each such profEct^ has a defined r^ge tSnH Indicates the 
maidniuni dstarwe at whfch It can hiL 

Aiiack Ahilily mlh Proiecilks 

Urtlilw in hand-tcs-hand combat, it does twt matter how well a 
target is hit, the maxirnum vdcKJty a prg^ecttle can reac^i Is always 
: same. For this reason, using Thrown or Fired projectltes pl.^ces 
3 limit On a character's Final Attack Ability. A charscEer usitig 
a projectile weapon oin never harN'e d Final- Attack greater 
than 780 or. in other words, a Difficulty of InipMJttible. 
The penatties for sp&cial purpose RtuttAs an? applied 
before calculating that limiL Thus, it may well happen that 
Ej cha.r3.<ter'i Final Attiick would be 280, while his ihot was 
■riimed at his opponent's head. If a character can extend his Ks to 
his weapori, he Is capable of overcoming that Jimlt^ hcpwever. 

Celli sees two enenjies SnMo are hf eriough ^vvray 
fh jt ft wotjSc] tgke thehi stfver^f Combat Turns to izich 
\ l)er for li^nd-tis-ligrid iic^rob^t Since ihcy arc wihw.' 
r;jr7ije ofhcr bcm.'. she dlccictc^ fire at them, Cdi^ ha^ 
i Firtrii} Ability oFt20 ^ndi rolls 4 65; her attack b^s 
^ f-'tniil S^uJi of IBS, In the rjexi Cottibit Turn she 
' ilecicjes to 3,\.m for Iwr enetny's bead. 5hc gefe lucky, 
aijii n;t!eiv^ Ltmo Opt^n liolls, bfin^ln^ bcf cjicc rptt 
^ wbof?pln^ 252 pofnts- She then ^is he* ftrin^ abiSsty 
oi'UO. bi'fr>4}in<| the fi^ute ta 572. Tbcrj, she StibtracbfiO 
points for the Directcii Afi^ckgt hei-cppoiietjt's hegd. The 
Ffn^l liesult of ber attack 15 tl^e^efote, ostensibly, 312 C372 riiifnus 
60). Hcnvev'er, i^a^use of ihe Profectile Limit, she rrjtjst [cjiwer the 
figtirtr to 2B0- The CM rtjust remember, thouyh, that the shcjt Js stjJJ 
.iir^iod gt the heacj. 

CiWilemlUich Against Trojccmes 

In combat it :>. distance:, a chwTKter not at polnl-Wank range wtio 

^ains the r-ghi ".o counterattack, does not appfy any of the bonuses in the 
Combat Table tc- his atiiiity with projectiles. No matter hoA* well soiTiEone 
defends themselves against a projociile attiick, ti does not help them in 
returning fire. 

Every projectile weapon has an Effective Ftange - the nan^ wiWn which 
It retains its full force: and beywid whach ir loses force, making |t less dingeroiB. 
That point h nOiTnally at atmut half the WT?apor's Maximum Range (which is 
the ri^nge at whjch the projectile sirt^ply &fe to the pffournfj. When a ch^raocr 
throws or fires a projectile to moi^ i^wi rts Effectivi? Rain^. the vveapon suffers 
a - 30 to tts Attack Ability {sec Table 30) and its damage is haWed. 

Note that the strength of iJlc user modifies the Effective Range of 
each we-ipori. The .stronger the user, the greater range reach pro|ectlle 
can traveJ. To find the modifier tg appljf for Strength, please consult T^ble 
43. Weapons that have their own Strength Bonus, such as cnassbqwA. use 
that Kore instead of their user's. However, not ail missile weapons are 
,itale to withsi:.anrl superhuman strength. In other words, «t dMtn'l matter 
how strong a character might be-, a bow dan never l« drawn beyond its 
maximum draw, or it will break. TherEfore. the Ciam^ Master m.fj' permit 
A character with Inhuman Strength td utlfize his Strength modifier only on 
we.=ipons with a *i or higher quality. 



A Icjoij bow, wbtch b^i Effective R^nge of 2D0 feet, ^ 
Mi^Kimum nge of 4O0 feet Hoi^wer, ifits user has a StrcrHjth of B, 
ife Effective Rati^je tncreases tu 260, ^nd Ite Mutimum Rjnye to 460. 



Ta\me 43: 


RaM{TF .V STRF^fGTH 


J[ Strength 


Distance 


Weapon QuaEity 




-100 feci 






-30 feet 




3/6 


None 






8 


: 60 fool 






100 feet 




1 10 


■ ISO fcct 




If 11 


300 feet 




f 12 


■ 800 fci-i 


■■■ 10 


13 


+-1.500 feet 




14 1 mile 1 IS 




1 3 miles 


Mb 


i ^ 


i 5 iriiks 


20 5* 








0PTI0NS IN 



RANGBD C0MBAT 



Just as there are options in htand-ifrlund cambai. there are ^jT^nous 
pas«bilftie5 avaibble fgr cprmbji: at i cfistance. Once argain, it fe up lo th? 
Game Master to decide wbctfier or not to iise these options while pla)'crs 
a-re leamlii| the baiit rulci. 

UlitMm mih Pn^jaiih/simulUinmis shots 

JnliliKwe wjrks th* wne wary with projcttllc attacks as in hj^nci-To-hnind 
combat - e oomi-atant c<in only .ict when ii li bii turn. HcwevE^ H me 
diffisnenct becwpcn: iJic Initiathve of two oppgrjents Is- Im4 than 25 k each of 
tbem has effectively launched his w^capom bcftjro liie othei-'s pnoJectlEe hiti. 
Thenefnre, evEn iF tJie ch.ir^cit'er with the lower Inlllativi: is hit by b missde, 
he can still use his own weapon as tbough he hnd not yet tiefn llfL Tlvesc 
charactei's are. Ir« effect attatkirtp simultanGously. The second chafjtter 
tu ,itt.-iqk in such 3 situation does so before rolling to defend iiirrEe3f nind 
doci, not necEssarilj' hiTUE tp target fhe person who Lair^ted him. Both 
characters can Itill S4Dck ar Dodge normall)/. 

TNs rule Is mi applied wfien the projectjle's .■ane e^thaeiged at poirsL 
blank range. tKjr v\ neliatlon to hfljid-io-tiaiid attacks. 

Keadv io Fire 

Nprmadly, pnofedjie weapons have a ne^^iive Innpact on Initiasive, be<;ag5? 
tbcy laJflc time to load arrd fire. HcwBtfer, If a person prepare* ahead of 
time - If he has an arrcw knocked; and his how drawn and ready to fvit^ for 
example - iMs wenpon's initiative Is the same as tor ^ UnaimBd actbn: "-ID. 

Modifiers to an AtUick with Prcjcctlks 

Just as with hand-to-hand comti.=?l, .1 GM can npplj^ 3 nLimber of special 
modtflers. to attacks wiih proiccti'lEs, (n Table ^4 we can see the ixmuSGS 
rind penalties th,tt appfy to the PtOfectiJc Attack Ab-lity. 

Mi>ve More Than Orve-qujirter ef Movement Valuei I l-ic curreni 
Movtimcnt Value ii used. 

Run at Maximum Mcwement V^lue; Thli represer-ls the mastimUTn 
speed lH vJ\w.h tPk." per™^i is able to move. 

Poor Vfsibjttfcy; AiThrjujJh he can Iocblc his oppprasnt perfection 
the character cannot distinguKsh him clearly. A ^.OOd example would bs 
SOni'C^on* Stin threugh a dense fog. 

Target &«hinfll Covers ThiL modifier applies when th^ character's 
opponent hidei behind a sglld olJiect iirwl onlj' uncowcrs hjmtielf to peek avt 
or perform a auick actkjn. 



Change Tar^get This nefers to a srtumtkjn In which a combflLant ft 
aimirf^; at une target but swilches to ainolher within the saftie Cowbat 
Turn. A GM at&o use* this modifier if the person finng or throwing has the 
ibtllty to ^Attack mo<¥ than orwe per turn and uses it to attack more ttian 
one enemy. This pennltj' Is not cumuilatr.*. 

Moving Targeb These modifiers .ine iippllied depending on the spted 
With ^vhich ihe lar^ci lii rriovinjg. 

After Having Perefided That Turns The GM uses this modifier i^ . 
character was forced to defend hi^miclf In the snme Coiribat Tlirn. 

AtCaclliting Beyond Effective Aarge: When a pnojeetil? Is more 
than Its tfffictT-'e Rmg^ (see T>lbl« 30} iL (dies accuracy and suffers this 
penalty as a consequence of die distance Infuolved, 

Large Tar^tt Add this bonus to a dianscter's. Hnng AbUlty if his target 
IS feet tall or more. This modifier does not apply against crBatunes with 
Damage ftesistance, 

Aimhig: Ainwig at a tar^ requires keeping It In view al the timei. If a 
character loitb 9^ of ht tar^t even for a seoond. he may not apply ths tiorrus 
.ind mi^fl arni ,l\ his Uirj^el again to reacquln: the boniB. Aknlng for ntctre than 9 
seconda (thrse fvjil Combat "lijrns) does not rKrtai* the bonus any more 

Pbint-btantc Range; The target Is less than ftve feet from the person 
lairgetlnig li. If two combatants are in hand-to-hend combat u«ng pncsfectlle 
weaponi. an^ latLack nwle will he at point-blank range. 



T\-\: 44: PR0?ECT]1£ Modifiers 



Situation ^nmHHmptmi^ 


Mod i fieri 




Movfj More Thrm ■/. of Movcneni; Value 


-10 




Run at Maximum Movement Value 


-50 




Poor Visibility 


-20 




Target Behind Cover 


" -10 




'>..hLiiigc T,:f.rgci. -10 


larget Movin;^ More Than Speed 8 


-20 




Target Moving Speed 10 


-■10 




Target Moving I'.orL Than Speed 10 


-bO 




AfiL,!" Mnvin,£| Defended That CoitiLkii. "furn 


-40 




Attacking Beyond EffcTiive Range 


-^0 




L-:^r>;c rai>;ct 


30 




Aiming for One Turn j||j|^||^|-u^ 


^ ' 0 




Aiminp for Two Turrit 


■20 




Aiming for Three Turns 


^30 


4 


*ol nr. blank Ran ;: 


30 





Firing Difficulty 

A projectile can miss its target e^^en if the Combat Tab*e Indlcatti 
damage. This nalght octur if the range was simply too great and the pnjfectJk 
feQ short- To Judge tMts. a GM.should use the Firln|; Difficuity Table (Tatile 
4S}. it indicates if the combatsnt's Firing Atjiiily has allowed him to hit his 
larget. f f the Final l^esojlt is hi|;tier than the Diffkully required, the profectllt 
hits. The Gnmrve Master can ijse these figures as a refert-nce to see if targeu 
not lr»\FoK's.d in combat 3r& hitr 



Taire 45: Fmnc Div^'icuLW 





Point Blank: Lciij Uian i fcv\ 


Easy " 


1 Short Range; 5 to 30 feet 


Moderate 


Medium Range: ii lo 160 ict-. IDifHculL 


Long Range: 161 to 500 feet 


Vvr i Difficult^ 


Very Long Range: ^01 i:o 1,600 feci: 




Extreme Dirtancei: 1,601 Co 2,iOQ fccL 


A ao!iL lm| ■ ■ 


1 Unciassifiabh: More than 2,b{){} fi .-f 


imp0^j-''i ■ 



Cdi3 :3rK3 Lemurs fire thci*' boivs at ^ hoftprndn comin<3 tt^wgrd 
theiT). TfKir tai^ct is at 300 foct? from them, which is Loncj^ Range. 
Mi the>' mdjst beat 3 Pifficylty Chtick of 140 (VeKy D[(?icuJt3for tbcir 

I ■■• I- Attack After ^fT^lyinq the gpprtjprJgtt: rnm^ificryi, Ccli^ roils the 
■ ii ■'. -lit 1^ only 3 152; ttesr shot misi^s 4fi4 the ^rrow is- wqs^ed, 
Ldmurs, though, ubiatn? 3 Fifval Attack of 18^;, meafimy he ligs 
i^xheij hti target and the defender rnifstno^vde^enj himseiragainst 

II I ^itacls aa norma I 

h ii much ^lilJic:le!^ to def'Snd oneself aplnsi fKnCijcciiles than against! ' 
*i.}nd-held VieapK}™^ Only when someQme has nsiachied Masiery of Blodt. ar 
Dqijgg can he easily evade an arrow or cut it in h^tf iri flight, 

A chnnctpr artempiing to d*?f-erK] against Fired pno^Ectile attacks 
iLifers ,1 -ilO penalty to his Blpck Ability ajid a -30 to tlis Dodge Ablfity, If 
the chnmcliT In qucstHHi has re;i(:bed Master^', the GM rtduccs ihis Block 
penilty ti5 -20, while hi-i Dodga penalty disapppiiirE altogether. 

k \\ mvich eKier to defend is^alni-L Tlinown we-^ipons - such .55 a dii^r 
oraxL'- a.5 they do noT hnve i3S riija,h 3 vt-iocily as Fined weapons. A ch.^racKr 
iiLlcnvf'Lin| to defend against ^ Throfv^'n weapon suffcn no Dodge pcniilty, 
whllf- hii BiocSt. .itclliy sufTers a -50 penalty. This pen.Tlty dil5^ippeiirt entirely 
i*;hcn the char^icter In quiestnon mea^hei f^iistcry. 

Naturally, Ifie&e pcnnJties are CWTnulatlve with any other moditieis 
^lied to defense. To help keep things simple, consLiit Table, 44. The 
iheids inentKjned in th« latsle art normal ones (full Shield. Shield, and 
BucklL">f). rallwr than supernjituTni barriers v\+ikh wotrid suffer no penafty. 



T-ms 46: Defense AcAfK^i pROTEcirfES 



SHtu»cidi^^^^^^^^| 


m Filled 


ProjectilS^* 


6k: -k 


-80 


50 


Uadgc 




NA I 


Block with M;'iili.Ty 


-20 


NA 


DDdj(t with Maitcry 


NA 


NA i 


Bc<i-- with '.hicid 


30 


NA ^ 


r!lf<i( \v;ih Mnbtury and shield 


NA ^ 


^^^^^ j 



am i>i Fvojccliks 



in ^ome caiev, ^ character may need Eo dc'fend himself from propittiies 
fired by numerous jdversari«. Wfven a large area is M\ of projectiles, 
Lnc GM cin resoliw the outcome a single rain of pnofactilEs tnstP.id of 
fesoking each attack separate*/. |n this way, the defending person only 
needs, ic m,l\,c a aln^ dcfensE dice roll - nlthoi^h ihH ateo brings with it 
cEdJiln diKtdv<intaj§e5. 

A GM mny use this rwie if a diaractc-r mffers attacks fram more ihatn 
Iei^ ddwrsQiics who do not hiive a dlfferer*ce of more than 60 between 
{Utr '/nreui Attatk Abilities. If there Is a v.^r«3nce gre.tler than 60. the 
GM should group the atuickers into different bands. To calculate a group's 
^ Attack, the GM diould sunply Jdd 150 lu the highest Attfifcic Atwlity 
mlhe group mstcad throwing the dice for the .ulLack. Depcndinj, c-i 
wpiberqif ai:tflckers, a dcfctidcr Dodging a rain of pnpfecttles might iilso 
Sltffcr the penalty for Are.i Attnck (described In the section on SupernfltLiral 
Ablides PI CDmbaL) if the zone covered by the projeCLilci ejKeeds his 
^kwcrrienl Viifuf;, 

Due to the Iwge number of altacks, the Base Damage (yf tte rain of 
prcjCdjlK H. qujidrii^le that caused by a iin|}e pnojeCtile. 

Kiioad Time nnd Knk of Fm 

UnJlkc whcT! using hsncS-to-h.ltid weapon^, a character needs time to 
h?,idy pt^ijectik.-^ weapons before ihe can fine th-sm igaih. Tht period of lime 
required to nejdy a Fired proiicctllc weappn is cilled the FWIoad Time. For 
oiample. a t>ow, whKh hai a Reload Time of 1, can Fire an arnow each 
CorTfbaL Turn, whcnras a CncjssJjqv/, wit/i a FlelMd Time of 1, on b<s used 
only ^ry ochef Combat Turn. A character must sp^nd the "Iwt" Combat 
Turn FEloadlng his weapon before he can Fire il a^n.. 



Ai wrtth hand-to-hand comb^it, those with high Ccmbat Abilllty an rEduce 
the fteload Time and even fire nmre t^m otKe pet' Combat Turn, Few each 
too po*iet of Atiack Abllty or Sleight of H^nd (use only the h^er number), 
a cha/^i^s- c^n reduce the Reload Time for his weapon by one Combat 
"iijrn - although he must Sfip\y 3 cumutailve -25 penalty to each addllionrll 
shot made, If ^ character reduces the RelMd Tinne to less ihan 1 (as ii would 
be for a bcftv). he tan make more than one attack per Ccmbfli Turn. 

Cella has a ffKn^ 4bllihy of 120 wltl: the CrDssbdW, a i^'cipon 
that Fforrnally }l4^ fielosj Time of 2 Notmally ijrns:on<r with j 
croidibo^v couM only attack a t:ceeviei^ twa turht.; ho^'ci-, thanks to 
Iiei- iupcric?!' ability, Celia ^zati Kt^ucc tbe Rcl aact Titrm of her Vpieapon 
to 1. Srjc cpuki, therefore, fire a tMSsbcjw halt svciV turn gt q penalty 
oF-25. if she uses a bow. which h^i 4 Fiflb^d; Time of 1 she could fti-e 
two arrovvs per combat tun?, but at 4 -25 penaEty for each. 

Thrown weapons don't need reloading. However, these weap<Mi4 
possess ii R.affi of Fire (ROF), whkh mdicates how many of thein a 
character can throw In a single Combai Turriu If a weapon has a I^OF of 40. 
a character can threw one of theni for e.;ich 40 poiriHi of Attack Ablfity or 
Sleight of Hand he possesses (Lsing the higher of the two). In other wjrds. 
ri combatant with an atiack Ability of MO could throw three of theni per 
turn. A penally of -iO to the chiiracter's Attack of Slel|^ht of Hand Ability 
is ADfiMed for each addlilcinal pnajEctllE thrcjmi. 

For example, let's iook jt a cliaraLler wrtH an Attack .Ability o- 
170 who h^s sevet^ I stilettos CROF 30) anj a hiM^^ t ROF BiO) i ■ 
he l^^^^^^5 to ftp5t throw the Haniaxer and ^hr.n ib n-jg^y stilettos qi. 
pcssJtle, hiz Atiqck Abihty wiuutcS allow him to throw up to tbn;e 
stiiettos In the sarrie combat tyfn Cfl0+50*3Ci+5O17DI Hoist^tc 
sin-ce he ts usin^ a total of four pralectiEes. hjs Attack Atllity i- 
nM^ucc:4 by 50 (-TO penalty for each aclJlttonal f'ix?|cdllcX He will, 
thcrcFoTC, throw each orje with an Attack Abflrty of on!y 150. 

Refold Tin>e and Rate Of Fire are summ.irlzed m Table 30. Ajly objMl 
not listed on the Pro)ectllc Table h.a4 & ROF of SO H it is srvi.iili- or medium- 
ilrcd, and 12D if ft is large^ised. A comthatani can &\ww/i throw nt least one 
objeci per Cdmbat Turrn no matter what his Atkllly or the object's Ftatc 
of Fife might be- 




^iilvia siiffeR a cj-iLiul damaij^ 




CRITICAIS 

It b inevitable thai characters suffer 
diatnagc <n combat. However, not all damage 
Involve? met'^l)' losing a s«l ntimt>er of Life 
l^ifits. When someoriG necaivDB a single 
wound that mfllto him fosc ha\f his rrmainmj^ 
LP, he hiis receft*ed a Criticjf hii, For example, 
an individual with 1S0 LP who rECEivHS a single 
hit that causes hi-m to tesc 90 ir-Tc Life 
Poknti h?ji suffered n Criri<:."i,. Wn P \\ov^ 
reduced to 90, another hit crr-sii':^ j-^st 45 Lf 
mort would cauiii another Critical. 

WherieytM- a combatani luWeri a Cr^liia). the 
possitillit^ escists that a very serious wound ^^vjll 
nesidt involving bi-Qten bones or even lo^t limbs. To 
find the result. It Ie necessary to calculate the Icviel of the Cntica!, The stticker 
rtilli Id 100 {no Open Ro\h allwed) and acWs that lo the damage produced 
by [he .atrack. The result is the Critical Sevtl. Reduce any amount above 200 iw 
hnilf ,ind <idd th.3i to the total. Thus, the GM would rediKe a Critical level oi 
260 to 130 (60/2 ^ 200) and a level of 310 to 255 {110/2 +200). 

The tombaiant who has suffered the Critical muit then pass a Rr^'acal 
iFle-^ifitnince Check agnir»5t the tevel of Cntical (the player roll* let 100 ^nd 
.ndds Lhc result to his PhFl). If his flnaJ score is higher than the Critical level, 
he passes Lhc chetk and suffeHTS no further III effetii from the hit - other 
thiui the ciRgin:^l Life Paint cJ^miige. If, however, itie character fiili ibe 
PhR Check, the number by which he failed the Check - ttie difference 
between the Critical scvel nnd his Check Korc (his PhR score plus dlOO 
rail) - determlrves the effects i.if 'Jie Critu ul. 




A critical fr)3y h^vtt 



■■-^CdtftlCS-j 



Effect of Crllkiih 



\n this section vve will explain tl>e different rffeci ihrit Crittals pnodtjct, 
as sew hn Table 47. 

Wher a charatter fnils hit PhR Check and receives .3 Critical, he 
autoniatically Syffen an All Action f-tnalt/ equal io the level of failure - the 
djffeK^nce between the' CntK.:il levei .ind hi^. Check score (his PhR score 
plus dlOO nail). If the ffgure cs SO or less, the .ittack may h.ive he?n 
painftJi. but It leaves nothing more than some bruises and a nkc scan The 
ch.iracter'5 Action periatty Is caused by momentary shock and pakn, not any 
lasting phystcal effects, and it disappears at a rate of S pomts per Combat 
Turn until, it last. It vantsJics completely. It isn't necessary, therefore, to 
determine tht kKatlon? of the hit because there are no additional effects. 

Table 47: Criticais in Combat 




CHticaj 










1 lo SO 


No 


Suffer', m All Actioii Po.n l-\y pqjal lo 
rhr; Ifvr.' o( the Critical 1 hi penally 
diminislics ai b poinis per tomb lurn. 


■^1 to 100 




Sullen an All Action I bn^lly cc^uji to 
The fcivtii of tf.i:- Cntieal, Hie penalty 
diminishes at 5 ppints per fornhnl turn 
up to 1^ 'is value. Hit locaUon mUst be 
dCLWTTlned, 



101 to 150 



Moi than 
150 




' Sufferi, an All Action Penalty jqual to 
the level of thf! CrfticjI. Ihtj penalty 
dimipishc at 5 points per combat 
Yes turn up '.o ''/' jis value. I( Hn-: hit is on 

a limb, it is irrepai'ably destroyed or 
a;iT|:)ulr"!led, If \[ hii.s lhc head or heart, 
the person dies. 

Lik^: the Drevious. bu. !he person is 
imrfledl'.lTijiy unconscious, i\'<<i Jies 
Yes In 3 fiLimber of minutei rqual to hii-^ 
Conilltullori if he doesn't get medical 
atten'"i-i. - , 



If the character's fiilure level 
Is greater than SO, the damage he 
suffers Involves som«thlng seriously 
incapacitating - \i\te brotoen bone^ or 
joint dislocations. Half of the Action 
penalty sten^ from shock ancf pain, and 
it diminishes at a rate of £ points per 
turn. However, the other haff Irwolves 
physical incapocliatton, and It i^ill (a$t 
until tfiE chiiracter reco^rs ffiom the 
Critical. If tl>c attack not a Dbreaed 
Attisck, use Table 48 to cteckJe 
The body part affected. If It hlt5. the 
head, the combatant Is automatically 
UlXCiflSClOUS. 

For results higher than 100, the 
attack ha.s dcstnoyed the p^irt of the body 
that was biL As before, half the penalty stems fnsm shod* and pain, (Uxl 
It diminishes gradually. The Other half, however, comes from real ph^cal 
iiKopuicltatlon. If the p^n hit turns out to be an arm oj" leg, the GH should 
-onsider th^t limb uselKS - wheUier due to being crushed or otherwise 
heaivdy damaged - or even amputated. If the strike was z Oirected Attack 
at the heart or head (or soirne e<qually vuherahte pan of a noohuman's 
an<TiTomy), the ch^iracter dies automnt*ca[|y. 

Finally, tf the result a. above 150, the effects aiB e^ctty as stutKl In the 
previous case, e>!cept that the character also Instantly toies consciousncSi. 
no matter v^+iere he was hit. The unconscious character wlH die m a 
number of mmuEc; equal to hcs Constitution, unless medical attention vk'jth 
a Difficulty Leveil of Very Difficult Is obtained. 

Unless Lhe victim's He^iHii^ Levei indicates otherwtse, the Action 
penalties iir-c^ r-educed iit s rate of 5 pcHnts per week. Naturally, destroyed 
or amputated IwTihs can not necover cxreipt by fejpematl4rill means. 

As atways» Creating an appropriately colorful description for Criticals is 
in the hands of the dame I^SfSter. If fighting occurs with creatures whose 
borlips are very different from those of hum,ins. the GM might need ta 
adjust the location of hiti. 



T.MVK 48: Gemeraj. LocAuetN 

^ Local 

Torso 
Ribs 



Ihoulder 
Stomach 
Kidneys 
Chest 
Hesrt 
Right arm 

LfpptM ''■>ri/ irm 
biKve^r forearm 
Hand 



1-50 
MO 
T1-20 
21-30 
3f-35 
3648 

51 -60 
51-54 
55-5f5 
59-60 



Left arrn 


61 -/O 


Upper forK irm 




Lower fon irm 




Hanc j 




ili,;it lei, 


71-80 J 


Thigh 




.Calf 




Foot 


79-80 ™ 


Left ieg 


81-90 



Pnigh 
Cnif 
Foot^ 
Head 



9^m 



1 




Vulnmik Pmt: 



fhHi! nnt certain pistes on th^ bociy th^t tiine more vulnerable to 
{jiticalL lhsr\ athtzrs. THese vulrErahic points nre are^is most sensitive 
lo damsftt. I( a character rctcives a blow dsrEctcd at a vulncmblc point, 
iowig. a m<;re lO^ii t>r his currenl Life Bc>lr«ts is enc^ugh to make htm 
Oicck qgainsl CrltKsl^. 

Ibr an)' humari, the hci^d and licart are vukierable paints - aithcxjgh 
mmii jnd lupenuturjl creatures mat/ not follow thai (jtiLicm. Some 
endties. El fiict, don't imn kive such weal: points; hjwr\g tbem for (vilf 
thdr rcmalnri^ LP is Ihc only way to catec them a Critical. 

VV(C-Ji LP 3 n4 ^^ perfect hc:^ Itbr Km user n« ds to lose ' 
ifixjm vry^lc hit til Chcxk fbt .i Cnticat. ifiut ai? attack ilireded 
3t his he3<^ arjiy rjKK^s to ciuse 16 poiiiih herore he b Forml 
mqttsud] n Check isecgtise It is j vulit-ef^t'le ps>lbt. 

OPEN ROLLS AND 
FUMBLES IN COMBAT 

,■■ I (J 100 dice njils ir cgmbnit use the ryles for Opei^ Rolls anc 
i urs'ciij.. th jt arc explained m thE introductian (determirjing Critical 

xfif Df/fr^jvi' Fumhk 

WhcTi a combatant makes a Fumble ors arry qf his. deifenslve if<ce nolls. 
It meonii he hai made a ^ravc mlitakc that benefits his enemy. The GH 
fnuH calculate the Iwel of the Funnble and subiract thai niimbcr from the 
fumhiln^chanicrer'i DeJenve Abtllty, If Th« result is iiJio over So, the Garrrt: 
Master can dEmde if some ochEr ^onseiqMence, such u tripping or dropping 
hii weapon, is in order. * 



The Attack Fumhk 



Rjmtiiing iio attick me.=irts. at n mminiKm, rhjt it does not hit its t^fjei. If 
Ihe FumblE occin in hand-to-hand combat, the attaclier prciyMjes hw enerny 
wth a chance to counteratliick. If 5hc defender is capdblE of taking, aidvantiige 
afihar Qpportunrry, he zm acJd his opporent's tewe^ of fatlurc to his am^ Atiack 
.^iir^. Whatever the nasuJt, making a FuinblE denies the fumi^Jing character 
arr/ furthn' Active Actions that Combat Tum. If the JevoI of fumble is higher 
Ihih the Game Master can decide orv other jpasslble conacqyenccs^ sudh 
wadiar^cter acodentoily hitiirig someone Off! his <>vn side. 

Tablk 49: The fumble 0N injtiative 




Fimbhrij^ on Initiaiivt mtins tiiai the ii^-n'M ■>;• t -Lii-actEr sampfjc was not 
pf?3wrpcl for wi^vit happened, and iliefefore he will isll tast As In-itiativc g not 
an Wnility, thE GM does, not nEed to calculate fhe teveJ of the FumWe, To see 
ifarwDM hai achieved Surprise on the fumbling character, however, thp GM 
ijKsUd apply the penalty s^rCwn in TaM^ 49 to iJie character's InitiatrvE. 

DAMAGE RESISTANCE 
IN COMBAT 

Vtry iiii^e animali and some supcrnatumi cneatures use a special means 
ofclcrewe called Damage Resistance. Flather ihin using etther the Block or 
Dodge Abilities |o protect themselves, these creiJtwes depend on their 
cnarmous caupacitv to absorb ph^ical dama^. For that reason, A nuiriber 
of different rules .w tised for them irv combaL 



I 




A Wyrrr? 3S ^ D^mai^c lli:?iisf;|ncc iirc^tyrc 

First, thftse creatures do not fose thelc right to make Active Actionv 
when they sutler damage; they are dlways Able U> hit twck, Hcwever, tliey 
6a not benefit from the advantages of cauntErattack, and therefore must 
Mwait until It Is their tuen lo act durang, the CjCHnbai Turn. 

they also do not possevs any defensj^ capacity except their tw/n 
naluraJ dice nofi. whktl the CM subtrricts directly ffWi the Attack AJltllty 
of the drcatu-rcs' opponents. This figuns does not suffier any mpdifk'ltlon 
fof addltkiinal attacks, pfojectHes, or any of the penalties to defense founrf 
on Table JB, if a being with Damage Fteslstartce Is atiatked by surprnc^ is. 
loses the ablBt}' HJ rp|l the dice to ^^e^e^^j Itself; It HKetves iJie full force of 
the attiSck as if it wtre an inantmatE object. If an opponent surprises it by 
iiwolding detection (III* ej^ecutfn| an urrt;xp«tcd attack from behind^ for 
InstuncE). then the creattine Is Incapable of making an attack a^ainsi the 
oppiwlCTil in that Combat Turn. 

Beings with Damage Riesistance cart also utilise m[^al oc psychic 
shields - If dhey have iihe ability to create such defenses, HiOA^!■ve^^ they use them 
with a -40 to th™- Profectkxi AbiBty, and if ttke ship's defense is overciMTig. 
the creatures tost their ^tion. The GM shoukf appf^ penaftjcs triggerEd by 
sleuadons m Table 40 (or other penalbes) to their Attack Ability, 

Criticib siso v/prk >n a speotil w^' against creatures wld"i Damage 
Pljcslstajicc. Although they must lose half their Life Ftilnts with a single 
attack to suffer a CrttlcaL the GM should automadnJty reduce the lev^ 
of the Critical by halfK even without reaching 200. A Critical ievEJ over 50, 
however. pr^fvenCs these creatures frcmi ^ictln-g that Combat Turr*. 

If a creatuna with Damage Rpjsistance receives an Area Attack that 
covers at least half its body, it receives double thE damagE Jndicafed on 
the Combat Table. Although Arta AtLacki are most often produced by 
supcmatur;d means (fireballs, cones of destructicKi, stc.]. She damage from 
c'l iveapon viHllh an Area Attack suffickintfy Jarge enough lo cover half the 
creature's body is also doubled. 

Finally. Fumbles have Increased effects Ir* battles; wl^ creatures with 
Damage Rjteistance. If a creature with Dft Fifmbles, its opponents receive 
double the rvortnal bonta awarded to their AiiacJc Atelity. 

SUPERNATURAL 
ABILITIES IN COMBAT 

It is common to use iupern^itural Abilities In combat, or to face Others 
wtio uSsc tl'kcm. Although their use b. explained in detail in the ftrilowlng 
chapters, vve w*|| loolt at how a GM can Inte^te them into the .Anim£7 
combal system. 




For csttmpSc, 5ci'<;rf3die Is locked, in com hit 3^3 i use ^|||||^ 



Ncft every wc^ipon Is jhle koA^m^e InrngteHjl chisgttJMc^ 

Maijk in Cmhl 

fi.lgw.il or myiiic^l ab>iliti« can be very effecti'-^ in ccHribat. When 
fatifig dangeri a Wiwrd hai 'A wide range of offensive and defensifve spdls 
from whidi to choose. To c«t .^n Active 5pte-ll. it mubt be [he Wizard's lum 
to act. Even If he gets a catinteraltack by usin;j, ,i shield lor dcfvfyyc. tli? 
Wizard must wan until It is hi-i iiifr, to .ict It the Combat Turn. 

Wizards use their MagK Projection .i-, a Combat Ability to cait 
attack and tteiense spetls. The GH takuNites the Attack Result as. for any 
fi^ht - -Tifcthouph due to its ipcciul n.?iturG, proje< lion i^ mot gmerned by the 
iame modifien h.in(J-tchhLiri4 or projectile combat. Wiiardi are capid4e 
of projecting many spells and can Lherelo<"e use theii' power ncpcaiHectly 
during a wngjc CcKinh."it Turn without auffci-lrig penatoes for additional 
attacit?. When uslfig offcni.iv(.' spells, wizards also ignore the modtfrers for 
special iituationts fpund in Table 40 - wiLli the exception of lliow for Viilon 
Partially Obscured or Vision Totally Obscured, Ma]|ic also is not affe<ied by 
ihc modifiers of Table 44. Only in the case of Attack Spdls doe.? t^c 
cornbat^nl suffer Cit!.ri.:iiiics f::r iiifliing at specific parts of the body. 

it is 3tso inip<?r(,ant to note that Magic Proferticm d-oes not osc the 
spelkastcr's aim; thcrefort; be, would re<eive no bonuses for taking the 
time ID Jim at a target. Nor woijld he rtwieivc any borvuses froffi obtaining 
the right to countersittsck - evei^ if in hand-to-4l-3ndl combaL Direct Attack 
Spells, sucJi as itghtixaw. or Fireball, are considered Fired pro'SctHes whe«\ 
calculatiflg ^ penalties for trying la Block or Dcwige [Jiem. 

Tbe penalties to .nciion do nrjodit^ the wizard's Magic Projection, 
however, 

.A W^a;^l4 tan cj^t tn^fiy s^ii^ using the ^dme Magic 
pi-ornjctfon v^luc as he withers ■cjuring g Corrjkit Ttirn. |itst a* he 
5fcop Virions ^tt.5c:lei without fffnslty. if, Fcir c^titiiplc n wi'/.aH 3i3i5 
i M*jii; PM3|eclncJn pf 120, he citn ^ttq^k m3oy times hl^i MA 
pettrjrts, tie an blcsck offensive spclb with bis shicldls - all with 
-in titichanging ability of 120, 

Sjfclknstini] whik Fyfifrn/j 

Slrwe casting sprils co-jnts as i normal action, li iis possiWe Fbr Mflieone 
10 aitiick and cast spells at jht Mffle time. Hdvvever, ,iince usng a spefl is 
m Active Altioo, the combatant apptics a -2.5 penalty to any otiier actions 
he perform'!. Although the Magic PhDjealqn aiiiWty fe rtol iiffacled. a uriilge 
who needs to |es.tlcul9te must reduce his MA by i^Jf ii he wishes iso wt 
spells while fl^Ong. 



Ler5>ur4:5. Slttf wiirs tKc IniEntive, tjotl dsctiies to tofi. hsio 
offensive bpdls at her -Uvti^r^. ScHrnfltij^ nftluce^ hct .^iA 
In hillf th^it turn? i:»eG3ti5e 4et:bre5 she wlli fjei-form action 
boiiies casting the apelb. flccau^*; >lic vj^^ accuroLil^tinij Zcon 
Juiin^ LHg |?K:v'!cnis iiirm, she hi^ a sufficient pool to ■^■ri tbc,^ 
ti^'o sfiell? Ij2n?ah*5 wgnages to partially Po^qe both ^pcHv 
jnd, althot[gh he 4*^511' t ijet ^ goutitetattack. ne cfeoes e^i 
iiam,agc, As no one h^s mterrufjtftj Seren-i^ic s adioiis. si 
£3n still 9d;. 5hp thcKcrure att;^^^^ Lemares in hanj-to-hanri 
cornbatwitli 3 -211 to hec Attack Abl I Ify. 

Psychic Alnhtks m comhU 

Altho-ugh based on very difTenerl prlntipSes. Psychk Abilities 
arc similajT to sn^igicaJ: ones \n their ctjmbat effetjiveraesi. Persofs 
possessing psychic powers u*e their Psychic Pro^ction to direct their 
disciplines. As wiL^ a wtzard's Magic Projection, this ability l?f modiCiecl 
only 'iy Vi^'on fal'lhaHy Objured or Vision Totilly Oh.«Lsrcd from 
T.-tble 40. 

A combovrvnt can attack Jinfl use hii powers in ihe iatTve Combat 
lui"n, but he will lipply a -15 to hiS Psydiic Pot'Cntial Ibr each 
uddltlonal Attlve Action already performed In tlut Combat Tyrn, if 
he wls}i« to fltlafk after usfng hii- powers, the GM apphes .3 -IS to 
all subseqLKent act*ofi*. fn no case does the character suffer pcfiallies 
to his Psychic Pfojertion far performing adtTiEionjE actions. fV-noittlei 
to all action do also modify the combatant'* f^ycfiic Projecti&fi. 



i\U{(}kd or Psychic shidds 

The principal meflns of defense used by WiMrd? and Piyc^ilcs is the 
aWltty to create nrugical or psychic shields. Despite the feci that tti£^ are ai 
dlffererrt. orlglrts, both Have fha same purpose: to prevent »r\ attack frtssn 
fandlflg. 

It is impiH'tarit to rEmember thit most Sjxh shields are not simple 
spheres corripletely surrounding their creator. For example, 3 Wizard tntt 
l;o project his i^iield focusing on thu points ot the attack, bKausc even iCn 
screen exists between him artd hi'- idvcrsary. an aitack liiai '& *ijfrckently 
powerful caUld gi^t through li. 

Mii^fka) Shsietds use th^ M.igfc Projectior. of the sf>elkaster asa ift^thod 
of defense. Simply roll Id 100 and add the restjili TO hi? Magit Projection tc- 
calculate hb Fln,il Ability against e*ich attack. Mentaiists peffwm In the same" 
way, although they add ihelr Psychic PnOfectJon to the dlOD roll- Charatief^ 
wIkj use supernatural 5*iields do not suffer penaJtiet for fldditjonat defenses 
'"ro'-i Table 41. nO' do they suffer penalties for the projetillei of Tabte 
46 - as they are bnaed on supernaturr^i abilities. The only modifiers a GM 
applies Lo Lhe shield's creator are ^jurprlse, Pw at Weapon's Point, Vdom 
Pflrtsally Obscuredi, or Vision Totaliy Obscured from Tabfe 40. 

Although artf' bonu^ies to tountenttacki gijned usin^g shields as a 
defen.se are noc applfed to M-a^lc Projection or f^ythic Prtjjeciicm, they 6o 
apply norn^ally if used to carry out other actions - siich as mHiking a hand- 
to-hand attack. 

Ff a shield succeeds in stopp^^g an attack It might suffer damage or 
ewen shatter. A shield that tucce*Elijllly stops an Maxk recetve* the Base 
Qamags: of that attack. Pe^wns of hiji^i ability, therefore. hs(we itio ixj^wblliTy 
of shatterir^ sh*eldj mors qvjickly by maldng EidditKmiil attacks. 

Lct'^ examine a shietcJ th.3t ci^n resist 50O [^olrrb of darna^c piit 
Lip by ^>crcnade LcmufTS attgcksi Serenade ubim^ a ^^ng ^woft^ with 
a Bqse Dama^ftf of 60. Althuti^jh Scrcna^je's shicfcj bloda the nmnq 
f'jhe (jbt^trnii 3 Final Defense Uii^h^t than her oppat^etrt's Piriiil 
AttantX the^warj Mow wca^^n the shicli.'4 camiderahly. The impact 
aiJtornatically rc^incei the resl^tarrttf of the ti^rri^r by 60 points, su 
that only 2A0 ^oinb o( ilnfense hernain 

If an attack causes sufflcleni damage to break the shheld. it penetrates 
to hit tu (Teal target. The tombaLajit autDmaticalt^ iiuflen the impaci of ihe 
sirllie without my further chatice to defend tinmsefl^- Howften the Base 
Damage of the attack is redtKCd by whatever tiefense flne shIeW had left. 



For example. 5erem4e s s^nM his only 40 poinis iefi, 3n4 ^gain 
Lmqura alrtactcs. The shlcttl orjce 3g.qifi intiffice[;'ts Jih attack, hut 
btcib. Scfcn^s^c 15 hrt, h\sk. the shatttfrin^ !ihlc;M ro^wocs tl>£ damqijti 
to 20 itO JgiTts^e from the \onq ^ivoh^ rrjiTrcJs 40 from the shjeld':. 
remjiiTing deferrse)- 



A iliicid cm be uied [d defend someone other ih,\r> its creator Such an 
aclion IS not passivE, so the vhleW muil enLher havE been placed befor^luod 
crvT.' piirsoii, or else the person projecting the ^hit.'Hd must hi^B rese^rved 
ineir n^'''" ^■■ tict ^nr ilt In ihc CocTibal Turn. \n fhti second tcisc--, a character 
mu'it innouncE- fhi^ i/itpntlon Ix'fore any dice roll. "f>ic ch.3racter suffers a 
£>r-,>:'y of -40 to his Projection when USllif; the defensive barrier ir> this wo/. 

If tlT? shield does not itop the impact, the iiltack continues normally 
,ind the targeted vkcinrt ina;r' defend himself norma Ily. 



snmnnluml Attsuh 



\f\ ^pKe of their f^reai variability, supernatural attacks can be ci.issificd 
in thrca penerat categories: Energy AtL^cks, Area Al,t.ick5, and Eiiencc 
Atiacki. Each attack category requires a different type oi del'enje. 

It pos^i'jle for a singb supornaturiil att.nck to include IWo or more 
of EheEG rh;5rnn<"ri5tii:s. In fact, iL ii normal for attack? on Essence to be 
ijitd on iCrcrp,/, and affect in Aixj, If thil occurs, the defender sufFerj; all 
the consequtii' ■•■ i' ..;h(.f. F^eimcmSier ih-it any of theic- arc conatfcned 
j!quiva.'>5ni in eff^ ■ i ■) a ■■ rt-d prDjectllc. and so rhe defendsr suffers the 
,Bcna="tt;s lilted in Table 46. 

Energy Attacks: Ificse attacks h,iv(' ■■;(> physical SLib^tnncc. Since; t.he 
pov^?r rhir (ornvi i.|iein is not rcaJiy tar^iblo, n iKifTVial individutl *i ipcspjbic 
t/ blocking Inf^m. I ogiCilHly. If so^ncOnt Can not to^xh etier^, he would hLJve a 
HirioiE probicm stopping an attack made fnom iL His Block Ability would be of 
no use, anci: there is nothing^ be can [X)t in between Iwiiclf and the attack, 
In such ri case, t\K naujral reaction wquFd to f^'od^ it, since Block is 
ajlemsticdy reduced to aero. A charactnr car Dodgf! f nefgy Attacks with 
no ndditional penalty heyCJXl the difficulty of Ooc^jjjng Fired projectiles, 

^^f■ml■■i^£l^:^■ that there is a b\g dlflere«ce bet^^^ten Encr^iy Air.ick"-:. 
nnd th( .urtFicki, ihsil tJn damage erer^. Many mt-inglble supcrnatuiMl 
ix;ing.v, or those: with ^cia! protection, can not be affected by ati acks 
[hiU d^n not harm energy. For tl-i,it reason, a combatant must hB%'e' n 
m,^C.T.I wapor> or Ki Ability to hit sypcrpatufa: hodie'S. Altptouj^h these 
i,vcnporis can dam,nge i-ntan^iOle bein,?s. they themselves are t.^ngibie, and 
iherEfore can be tslocked b;,' norm.iil vi^eapflflS wit*iOuit any penijilty. By 
Energv Attacks, wc refer to intan jjfale magical discharges or irmiiar offecLs 
Ihgr earn fk^is thrcu^ ahy maierii^ body to reach rh^elr a?>jecttve. 

Some magiral weapons hii^c i Secondary Enei'^gy Attack Type {or 
i Heat, Cold, or tlEdfXiTy one), but cOrtijnue So be cf a maierjal 
tiilturc. in such a cjuc, es/en <f n i^ possiWe to force ari oppaTicnt to uss 
hi^ iirmor's Enctjjy AT by usirij; a Seccundary Energy Attack T^pe, the 
defender cnn W\\ Block ihe&e attacks normally. 

It is worth mp-king special mention of altatks made with tUxTrkity, 
Cold, or Hcai, since \n a more Nmitedi way, these can also be difficult to 
Block. If someone attempts, to Block one of the54? attacks, such as an 
i^GGUE disiitiarge, a penalty of 110 applies to his Ability Ibr ptot. l>s;ln^; 
aWtto Block Enefg^. Once again though, there are no added penalties 
tc the Dodjie Abilliy. 

Blocking Energy and other supernatural attacksi Tlier<-' 
an; ipixiit' rcquiremf^cts f^.^' n ch.n ^iCttir filocW energy Norp'.'Hy. 
MifK'iTiiKural weapons that can damage Energy can also Block 
supan^^tural fortes. Sucfi a weapon can cut thf lines of mdj^^.'C. or 
tfTc crer^ of psychic m^llrlXM,, or even block a firetn^ifl in the >lir. Ki 
AbiiUis offer another option for Blocklrij|i, Eriergj' Attacks. The Presecir C- 
EiiinJUon rind Aura Ertiension can also offer the ability to stop such 
Stacks vi^ithotil ptrnalLy. in the case of magical shields or psychic shields, 
sachr of thefli indicates If it is able lo Block cner^ or r^ot. 

Area Attacks: Area Attacki have some devastating effects. Tliey 
■■■i Ljpat:': ol i.ovcring large ar^as ^^od hitting varioui tar^gcts at the 
iJ/n^ time. Given tlial ihey affect a wide area. Blocking these attacks 
ihn Fiomvil way i$ r»ot possible, and so the defender must possess. lUc 
aiitty t& BIcKk en^y m onder t(j jjrotett hin-''.(-|f - or else ho applia*; 
n tieiiahv of -120 lO hii Block Ability. 



(f yDu want to cktermine Kf someortt can Ctodge gn Ane.a AttiKk, it Is 
necessary to determine if he is *ble to remove himself from the area cozened «1 
Siat CoiTVbai liJm. TherefDre. the ch^irscter''S Movemcrit Vaiueis fund-amen'tsl 
in determimnft the resut If diaracier'j Mwemeni Value is h^gh cnouijh 
to meva him out of Ehe area lr» Cine Combat Turn, the person <:m atten^pl to 
Dod^ the attack with no addilJonrll penally to his Ability. Hov^ev^r. if hr- v. 
ncyt fast enough, he suffers a penalty of to his Dodge Ab^ltv. In order ior 
a character to Dodge the Area Aitack, he must hjfwe enough space St^ailabte 
ia pt^rmit such mcA'Ement. Jf, Jor eMfflplii, a charactef's f4oven^ertt ^^lue 
would let him move out of a SO-foot Area Attack, but the rtrem he is In is 
^aUpr than that, the -90 penalty strll apfslies. Any supematufa] shield can 
stop an Area AlL^ck vvittioul ,my penalEy. 

Essence Attacks: These attacks directly affect the essence of 
a person or ilim^, in othc-r vvords, they fkirqe the defer*der to make a 
l^csistance Check; MB or PsR, f'Df instance. Generally, ncn'mal humans 
car. not pc;rceive these attacks betauMr tHey act ai a level beyond human 
wsiOfi. It is complctoty impo^ible to see a psychic uying to read your mind 
Of a 4*eep speH crossing the room, for example. Anyone trying to defiend 
ihemuietves agnnnst an Essence Attack wlihoyr being able lo s« it must 
apply tf>e pefi.alty for Vision Totally Obscured to their Ablltty. If Jt is also 
iJiieKpetlcd, subtract -90 for Surprise. 

This penalty is ORly apfjUcabte if the att.3ck affects onfy Essence. If, for 
example, a chamaer is iissaulted by a creature capable Qf pamlyztn^ by 
touch, thert is no such penalty, because the creature's attack Itself i& seen. 
If the attack is of n^tical origin, it is necessary for t+ie defender to have the 
ability to pef-rpive r^aglc or u'^ychic i-riafices rn order to avonJ the penally. 

Repeating Resistance Checks: If a person is affected by ^ 
supernatural abiJIty in combat (har ohfigates htm to repeat g Reastance 
Check, these Checks are made at the bc^^anning of the Combai Turn, before 
any other combatant can .net - no niatiier how quick they mlgh^ be. 





Ki BQimniorr 






The Kj PomirjioiJ mglces incredible Jeexla posslNe 

TWs diapter wilt<Ji5cus5 the spettal ablllBes some individuals can d&^kip 
using their inn^r flnerg)^ 3nd the use q(f the spedil combat Techniques, 

ORIGIN OF KJ 

Kt is a fortr prrsrnL in all rarm^ of IFfe. Wtien the swi pen«tr,ites a 
llvrng Qfganism nt the tpme of Its birth. \i ImfKcgnates alE of \ts, being and 
|jecoin« one Mvnh tt, Evw though s\i things possess splrlL^ onl^ those 
beings tnjpy slivi? complifl,^ biwd their lx>d^ and sotil. If a scone breaks 
ir> half, its soul divides in two.. When a living creatuire tites, the spirit Is 
leparated ft^tn the body. 

When souls ding to ttiw earilily aiMt}(:\ they Imptftifpaie it v,'l[h ihdr 
essence, thus crciHing !he plyacAl energ/ call Sixfi fctice dependi 
cwdusmHjf on the fusion of body and spinrt^ and so it flowvs intismall)' ttiTOUgh 
nil humnn bemgi. This is not to say ofllj* organic be inj^^ can use Ki; clEmentaJ 
maaSures without j ph^/sicaJ Jqfrn ran dewefep thess abilities ffi weiL A SOul's 
'j-ue fuirari with a matcriaJ abode « oil it takes to make use O^ Si AtjJiltJK. 



Some pcofjir enplalrt frf^ksl energy as a saunce of 1iv»^ heaL Thru ft 
Vi^hy the urxle'id - those who ha^ \o5t -[hur scwjli but nemaln In the 
world - CKode gn iritense spa-^wjl chllL 

Eveo though fti a present in all living organisms, not ever^-- 
il fulfy 3*iTr€ of it. Only lh04t able to ^nse thc-ir av^i encrsr* 
and awaken it can contrai these unijelle^^able ibuHtleSr B>' iJoit>ji| so, 
they art breaking the fine line between Hesh and 50Ui in onjer to 
employ spiritual powm whUc itill Infiabiitrig their bodies. The term 
"Domkni^n" derive* ftTom the jbiHiy iliese IrKfivldUiaJs fjosstss to coniral 
their energ/ and utilize It tio perform pl'^t^al actions iw> othev mortal 
could accomplish. , ^ 

Marthil Knowledge 

Martial knowfcdge (MK) indicates ei character's ahirity To rM^ken Kl 
Demlrslon, MK points differ fratn Development Points in that a pla>icr can 
use them onlj^ towgnd acquiring Donirnion kncwtedge - suth as a£quirin| 
Kl Abilities and ipcdal TcchniquES. A player cannot buy additionul Kf PftlntS 
or Ki AccumufatJOfl with MK. 

Charmcters ^icquire MK points ns thej' mo«e up in level, afccwttirig to 
the MK progression listed under each class summary found in Chiipterl, 
Characters can also obtain MK 'rtdtb the Martial Masicry Aitvantage. or b^ 
mastsi"lng some' m,5rtBi arts. 



Ki Poinls md Accumulnthm 

ki points measure a character's Internal energ/. The (Viore Ki f^lrrtsthc 
■ hnracter hai, the greater the power he will h^iye .iwiiJoied. The amounr 
•.•^ Ki Paints a character possesses depends upon hts Strength, dexisntv. 
Agility, ConstltutlCKi. ftjwer. and WlH Characteristic icores. In order to 
calculate a character's Ki Points, r^na-lyxe rhe score for ejcli ChardcLerislnL 
A tharatler reiccives 1 Ki Point for each Characteristic point up to 10, 
Jinrf 2 Kl Ftilnls for each Cha>»icieh!iUc point over 10. iFor cxampfe. n 
charw:ter with ^3 Stnjngth of 7 v/ciuld retetve 7 Kl pounts { 1 for each pcfni 
of Strength), while a character with ;i DextEsrity of 13 would recelw- 1i Ki 
Rjints ft Kl PCNnl for each point of Dcxlerity up to 10. and 1 Ki Htimts tor 
each point of Pe)iteriTy O'.^er 10), Cierkerm Ki pointi arc those not trnkcid 
to any specific Characteristic. This means th,9l pls^fler? COin choose w^iH.'- 
C harattcniUc to taJuc the Ki Points from. 

Kl AtCUmulJtlOfl represervts a SubJct'Ji capacity for concentrallng an: 
using Ki Faints zt a higher speed. Its biise ^I'aSue afeo determined br 
Characteristics, 3* shown in Tabie SO, 

A pli^ on give his character mon? Kj Flolnts iind Ki Accumulatton 
iiy spending [Jf (as opposed to MK). The cost for Increasing these aWitiK 
■.•.-ir*es acco*xjina to character tha. Each time a player spends the DP to 
obtain Ki Bpints, he need to choose which CharactertstK he will ardd them 
to. QnzE assigned, a player can not change thij dlstrlbutwi. A charsctflf 
receivers speniL Ki at i mte of 1 point per hour for each CharactErisijc;, er 
twice as mijcli If the chsr3,ctjer is concentrating or n^dltatins. 

Let's t^ke ^ Icjok ^ CeJl^'s Ki poirrt^ and Ki AccurntjIatiN^'i; 
Ac:cor4ltic| to her Characteristic!,, hi^r Kl points ^Uou\c\ be-. Stttrii-jT!: 
CKj 5), Pcidrcrtty (Ki 9). A^ilitv (Kj 101 Constittation ( K: S), Po^l- 
( Kj ■t), WiW CKr 4). As Far nannitiq[ AccumuJ^tlotg, it -jfx^ulcj bv 
Strength CI), Peyrferity (V Ability C2), Ccjnstityiion (1). PcM'er (1 

qt)dW|||l1). 
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Characters can Itsc as many Ki faints pef turr^ as ihelr AccumulatlDn 
allows. TfvE^ nriisy COfitentrate Ki from all their Chaf^iatniLms <. • on •. 
from specif It ones, hfcwew, if a ^1^13,10 turn's Accumul.ition is not ■ 
to perform the Intended ."ictlofi, the clvjra£.ier may keep the Ki Pnifit,-^ hf lidi 
lliiidcd and continue to gather polr^ts thrcKlghout the following izurns. Far 
etarpifsle, If a ctiaracterH AccumuJaiion for any given chiaracteH'liiilt 15 2, he 
may Either uw those 2 K* Points in a turn or save them for the nevt one (2 
In the firsl, ^ in the secand, 6 in th« tlilr^. etc.). 

AecumuUtlnj Ki b a Pastvc Action. When characters pcrfiDrm other 
Aclions in ihe Mnn; round, the^ tnuil reduce their Accumulation Co Jiaff, 
rounding the numiber up. Char.ict^r'i may co*l5.inuc ic Accumulate Ki over 
as mnnr^ Qwn-bat Tumi as they wish. However, |f ^ character concentrating 
hi!; Ki stcipi for of>e Tu^n, ht musi immMJiatcHy us€' wh^it he Accuinuldtcd 
or those points will install??/ diiiipoie, reiumrng to his Ki Point total, .and he 
wi hiivft Lo slart over if he wi'ihes io Accun>Lllate thoat; points agam. 

A total Accumulation of over K) Ki ft&ipts will render a character's 
.lura visible jfMi cause sdj^fht alterations rn ha sumourHjin^ (breezfi, Liny 
cirthqijakies. and similnr phenomenii). According to legend, ev^ry living 
crcaturr's aura has a ditf^mn folor. reflecting, the uniqueness of sLs WHil. 

Ijcttiu«5 hgs the fallov^'ing AcetimtiEation: Strength CD, Dexterity 
1-;:'. Aj^ility Ul Cansfcltutian (T?, PowNirr (2), gnd Will Ct). if he 
;onceiitr3te for Iwcj tut-n-j, be will hive AccumtibteJ Z poinfe ioc 
Stiroiyth, 5 fcH- Dexfenty, 8 fat Aqility, 2 for t'onstitution. 4- fof 
Paiv^rand Z for Will. UnfoftuDiltcry. perforfnlriiij .ihy other /Xrffon 
i.hqttiJ(TiVititjlc||c^|U;.G hln Accunnt4l3tion to drop by liqirC[-ciiiri4iri'j 
number up), ihann bs\cv-r: Stretsijth iD, PextcHty C2), Agility 
C:), CohitHution (T), Pov^'St CD. qnd Will (t). 

KI ABILfTJES 

Ki AbHitles are a iei of ^pccia! powers that a chafacier c^ifi develop by 
using Marti;^! KnowKKlg.e f>oiins. Mflilif ry of ihicse abilities allows chjracien 
to pirform special action^ that no OTl>er human bcinj could [sossibly 
©<ecute. ESiCh ability coits a different number of MK pciinis that a character 
mail pxf in order to acquuv IL Since there is a logic to tJie developn^ni. of 
Ki AbAt;^, tomti powers may require previous rnaslcry of othisri. 

Below ri complcl-e list of atiflilies. MK cost, requirements, and fhc 
Epc-^ial ^ffwts these abilities provide. 

This Is the foL^ndntior -^l K Ability upon which all oiliers are based. It 
.iHovi'i n charnciei lo awaken lui inner energjf and use it ftlbconsctDUsly. 
Requirements: None 
Martial Knowledge: '^,0 

Ki CoNinwL 

This ability allows lioiaJ control of Inner energy. A liiiireicter with thli 
ability IS fuR*f aware of hi? .jvip'ei'i'ia.tiji'al p<y^'cr cintf can Accumulate Ki. Qn'^.e 
.1: rjiiir-cd, Ki C-,inlr&' allows diancters to fesrn DofnlnlQ<i Tcthiiiques. 

Requirements Ui^eofKl 

Martial Knowledge: 30 

Nl L^EIUlkX-^ 

This ability allov/5, a i:h.:ir.KTer lo detect a being's energy. [l's:s. a 
charaaw <m.h this afailitj' is awane of my source of enerny present in an 
areq. bui he raAfiO! d-eicrmlnc its fbrmi size, or intensity. Ki !3eLc<tlon 
eflbrllesd)' overcome cb^taclei Sijch 3S solid objccti. and closed ^iflces, but 
It tin ridit penciratc sEsled ervergy fields. The should uneat this power 
us a spt^ia'i Setondajr/ AbHilty and can calculate its scert by averaging the 
rh5r.Kl*r'^ tOCrll MK and his NoticE score. To leafh about tl^e ei^lent of its 
reach, Bdk V|H. 

Require merits: Ki C,onhT3l 

MartJikl Knowledge: 2d 

Ccllaba5l20 MK^ndi^ Ncjtice score dFW. Tocalciil^ite Celig's Ki 
[•ctcdtDJ], gdd tip both r7CJhnbcfS ^ndj divittc them by iwo, which 
■•nodi give 3 riri.ll Abtltty ^ix of 90. 




BOX VIJI: K.1 Detects 

"ItIs box details thp ^^ff■.■;ctive:Mlcss of the ;:bility in 
nH-.at*n to the Difficulty Lcvc:" attained. 

Routine: The character can or[\y deter.: thr: ■ ir-^y of dlDlc 
in physical contact with him. 

Eaty: The character can detect rhc fnergit::! ^f those within 
a few feet of hin i. 

Moderate: The ch,ir;iclc-.i U!;ti;ct energy up to 15 f-s<?t 
away. 

Difficult: The ciiaracler cnn detect energy Lip to 30 ftft 
away. 

Very Qifficuiit; The rtiaracter can dtileti. i^i^ergy up to 60 
feet imay- 

Absurd: The character can dctirf energy up Lo 150 fc;-! iw;iy. 
Almost impossible-: The characlir can detsci pprf'rgy up to 
300 feet away. 

impassible: The character can detect energy up to 800 fcst 
away. 

ifihuman: Tf'uJ character can detect energy i,:- to l-.i f .1 ri< le j 
away. It requires Inhumanity ^ 
Zen: The character can detect ^nc^rgy hundreds of rrklitt 
away. It Requires Zen. , 



E^IVPJTIOM 

Erudition aflows ch-T^iracters to deiermrnc the stnangth ^nd form of 
any energy perccivEa. The use of thjs ability ^nakiM il possible to tell if 
.someorME "S Atcumulating Ki or if an opponent 15 pi^rticularfy strong. It can 
also pnovlde mforrriatlori Js le a particular individuates ener^ type when 
ipccifwrally sought, i^r ms-taiKe. ^ character might find the e:<ad; tell In 
v/H r.h l-ls f-'icnd^ are c.=iptw^; without (he ne#CJ opening the door. 

Requirements: Ki Detection 

Martial Knowledge: 10 

W 1. 1 CI II Eu.Vil.MA,riON 

ThroKjgh controf of tr>er^, a character may affea hrt own body mail 
and partially Igrtere the effects of gravity. using this ability, a th.inaaer 
<-rm cempOfiarlly perform actior^s otherwiw vlntjally liTiptsssible ~ such as 
running gp walls o^* even running on water. A character utinrg this aJbfiliy can 
run along ariy lype of SUTface at hi* fuil Mtswme-nl Value in a single turrv. 

For example^ a character wirh a Movemeni; Vatut of 70 feet per round 
who uttempts to cro^.i to the oU^er side of a river u^Jng this ability will 
successfully cowfif the first 70 feei, but he will inevitably smk If the flV€r 
Stretches beyond that point The effects of thti ability may be etftervded by 
ifn/estjng 1 genfcrfc Ki F^int in (S^ry round. 

Requirements: Die of Ki 

Martial Knowledge; 10 

b^VlTATION 

This ability allcwf ^ diaracttr tc ^iidc througp the air and nwe fnttly^ 
Each Flight Value achieved costs a cha-factcr 1 generic Ki point- A chiwaaer 
tJi\n^ Lcvitation may only achieve a mm\\r\Ufn Fll^t Value equal to one- 
quart<?r of his Movement '^luc, rounded up. To m^inrjiin this ability and 
i cm,nm le-vititing. thp ij(,er mtrtt spend 1 extra Ki Point per minute. 

Requirements: Weijrht Elimination 

Martial Knowledge; 20 

FoY tp^rnplc.. a chari^ctar with ^rj Acfility ofB C^n Lrvftgte ap to ^ 
FlrdKt V^ltJ^: of 2 if he spenJs 2 Kl Pattifh fhii.m ^ny Characteristic He 
ivills-ufcieijiiififtiy havtf to spend another Ki Point for every aJJitf^nJl 
misiute he wtshes ta rcrnair? ij> the iir, 

OmcT MoTiOM 

Armed with this ability, n characier can project his isnefigy, tisihg tt as 
an exLenSHin of hfs own body, to touch anrf rnOv-e oblef is lavcr a distance. 
An object so ifWfiflid must be within sigfit of th« cti.3r.'3cter, of the tlharactrr 
musJi h^yc a viery deflate notion of lis location, The use of this jbillEy C05ts 
1 Kl pfcil p'.T '.u^n for ewery 10 poundi the object weighs. 

Requirements: Lcvhtallon 

Martial Knowledge; 10 





Fi.ionr 

Thii atHliiy provides a chariicttir with compreLc contml of his body 
mass, enabling JiHn to rnovc in the air fls freely as he would on \he ftnounid. 
Thts abllrty releasss the, MovEmcnt VaSuf rtisinciioti pHresefit in. Levlt.:itiDn., 
allowing for a Flight Value equlvalefii to Th.lt oi n (ihar^cter's MovEmcrt 
Vaiiic. A character Uluit spend 1 generic Ki Point far every FNght Value 
achlcvtjd- Mn ■training thii .ibility costi; 1 Ki Poirtt per minute. 

Requirements: L-EvitiiEiOil 

Martial Knowledge: 20 

I- . 

This abilily nllowsa char^cftr lo cre.ita an inveible aura of Ki araurtrfbllTWff. 
■M f il'j way, he physically toucfi pure zner^ arnd Imanglbie elements - such 
J', lire, ^ectral beings, or even magic. In physical combcit, a charactca- usinjp, 
Hyieseixe Extnusion may injure beings normally only vulncrabk: to supernatural 
jittack,s. up '.o 3 vakje of twlre f resence. tn other v^xdif someone wth a 
Presence of 50 could potc-'nttqlly damage a trcaTure if he used .3 my^ticnJ 
weapon of ^■^aence value 100. Thjs ability also iiflo^vs (Kv.3cter5 to repel 
supern^tuniJ ■effects with the Block Abllliy or even slash a fineball in fialf. 

Requirements: Um> of Ki 

Martial Knowfedge: 10 ^ 

ENEitcy Armor 

TWs. abttlty oJIoma. a rfiaracter to tKe his Jiura as a ipiflttial shield Ag^nst 
esotervc effects and pure enivrg/ based atiaclci. Enet^ Armor grants a: natural 
AT of 2 agalnit Eticr^. Ewn though thcs ability countt as a armor, a cl%ar,-3cter 
do<."i no* ?.uffpr any nc-nal'jEs for usin\-; nddiTlon-itl layers of protection. 

Requirements: rri'stm -i'xtrir.ion 

Martial Knowledge: 10 

AUPA EXTEMSIOM 

This ability allows a charatler to extend his gura anti convey -cftcr^ to 
any hanci-hcid druite K if It were m rir-ituraJ ortEnsion of dhe indlviduaJ. Atlrti 
Extension ch^nfiefs charflcfer's essence ihroLf;|tl a weafMJn, for evonnple, 
fnaking it iriore povvicrfui and diffKUlT lo breok. This .ibllity nlso allows a 
ch^^nictEr tiD s*Ktcnd Ltie powers bestowed by Presence Extrusiori to his 
weapon, j^rantlng. it ttie possibility of damaging En-cr^ as if Jt v^re a ni/stk^ll 
device. These .imra-powered weaporu objects can alio STop supem.itural 
att.icks arjd similar effccu. Conseqt>ep.hly, Aur.i £)«tEnsiari Imireascs a 
weapon's Bs.w Damajije by 10 points and adds ^0 points 10 its Fo»"titU{Je 
ar*d 5 points to its Bne^kage. The latter ability may risso be applleo to flrmor. 
If two IndividuaSs ergag.e In combat using we.lpons powered by this ability, 
the clash of their iiJijrp edges w»ll ?>end out sparks visible to uveryonti. 

Requirements; Pre.^n-ce Extrusion 

Martial Knowledge: 10 

DESTRtjCTION Bv Kj ' ^ * . " ' 

Uslrig this ability, an l^^d(^^idual may pro|«t his m&r^ to destrtfy targets 
eiXOUnrenect in his p^th. Characters. Uyil}^ tli<s riblHty nniist touch or b*? in 
physical contact with the Objec: they wish \ty destroy. Using this aMity rcquines 
a character to sp^;nd 1 ^^nerit; Ki Poirit, which forces a tarjeted body to pass :i 
rVsltill RewTiinCP Check against the baic Presence of the ch.ir.icter using this 
ability. When used against a Itvlnjli crc^^tu^e^ Destrixtion By Ki causes damage 
equal to the tar^t's Rjesntance Failune LeveJ. Ufilss. morganic objects p^ss theiii" 
F^esistartte Check by 40 or more, they are imrnediately destroyed or decfiea.5e 
In q|U.llity by orre degree. Each extr^ Ki F'oint that <i character spEnds ofi the 
ability adds 5 pdsinis to a cliaraaer's Presence for purpjtsses of the Rcsfttance 
Check, up to a (maximum of twice his Presence. A figtlter iTiay use hU Attack 
ALMtrty to attemipt physical contact with the finefviy. Since Destruction By is 
rcfgflrJed as .in attack, It can not be malrttai.ned. A rhariicter must spend new 
Ki Point.': every ' .n i -n.' wishes tO mj^ this kind of -itt.iCK. 

Requirements: Presem;e Extrusion 

Martial Knowledge: 20 

Lemtires, j level 5 ch^i-^ttsf Cpi-^serice 50), wishes to use this 
ability to 4e5troy jn enemy st^ncllng before liim. He sfiends t Ki 
Point to a(f me attack, wbrcJi force* his ap|.iat7erit p^5s ^ii PhU, 
o( 50, Noivtvei', Lemtires use:; 5 csdrti KJ Pciinb ko raise the difficulty 
gf th* C3i«:i:kby 25 (for q tSifficiiiltyoh75). Fpriiubatctyr Umures bris 
bih ,|ijvtt-»ary, wJicj fgib the kesssfeincG Check by 35 poJtrts. thd:rdb>' 



Ki Tr/vnsiviismon 

Thi5 .ability allows a character to transmit or absort Ki from 
another subject. When tv^O Ir^ttlvlduals with this ability meet, they can 
oxchartgc their points freely. Natwrally, the K!i EKchangeiJ otcurs becvwwn 
the saine Chdr^^cteriitlcs fr<?m which the^ stem. The trananlSiSaon index ppr 
round Is t-qual tp a character's ActumulaUon. 

Requlf^menCs; Use of Ki 

Marttal Knowledge: 1D 

Ki h^EALIHG 

This jitlHty .glit^ivs ,i chai-actcr to restore 2 Life Ffcudts to- 3 wotjfided cneiitLre 
fejf mmry \ generic Ki. Ftiint s$ient. A tkiriKM?*" wi(h this ahillbic can heal hImieK 
or any other IrKllvldnal with wliach he carries into conlaCL Thrt. ability can n« 
rt.-4tOfe health co^npletely^ it can onty repair up lO half the dam^. 

Requiirements; Ki Ti-ansmlssiott 

Martial Knowledge; JO ^ • 

Use of NEcesAtrv Energy ^ ' 

A qih^r,icter with thii abKlty can. coHitrol bis energy In such a way that 
he emplo)^ only the required amount for each qne of his actions. This 
altows him to run or carry out sustaijied E2ffDrta For clays wllbout suffefinj 
the eflnects of exhaustion. Use of Necessary Energy multiplies the amount 
of time a character can spettd on pliyskal labor, running,, or perlOfiTmlf 
heavy tasks vv4[hout losing F^tlg^je poinis by a factor od" 10. Fw esample, 
a char^^ct^ using the ability and running at Hi rrianllTHJin Movernent Vaiw 
would lose 1 Fatigue Fblnt every 50 turni, not every S turns as the rules 
stale (or chaj4<iert without thi? power. 

Tliis iibllity also m.ikfis it possible For tharacteri to go beyond the 
normal Jimits of exerticn by intreasihjtt the mj)<unum number of Fatijui 
Fbints allowed per turn. Instead of 2 Fatigue points per round, this, ability 
raises a Character's spending limJt to 5. thus adding a «75 bonus to a ilf^le 
AcUon, cw several bo^iuses of + 15 to several at a llnst. 

Requirements: tJso of Ki 

Martial Knowledge tO 
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Ki CONCEAIMErxr 

A d'larLCtcr with this abillcy hidis the trKE; of his ener-gy, nereJering It 
in>/i5iblc CO Ki DeteCiiofi nfld ErtfdlJiCiti. Teihniciitly. creates .i spiritUuil void th:it 
hiruiei'^ inciting. Like Ki DewcM^. Ki CorKealtrtent ii calculaicd iis a Special 
ietand^'y AtsiiiTy. Simpi/ find {^le average between s ch^^^aa■er''s touf MK and 
his hMi score. When sonwonc wilih Ki Detection tries to locate a ch-iracter 
mig KI Cancealment ttiey rmjst make art OppDM:d cticck - the hiding 
cliiiractfiy's Ccince=ilmefit score « deduct'Sd from the iearchlnj^ chanscttir s 
IDctcctlDn icore. Af^ rtdividual Accumulating Kf whSe using this ability must 
iUbtriKl 10 from his Conet^jknenl scott: for every I Ki Fbint in use. 

Ki Conre-ilrrren! also d<storrs enei^' inforrvirition .c;aLhered with 
Irrudilion, By si>:ceccling at m Opposed Oi&cl<, individu^lls nnay send o\Jt - 
filsc informiiCicm Tju ihoisc uting Erudition. 

I^in^lly this ability also grants certain advaniaies a^alntL supematyml 
detection. If tk charactsr ursing K: Concealrrient is toeing irac1<«J tJown by 
;i ^.pi:' or psychic abflity, he can add half his Ki Conce^llmRnt score to the 
Ri.-'jiiildnce Check he needs to pass in order to avo+d detffctian. 
Requrrementst Use of NeccSi^ary Ener^' 
Martial Knowledge: 10 MK 

For example, Lamures b tiylj?g to hide fiistT) in enemy who's 
atteroptmg to detect bts eiferay, Tliey are 30 ftiKt iw.3y in^i both rail 
their cjjce. LejiiiLiresciliiuUliciifiis Flti^l ^wncd^O) in Ki ConceRlrr^cnt. 
l-FIs gJ,wrta!r>', on the other banj. i^cdwes a stiohi: af t75 for Pctoctlon 
Ttie 4iffertfi« bet^^^n thjc two 'Styte js 45, mdlc^tlni^ a Pifficitlty 
Lr-^I of Efty. Aqtxlcltloakat &ojt VIK iWc^Js tbat hd Lsnnfre^i b^en 
Ic^than t5 Pcct iway rrurrr his adversary, he woulsj h^ve been detected. 
:i|i?vc h« IS sign^^iTig 30 feet aw3y from his opponent, li;<T,iiinf5 remains 
hitltt^n, Fwrthcmwrc, lAith g Ki' Conce^hneJit ability of 1CX), he gets a 

boiiijs to any teist^nce ai^inst supernatural detection. 

False Peath 

This ab*ty enables .1 chara.ctei' co slip into a corriatosc state very mucfi 
lib' {Jeaih. Someune in this state can not move bi.it will be ituvare of jn)" event 
taking place around hi.-n. Anyone examining his body will conclude the Siibject 
IS actually dtyd. The "corpse " possesses no breath, hcartbea'i, or energy, 
thp only way to assi^'ss rne thi^irsKief 's true condition ni by passing a Mcdidnc 
CHcdc against sn Impossible difficLilty. Regaining contros of the body a'fier use 
of False E>:aih takics a whcfti.- turn. During, itiis tim-c, the rucoverirg character 
'.t:il can not move - though his body's fuflfllorrs aire rcLurrsint; to normal. 

Requirements: Ki Concealmsrit 

Martial Knowledge: 10 

ELI.Vi^Nr^ i c;.\ :j\ NL^LiiSlTIB 

A chrtracicr with this abllRy has virtually eliminated his physical rii_cu j, 
r«:|U>rin,^'_ only one -tenth the foiJd, water, and sleep of a norfnal person. 
Requirements: Use of NeteM-ary Energy 
Cost: 10 MK 

pEMAir-' kEPurnox 

a cha/Tvcter with this ability cjn reduce p^^njlttes ipplied lo him irum 
Fat^ucor Crilkals by half (rounding down), finally Reduction doe* not act, 
upon ppi,lk»« applied due to ampuLaiiori or smnilar damage, nor prniltirs 
Esijsed by mag»c or psychic powers. 

Requirements; Ll.'.c of NeccsEary Ener^ 

Martial Knowledge: 20 

Recovery 

This ibillty jIIows a character to use Ki to recever from physka! 
cMertion. ferfwery .rilUjws n character to fetoH*r 1 Faii^uc poinl for every 
5 generic KI feints spem. Only 1 point may be recovered pef turn. 

Requirements: Pcmity flEducbw 

Martial Knowledge; 20 

ChAk/iCtERISTlC Al^MENTATIOf^ 

By U£in({ Intei-f^al Cicf^. Individuals widn this ability cnn incr^'a^r; their 
pf^acnl CKir?>ctcr«tics up to tbnet polr«is hlj^er thiin ihcir wigkial ^^lijci. The 
nLmbcr of Ki Pom a tharaaej' must spe^id equals Oie ttf^ei number ihey 
ws«itfj3 reach in the particijiar Gharacterstic. furthermore, the KI points spent 
miisi wisie fr-Ofn the Characitrisi.i£ the ihanjacr w^anb to improve. In addition 
inihE iniiigs Ki rw?st^r^ent^ th* ibIlltK tosts 1 KI poir^t per turn to m^ntain. 



Requirements; Use of Necesiary Energy 
Martial Knowledge; 20 MK 

Ldhq IqiMi^ Ayillty Scu/:; oi 10 Lysiod+bts ablhtv. siisc^n Increase 
fief Cifi^i-^cteHstic djf 15. To 4o thl!., hovKicvcr, snc must spend 13 
K| Pdints (dchVi^ frorrr A^lhiy), an4 t^cn spend one c?ctriii point pe;r 
turn to maintain hef Jiu^ minted Ai^illty. 

Inhuman I FY 

This ability allows a character to perform phy^kat lasks otherwise 
Jmpfnisibfe to hyman beings. Inht^mamty aflowi Iti user lo tount any 
Enhuman4cvcl resi^lts they achievH on the Difficulty Table and fet the most 
out of the cipabilitit'i tJneir Characteristics alksw. 

Requirements; Use of Ki - " 

Martial Knowledge; 30 

7< -\ (s the ^tate of ultimate perf&ctlon in bodjf and soul. 1 1 worJ?s exactly 
like Inhun-ianity except fbr the fact that It enables characters lo reach Zen 
DirHc jity in their Ch::cks and Abili!;i», 

Requirements: Irhumaf^lty " 

Martial Knowledge: 50 

Just becaitse a char^ctjer possesses (he niecessary Martial Knov/ledge 
to devekjp a particular Ki Ability does: not airtomatKatly imply he can 
leari^ it and use it inniTkedlaiely. These ablfities dennand a hi^ amount of 
dedication and practice from the charaaer developing them. It Isn't pcreilble 
for sameqnc to suddenly mJister severg.1 abilities fof no rejsoo, Moit of the 
tin>eSj characnirs- require an instructor to tieJp in the process. 

Thus, the Game Maitcr may not allow characters to develop Ki Abtlltles 
on cht^ir own. The recommernied cutirje of acbofi ii to haife a character 
spend some time on his- training |p. order to acquire theie abiktles. 

Ai a ^ncrat rule, a character without an instructor and orriy <1 *ew houri 
a day to prjcLlce could spend 1 MK point a week tov^ard the development 
o* a ni2W Ki Ability once he had sonneh.ow pmed Use of Ki. At the rate, Jt 
vvould take him 20 weeks to master a Kt Ability th^t cost 20 MK. If a character 
excluvtwiy tfjcndrt his tJme training, or has an tnstructor, he gain spend 1 point 
per day tow^ird the developirjert of a new^ ability. Tbcse FtJurEs are rrffirely 
iJlustratioRs. It is up to the GM to modify the tlnne span required to rruster Kl. 
He may even decide not to endow ctiaractors widn Inbumai abilities <lt ail, or 
hm.t certn ii .ibilities (like Inhusnanity) bo characters erf oenajn levels. 

DOMJNIQN TECHNIQUES 

Oharapciers wlio cnr conirol their ifltemal ener^gy hs'Hs. mcwt than Ki 
Abilides thieir dispo^-il. By ins^estKig MK. polnti player* tan deveSop other 
speciaJ copabilitjei for their diaractsrs. These arts hawe diverse furKbOos, 
ranging from upgrading Attack and Defense Abtlibcs to transporting charaeters 
ewer long dlstar^ces- These Technlquet make It possible for individijah lo employ 
their internal energy to penform amazing, actions- For ejtample, a «ertaln 
Techn;c[ue could project an attack over a distance or iricrease a charKter's 
ipeed so he can perfof m several penalty-free acuons In a single rotind. 

Please note that ev^ry Technique is visually <J»rTerent from the 
rest - even vh+im it might have the same effects. A long-distance attack 
might tilke the form of a Simpte rlpp1lrt| In the air, cr the hurling of a weapon 
might manifest as an energy whirlwind. It's up to the pha^r^ri themselves or 
the Game Master to flesh out dhe «sua! slgnatwre &f cath Technique. 

Usang a Tcchnicfue is a Passive Aaion when linked to flnother Action 
Willi the purpose of enhancing It. If the Tccihnii^uG is used as an attacJt. it 
must be the character's lurFi \o altjck. If n is mtarit for defsmlvc purposes, 
a simple Block or Dodge check will ijo. Those 1echnjq?jes endowing speciai 
ab<.libcs. such as TefeportaEion or Energy V(^apon5. always require an Aaive 
Action from the character. A player wiining to use a Tbchnrque must decla;re 
It before roBIng the dxe. Wlien imodlfyirii? an Oppoied Ability such as 
[>Efcn5c or Attack, it st^ouW t>e declared before any opiponents roll their dice. 
When modifying Inttiatsvc, it shouiti be declnred before calculating Initiative. 
Techni^njes use Ki Fcunis. Each time a thamcier uses a Technlt|uc, he must 
sptnd the correspjqnding Kt required \^ Techmque In quest>on. 



Teclmiiiue EXtxuVton 



In order to iisr m IcchniquL', .i Lh^ractPf ncc-" , cnuL:;h torcentrated 
Ki. An individual may sUirl AccumLilatirij^ !<! until lit- i-caciies the required 
aiTioLinL However, as soon as a tharaeter starts executinp^ a Tecliniquc or 
stops Accumulating Ki, nny excess Ki Points will return to the pool, and ht: 
will have to sttirl Accumulating again to use ,:)nother Technique. 

If iT player dcclarci his intention to use a particular Technique before his 
character itaris Acciimul.lting Ki, he wilt not be compelled to use it immediately. 
I ie can put the Technique on hold until the right moment arrives. Each ttiri- 
spent holding the Technique costa a number of generic Ki Po'i'' - equal to ih; 
fehniqtie's level (first-level Techniques cost 1 point per turn, ^ccojid-ltwi 
Techniques cost 2, and third-leve! lechniques cost 3). There is no per'iv 
J^ainst Accumulating Ki for other Techniques after one has been prepared; . 
cb.ir;icLcr may prepare more than one lechniquc at any particular time. 

Normally, characters performing any other actions in a turn oth>.'" than 
concentrating Ki reduce their Accumulation by half. However, characters 
do not halve their Accumulation by performing the Action lo which they 
l^iTtve linked the Technique in its execution. Characters may also still perform 
d Technique if their Accumulation is high enough to allow them use the 
Technique in a single turn. Therefore, if it's an offensive Technique, attacking 
with it results in no penalty. 

hoi e.MrTj3.iiL.', JjjiTJLjj-es Ji^s ijii AocumuJation of 3 iot PeKt<;Hh- 
4ri44JT AccirmuUtlori a^A for Asjillty. He can ptLtfattn any' Techmqur' 
with q costaf Pcxkhlty t'3? iinJ Ability C4.) to cnbairctf liisgttgdt in.i 
sifHfle turn, i^gJirLjlcSS DrDllici- siittultancair;, .Actions, because he h^b 
enough Actum ut^tion to allovg fat it, he coul4 £>ck|^ a How first 

goJ tF-r'n llhrV ni>-*fh:-i ■^riv-p.-r-il wjlK f|;:^1 ^■:.-l;'ii:r.p- 

There is no limit to the number of Techniques a character can 
perform - other than the availability of Accumulated Ki. However, multiple 
Techniques linked to a single Action do not overlap, A character who links 
two Techniques to a single Attack can not add their effects together, only 

Box IX: CKEAJmi TEcmiQ]-it stfp st^p 



choose which of the two he wants to occur. This doc^ not \ve,ifi '.h(ii a 
character coulu-Tt employ two different offensive TechniQues in a single 
turn. I -Ic mosi i.i:rtainly could do so, provided tfiey linked to separate 
actions. A fighter could, for example, declare two ait.ncks in the lamc I'jrr 
(with the corresponding penalty to Ability) and set off a different Tetfi-i ti.ii' 
in eaefi of tl iem. 

TECHNIQUE CREATION 

A GM must take several elements into account whe'T LihT^frs cre.l?e 
Technic[ues - including their level, effects and Disadvant.j^os, Given the 
complex nature of creation, this book includes several samples Technique; 
at the end of this chapter to make the choosing process easier. Plvr-.'r'-. md 
Game Masters should use thc^se tables until they have become fam . wiib 
the creation process. 

Ti'dmqui' icveh 

The power of a Technique is limited by its level. There are three levtv,: 
Basic (level 1), Major (level 2) and Arcane (level 3). Fach lev -llowi ?. 
player to spend a maximum number of MK. attess a certain se^ ol ibilit- i. 
and a certain number of Disadvantages. These limitations irc shov^n r- 
Table 51. A second-level Technique requires mastery of 2 fii / !■ ■' 
techniques, wherCris an Arcane Technique requires mastery of 2 ■ J- 
level Techniques. 






Level 


Haximiim HK 


Minimurri MK 


□ Esadvantagei 




1 


30 


20 


1 


i 


2 


100 


40 


2 






200 


60 


3 





;?* Step It Choose Technique Level 

Simply choose the level of the Technique to determine how 
many MK points you can spend on it. 



Step 2; Choose Main Effect 

Choose the main effect of the Technique (remember the cost in Ki 
Point? under Prim, try). 

Step 3 Choose Secondary Effects 

Choosing secondary effects is not: compulsory. Still, a player can choose 
as many as his MK will allow. The cost of secondary efici Is in Ki Points is 
reflected in the Secondary box 

Step 4: Calculate Technique MK 

Once a player has chosen the effects of the Technique, he must add up 
their cost in oi^der to arrive at the final MK necessary to develop it. If the 
cost exceeds the points allowed by the Technique Level, he must modify 
the effects or choose Disadvantages to lower the MK cost. 

Step S: Calculate Accumulation Cost 

Check the Ki Point cost of the effects and the Characteristics on which they 
are based. If a player has chosen four effects, he will have four different costs 
potentially tied L'J four different Characteristics. If two effects are based on 
the same ones, the player should add their Ki Point cost together. 

Stt p t, Modify Accumulation Costs Between Attributes. 

Now that the player knows the exact Ki Point cost of each effect, he can 
distribute that cost among optional Characteristics. A player can take all 
(or just a portion) of the Ki Point cost it takes to power the Technique and 
share it among as many optional Cfiaracteristics as he wishes. However, 
each optional Charaeterisiic possesses an .idditional Accumulation cost 



which a player must add to the Techniqu<.:'s total cost if lit- choc^rs lo 
distribtite the Ki Point cost amoiiiJ those Cliaractcristics, 

l or Li,Mrij^.i."e, -."i Kl lV,-iijl oi -3 >,.^;rl,iiij Tediin^^'uii's 
c^e.ci is 10 Pextei-lt),'- pomi% Hd ihd effect has H Ai;jillty 
Pwcl- listetj 35 optioi-Nst Gh.-ir-'i-cici'i'itics, :i piqyct- ;4n (ihtnbut; 
those 10 pmnt'. qi7jc;n>^ PtiKterity, Ajillb/. unJi Pow^t U'hc ilots 
M, hijwi^vei , il?!- rna-A .iJJ 5 ^ '1 fioni Aejilityinii *2 (mm PoAier) 
to t:lie totjl Ks Potist Cijsi i'ji:(J!T.a it to IS, Thcrt, in: cin jbtiiKute 
ibt- nc:w iaUl cast gnioni^ th-t; t^iee Cbaractei'isiic^. for in'jtancr; 
p:'xl- 'i ih' Acjiljly 6 -vk] Powv 2. 

Here is an example of a Techniqtie creation: 

/\ i^Uyi^r wqr^b to (jeneratt; j Hrii-kvel Tcthnt^^ne wrth the 
li.'llovviiiij cHcct^: SOO-lool 4i^nce ,itt,^£k *50 to itinMgc. 
wlwn; the mum effect l^ the Jr^t^f ice ^jttacL ;in4 t^'is^ cigTTjqye bonus 
i-i the 5econ43f>' effect Tlie S% cont fo! i^ia^ictkva cfTcL-ts is 55 (30 
for the lon^-4i5tgnce litt^ck j,ncj 15 k'r tbc ;|.in-?4i^c banui) Tlie 
pUyprtliidn lotib aitihc K\ Pou)i LOStt^rifieeftiict^. He JcterrrTlQej 
tiM? ih'.; cost of tine 3i:x>-fot;t .ttt-iick ^5 Ki Poiirb) \-?too bijb ir^ 
Jeciiles to Uii'tiibute 5 poUd'i of the Ki cD:Jt to ha diqrjctcr'? W\\[ 
P^eQiJ5e the cfFcirt h'-is V'Miil :jS4M o[7tion.ii' Ch^f^ctcttitjiiwJt]'! j t1 KJ 
Pomt <-o^t tl>e tot^l cuTst df tbiC c!ffeizt becorno^. the pbyejr'* 
h^itiriHuftoh fcr this fzrfrd hok^ lilie tbis: 2 Po">vffl- ^nti ^ VA/ill. 
TIk player tl tcrrniric5 the 0=>^i ufifie SKOFidiry citddlibe 
L^am.i-gc hur>Li5), wliicb L"!p|?n;rr- to be 6 StrenytSi. He .h ■ 
i;^^f to i!ii5+TiKiiti? thest; puifjtb to ,Jijy «|Tifan-il CliKiiriL'tt!' ■ ■ 
"!iii!\ ibe totiil kl Pi-'i;;-t ^uJ-.t \o* thl-? effect is 2 Power, 4 VVi 



















Cnnim ot'Dimmon Tn'hnim. 



The first step in creating a Techniquf is clioosing it^ 'vel. As seen 
i;.iili(T, level indifFites the number of MK points a player uin spend, which 
ti fundamental aspect in Technique cre.ition. Once a player knows the MK 
sp-:nding iir^it, lie ran decide what the effects wiil be. 

Every Technique has a single main effect, which may or may not be 
-iccompanicd by several secondary effects, "f ht: main effect represents 
the core purpose of the leciinique, while secondary effect-i 
i-z added abilities of a more diverse nature and lesser 
importance. Every effect has a specific MK ana Ki 
rtj'.t. There is no change in MK points for main or 
secondary effect, but the Ki Point cost does follow 
ij|fft;ncnt rules. Main effects have Ki Point costs 
If.virx K an that of secondary effects, since 
ll(cy the true essence of the Technique. 
Tfiii Ki rfi:nt cost is always based on a 
specific nsLited Characteristic. In other 
mndi, if 1 player wants to enhance his 
chnraiiter's Attack Ability, the Ki Point cost 
will ewie from Dexterity. If he wants to 
inxswe damage, the Ki l^oint cost will come 
from Strength, However, it mi^ht not be 
carworiii-nt for a player to base a Technique 
nn an ctlect's original Characteristics, hie has the 
optlnn, therefore, of basing the effect on different 
cpcicinal Characteristics - although in doin;.; so, 
the pljfcj" incurs an additional Ki Point cc 
for lhe effect. Each Technique effect i . . ^f-,^-,.^ 
description lists the additional y^' -a^V--^" 
Ki Point cost incurred next to 
thn oplioniil Characteristic (see ^"~S> 
Box LK fof more details). 

Finally, a player decides on whether to 
takg Diitldvnnt.igcs, which reduces the MK cost for 
Icaming^ .i. Technique, or extend their duration, which 
incrcaEi." the MK cost. 

ychnifiii^ Mainlcnma 

C '■■ -ugh many Techniques occur instantr.neously, some can 
have |-i 'longed duration. In fact, some Techniqui-s can even remain 
iittive through many turns. A player wishing to extend the duration of a 
Technique'^ -effect must declare his wish at the time of development. Doing 
50 infiT.\5es tlir Technique's MK cost according to its level - by 10 MK at 
first levRl, 20 MK at second level, and "^0 MK at third level. 

ki additiDri to the MK increase, extending the duration of a technique 
requfits tht character to pay a Maintenance Ki Point cost eatii turn and adding 
tlw. inme value to the Ki Point cost of the Technique. A player may choose to 
reflflin only certain effects of a Technique and let the others die out. 

Thn number of Ki points necessary for the abilities to remain active 
throui'li the subsequent rounds is equal to the value added as maintenance 
CQ5t. I herefore, if maintenance costs 8 extra points, every subsequent 
round wiii cost another 8 points. This amount should be paid using the 
Cli,ir-i--:l'.'n:,lif' " ivolyed it the effect, although this li done innately 
n-j^i-cilcs", of the chdi ' 's Accumulation. ^ 

vVe Intend io m^'mU\n i ^O-foot Qtt^ck TccbnlJ^tie Since this is 
^}.r ■•:>m effect, tJie coiit h only 3 Kj qnci 10 MK. poinfe, ^fe><t we a44 

;\tr4 10 MK polrrb, 4n(J we. ^et a final value ot2D points- .Aftch 
tiLU, -rtic iU the m^intengncii i^ost to the Ki point tLost, whiJc;h since 
it'iotily 2, mjkffi the etTccfs fin^l value 5 Ki puints. fn subsequent 
rauncjSi the i 0-Foot iMad, effect wiU cost 2 Ki pomh- 

An extended '-^chniquc only allows a character to reuse that technique 
once per turr>. but it doesn't add spe al properties to ali his actioi^^i. 1 or 
Eicimple, a Technique which adds a bO to the Attack Ability would apply 
ifie bofius to only one of the char..cter's attacks, even if he de( lares more 
lliantitic allacit per turn or he uses an additional weapon. 




Some of the effect': iislcd below introcfuce different optional Advantap^es 
from which to choose. WKlk a pLaycr is not required to adopt any of these 
Advantatjcs, the possibility to do so comes with the acquisition of the effect. 
Honvi'vv-r, the aCoption of optional AdvanUtJes will increase the Technique's 
MK and Ki Point cost. There is no rcsTriction to the rumbcr of Adv,int:ij3<r5 
,1 character can choose. Maintaining, these optional Advantages cntaiK:. r^n 
additional cost, just like maintaining Techniques. 



far example.. 4 pi^yei- ^fi'^Jics to ob^ln two idiiitlonaJ attack 
effects - worth 30 MK ^ni 1^ Kt Points - fo* a certain Techniout; 
He 4I50 pians Ljn Je^'dopmij one of the cpiional Aii^v^ntages o\ 
eftect, ContrnLiaus Attack, wottb *30 MK and i-IOto Ki By 
developing tbr;i .Aiiv^ntztge, tbe ftna;! cost of the effect gad iJp 
to60 MK snd 22 K«. 



EFFECTS 



The following is a list of possible Technique effects. 
But first, let us consider the elements taken into account 
during their creation: 

Effects; The abilities granted by the Technique. 
Primary: The Ki cost as the lechnique's primary effect. 
Secondary: The Ki cost as the Technique's secondary 
effect(s). 

MK: The number of MK points required for learning or 
developing the Technique. 
Level: The power level of the effect. There are three levels: 
Basic, Major and Arcane, Basic TechniqLics have no indication. 
Major techniques are marked with a 2, and Arcane Techniques 
are marked with a 3. Players can only choose eflccts that are 
not higher level as their Technique. In other words, a player can 
only choose an effect marked 2 for Major or Arcane Techniques. 
Primary Characteristic: The base Characteristic of the effect. 
Optional Characteristics: The Characteristics among which a player 
can distribute the Ki Point cost of the effect. Each o, tional Characteristic 
possesses ,,r adocd value, indicating the extra Ki P;" rs a player must pay 
for distributing Kl Points to that specific Character -.t 
Element: 1 l-r; related elements of the effect. 

Maintenance: The cost of maintaining the Technique through several 
rounds. This figure's use is twofold. It shows both how much the effect 
increases the cost, and the amount to be paid per turn. 



offmm Efhd: 



These effects improve a character's Artack Abilities. They are generally 
used with the most aggressive Techniques. 

Arack Aan iiY 

This effect adds a bonus to the Att..;Lk Ability. Upon rolling the dice, a 
character' adds the numbc'r undei" "ACt,^ck Bonus" to his roll. 



Attack Bonus 


Primary 


Secondary 


MK 


Maint. 


Lvl 


-^10 


2 


4 


5 


1 






3 


5 


S 


2 




MO 


4 


6 


10 


3 




i50 


5 


8 


IS 


4 




+?S 


8 


11 


20 


6 




+ 90 


12 


15 


25 


8 




+100 


14 


18 


30 


10 




'115 


18 


22 


^5 


12 


2 


+1S0 


22 


26 


40 


Id 


2 


'175 


26 


32 


45 


16 


3 


-700 


30 


36 


50 


18 


3 



Primary Char; Dexterity Related Elements: Air, I ire, 'Oarkness 
Optional Char: Agility 1, Power i ?. Will i3, '..J ei p,t' 2 




COL'NTZRATTACK ABILnV 

TMs efTect adds a bonus to a character's Att.ick Ability when 
ccnjntefattaekir>i;. Tbese bonu-ses or\\y ,^pply atttr n successful defense that 
gt^rts the possibility of a Counter-aCt^iJk, 





Attack Bonus 


Primary 


Secondary 


MK 


Maint. 


Lvl 


H 10 


1 


2 


5 


1 






1 




!) 






+40 


3 


3 


10 


3 




+50 


4 


6 


10 


4 




+75 


6 


9 


15 


6 




+ 90 


9 


12 


20 






+100 


12 


IS 


25 


10 




H125 


14 


iy 


JO 


12 


/. 


■^150 


18 


22 


^5 


14 


2 


H-175 


22 


26 


4( 


]6 


i 


► 200 


26 


J2 


45 


18 


i 



Primary Char: Dexterity Related Elements: Air, W.iicr4 Earth 

Optional Char: Ability -2, Power 2, Will ■ 3. Strcnjith +2 

Defmsm Efkds 

These effccts improve ^ ctiar^clcr's Block or Dogf^c Abilities. They 
arc used with Techniques whose main obfccLive ii to Hop aincki frtrni an 
opponent. 

Block AftiLiTi' 

This el'fe^t adds a bonus to a character's lilock Ability whcr- u^lng ihe 
technique. The player rolb (lie dice and adds the number under "Block 
Bonus" to his dice roll. 



Block Bonus 


Primary 


Secondary 


MK 


Maint, 


Lvl 


■10 


2 


4 


5 


1 




25 


3 


5 


5 


1 




■40 


^ 


6 


10 


2 




■50 


5 


8 


15 






^75 


8 


11 


20 


4 




- 90 


12 


15 


25 


5 




1 100 


14 


18 


30 


8 




■ 125 


18 




15 


10 


1 


1 150 


22 


26 


40 


12 


2 


■ 175 


26 


32 


4.5 


V'r 


3 


^200 


50 


36 


50 


16 


3 


Primary Char; Dex'.crty Related Elements: t 


^ht. W^irer, 


i :il!h 


Optional Char: A^mty +2. Power ^2. Wlil » 


3, Slw 


npih 1 2 




uMiiti' jilOkK Aftiim- 










This erfifft add* a bonus to a character's Bloc k Ai 


liii'.y, Lnil it doci not 


allow him to eountef^attack - even \f rlie fle'iult indicuc's that i counteranack 


rn,n bappen, N o tiling preven"^ ?. rh.iractnr from .ilrirkin?: on hl'^ inifiarivr. 


Block Bonus 


Primary 


Secondary 


MK 


Maint, 


Lvl 


■ 10 


1 


2 


5 


1 




■ 2b 


2 


4 


5 


1 




+40 


3 


5 


10 


1 




■50 


4 


6 


1C 


2 




-75 


6 


9 




3 




•90 


8 


11 


20 


4 




+100 


10 


13 


25 


6 




M25 


12 


1 J 


""0 


8 


2 


+150 


16 


20 


■5 


10 


2 




20 


21 


■iO 


12 




+200 


24 


29 


45 


14 


3 


Primary Char; 


Dsxt<jrity Related Elements: Light, Water, 


c:n1h 


Optional Char: AgiEity '2, Power -2. Wi I 


'A. Strength +2 





DoPCf Arm ir* '' 

This effect adds a bonus to a character's Dodge Etbslity, For exannple, 3 
fJiaraaer with a 140 Dodge Ability perfa<-n^ir\g this Techi^iqu^ with ^ +40 
bonus will defend hin^sclf from one atcatk that Lum by rollimg the diice. 
adding 40 to thai roll, and then adding thit numbef to his Dodge Ability. 



Dodgt; Bonus 


Primary 


S&CPndJiK'y 












A 
H 


□ 










5 


5 






+TV 


A 




itt 
•v 






< VJ 


c 

J 


■B 


ii; 
|j 






+/i 


n 


11 
1 1 




■1 




+ TU 




D 


Lj 


r 

3 




+100 


14 


18 


BO 






*125 


1J3 


22 


35 


10 


? 




22 


26 


40 




2 




26 


32 


45 




i" 


■ 200 


30 


36 


50 


16 


3 



Primary Char: Agf-lity Related Elements: L ighT, Air. Water 
Optional Char: DcxtcrlEy +2, Power ' 2. Will +3, Conitltutlan +2 

Limited Pokje Asility 

Ttils i^FFect adds a bonus tn a charoicter'^ Dtn^ge Ability, but it does not 
allow him to counterattack - even if the Result Indicates thai a counterattack 
can happHi. 




Dodge Bonus 


Primary 


Secondary 


MK 


Maint. 


Lvl 


10 




2 


5 


1 




■25 


2 


4 


5 


1 




■40 


3 


5 


10 


1 




50 


4 


6 


10 


2 




7b 


6 


9 


15 


3 




+9C 


% 


11 


T^J 


4 




+ 100 


10 


13 


2S 


& 




■ 17^ 


12 


15 


30 


B 




• 150 


1£ 


20 


35 


to 


2 


■ 1/5 


20 


14 


40 






?00 


14 


29 


45 


14 


3 



Primary Char; Agility Related Elftmenti; Lljjiit. Ajr, Darkness 
Optional Chan Oflxterifty +2. Power +2, Will +3, Constltutron +2 



I 



These effects enhance Attudk dafnage. pnovaking Eeirib^ conseqiuencc^ 

upon the cncnny. 

Pamagf: jMijtTiPLica 

TTiis effect multlplitesi an attack firtal damage. For instance, a characier 
attack-ng with ^ 60i30tnt Final Dgrnage ^wond vi^i-ll inflLct 120 damage usm^ 
Q fEchnk^ue that mulliplits damage by two. 



Multiplier 


Primary 


Seconda^^y 


MK 


Maint. 


Lvl 


x2 


10 


15 


25 


4 




X.5 


\% 


10 


40 


S 




X-' 


20 


30 


BO 


12 


3 



Primary Char; Strength Related Element*; Fvi e. Earth 
Optional Char: DsKEerity +3, Ftfwer H, Will +T. Consfatution -2 

Da.^VVCE AlAJiyEMTATION 

This ellfBcA increases the damia^ caused by an attadc. This bonus ii nol 
oddcd to the result shown In the Combat Tabic, but ralhcf Lo the attack's fk^: 
Damage, For evample, z charaaer who wietds a wieapon that deals 60 danro^.. 
using a Techn>c|ue supplying a -^50 bonus wouki hawe a i^O Base Damage. 



Damage Bonus 


Primary Secondary 


MK 


Maint. 


Lvl 


+10 


1 


2 


5 


1 




+25 


2 


4 


5 


1 




+40 


3 


5 


10 


1 




-50 


4 


6 


15 


2 




+75 


i 


9 


20 


\ 






8 


11 


25 


4 




-100 


10 


13 


30 


5 




■ 125 


14 


18 


35 


6 


2 


-l^iO 




20 


40 


fi 


1 


- 175 


ie 


22 


45 


10 


3 


-200 


10 


24 


SO 


U 


3 



Primary Char: Stretigih Related EkmefitK Fire, Eartl- 

Optional Char. Dexterity -< 3, Pov^r +2. Will +1, Constitution +1 




Cost 


MK 


Mai fit. 


+4 


15 




-10 


50 


4 


+2 


10 


2 


'2 


10 


2 



Optianal AdvanitageL Sacrifice 

This Advantii^e allows a ch^fiHcter lo increase- his auac3(.'i Base Damage 
wen nor-E by means of a sncvifice adri-ect ro Th-e Technique - such as losing 
Life Ffcinti cr CharactcrEtlcs. 

Option 

VirnI Sum I If 
Duublc Vlliil ^lacnflte 
Health S-icTTflre 

Ch.jrjr.lori ic SacriflLL: 

Vit^l Sacrifice: A char.ict^r c^n increjse His Base Damage up to 
an nmount L-qua! to the number of L1(e; PotnL^ he siorifice'. when using d 
Technique wlUi ihli effect. If a characta' spends 50 LP, far example, he .idd^i ^1 
"SO bonus to the Technique's Base DamajJe. If m LroaLurc usi^j; '.hi\ Advantage 
h:i?; Damage l^i":tiince, the amount shoiAl be rncreased by means of the Liic 
MultiplH-T. Thii LF' loss is cquivafcnt to the spfill Vital Sacrifice. 

Daublc Vital Sacrifice: The same as .ibovc, except damage is 
ini I ..MOCti LwKi li e nmount of 'WCrificed Life nts. 

Healttl Sacrifice: Aliowc ter tncrerise in an rittdc k's Base Dan^age 
€^u^\'^\c^'. to twKD :nc maximum I P ■Mcnrn^ed. Unlike Vital Sacrficc, Life 
Point! irKnfldcd m thii way can never be recovered. 

Charaf ter'rstic Sacrifice; Tliis Advantage incredi:.:s iin aiLack's Base 
DnnsafjE by 'jO points for every primary Characteristic point sai-'if iccd. For 
ex.impic, acharat ter who sacrificed 2 CcHistitution p«in ts wn :jid ridd a -TOO 
bonui to the TechniqiiL"*? Basii Damaj^e. TJils cun only be done with tbo;;e 
Ch: icceriElics employed in Ki AccumutaTlon. Therefore, Imchlgencc and 
Pc;rf.':ptiofi arc excluded. Sacrificed Characteristics ■up not be recovHCred 
bv m nuTiri'S. 




Action Effects 

Tkw: t-lfem allow n character to perform icvrral pi'nalty-free 
. iddltiorwl nclions durin,i' "Mr.: ^^an ■■ '"urn. 

Al■|■lrl■..■■^Ai A^ACk 
Thil pffect permiW ;.i ch.jracter to ptrform additional peiialty-free 
iKBckH. for example, a character who RCti one ^xtr.i .itLick Car* perform 
tWi am&.i in n single lurn al full AtxHty. Any secondary effect of the 
^sdinlcjiue apprTK lo all of t^c ."itr.icks. 



AJttacks 



Primary Secondary MK Maint. Lvl 



-1 4 




9 


20 


3 




'1 


12 


15 


■;o 


6 




*^ ^ 


If- 


22 


40 


9 






74 


79 


50 




7 




30 


36 


60 


b 


3 



Primary Char: DoxtEnty Related Elements: Air, Wat<-r 
Optional Char: Ability +2, Pcwer +3, Will 3, ConstitLition ■ I 

Fciroiample. 4 Technique tbat ^f^i^is two ^Lltiition^l ^ttadsi, 
idl 93 a +50 hntjus to Attacli. Ablflty atij gtiotber +50 to cj^nnagc 
ywuld -ilbw I chimdxf pdrfcJiTn *hhsc gtecks with n +50 bonus 
tlvl* Attack Afcflltv 3 rrd damage on ^11 cjfthem. 



Opcianal Advantaget Contmuous Attatil- 

ttiis Ad\i7intjge allov^s a chaflKtcf to deliver all of his attacks uninterrupted. 
Hb opponent can not counterattack umiH all attacks are resolved. However, 
this Advanlngc doe? not prm.'ent (Tie opponent's counteratuick ■'nJefii! tuly. 
If the Conibdl IXciuil aflcws, he mjy take his counterattn'.k ri^ht .ifier his 
attKker finishes his '■asi blow, in iiny t."^nt. the (act that an opponent cnr not 
counterattack do€$ noi prevent him from withdrawing from physical combat. 



Option 

Continuous Atiack 



Cost 



MK Maint. 

30 5 



Optidnal Ailvantage: AtJdGtj Fatigue Bonus 

TTils Advantage allows a character to add any bonus he receives from 
using Fatigu* Pointi lo all the attacks -it performs with this Technique. For 
cxampfe, .1 character who tises 2 FpIi^lc points to reccv .- i ■ .^0 bonus to 
his Attack Ability would add thl5 bonus to every attack of the Technique. 



Option 

Addct: 1 atiPLic Bonus 



Cost 

^8 



MK 

30 



Maint. 

2 



Li.^ii 1 1.:; .Affi; I i...ik:,--.i A i i ■■'•O- 

Qiaracters may use this abilitv' to per Ion n penalty-free add it ion /J 
;|tt.icks. P^owcver, .idditional effects from this Technique only apply to one 
attack and not the additional ones. 

For exar-.pic, a 7t:chniquc that grants two additional attacks, as well as 
A ^50 borius lO AltacSs. Ability ind another ■ 50 to dama.ir would allow a 
character to perform three attacks with a ■ 50 bonus to .-^ Attack Ability 
and damage only on one of them. 



Attacks 


Primary 


Secondary 


MK 


Maint. 


Lvl 


1 


3 


5 


3 


1 




-2 


6 


9 


10 


2 








12 


15 


3 




-4 


12 


13 


20 


4 




-5 *f 


^^■V 1.5 


19 


30 


6 ■ 




■6 


18 


22 


40 


8 


2 


+ 8 


22 


26 


50 


10 


2 


1 10 


26 


32 


60 


12 


3 



Primary Char: Dcxteri-/ Related Elements: Air. Water, Darkness 
Optional Char: Agility 7, Power '3. Will i 3, Constitution ■ i 

Opttona! Advantage: Continuous Attack 

Tnis works identically to the Continuous Attack Advantage described 
und:T the Additional Attack effctT above. 

Option Cost MK Maint. 

Continuous Attack +10 30 5 

An ■- if.-.NAl T'LI LN'-'. 

This effect enables a character to make iTii.lCiipJe penalty-free EJl^Kik 
nnd Dodjie attempts during a single turn, for example, a warrior using .1 
Techniquf-^ that provides three additional defcniL^s can attempt to Dodge 
the first three aiMcks on him wiihout applying modififei'. from Table 41 . If 
he suffers a fourth attack, he will rt^ceivc only 3-30 penalty to Dodge (as 
if ;i were actually a second attac ■:.). 



Defenses 


Primary 


Secondary 


MK 


Maint. 


Lvl 


■1 


1 


2 


5 


1 




■2 


2 


4 


5 


2 




1^3 


3 


5 


10 


3 




■4 


4 


6 


15 


4 




^6 


S 


8 
9 


20 
25 


6 
U 




-8 
^10 


6 

7 


10 


30 


;o 


2 


Ur.j-mited 


8 


n 


35 


12 


3 



Primary Char: Agiiity Related Elements: U^ht 

Optional Char: Dexterity 1 1, Power i-3, Will Constjution 1 1 




Optional Advantagct Added Facigue Bonus 

This Ad'-aniagc allows a char;irl<"r to add an/ bonus he rctirk'es from 
using Fatiy,ut' Points to all defenses ho pcrrforms with this T<H:hniquc'. 



Option 

Added Fdtiguc Bonus 



+6 



MK 

20 



Maint. 

2 



AiJi '.'iioNAL AcnoN 

This effect allows a chat-actof to perform several Active A<' ons in 
d :.lngle lum without applying pcinaltics. For instance, ,t chnracter could 
move at his top Movement Value, try and si',"! something, and pcrfiyrm 
an acrobatic maneuver, avoiding the pen,il: ><; for perfofmirtf! mulLlpic: 
Actions. 



Actions 


Primary Secondary 


MK 


Maint. 


Lvl 


-1 


1 


2 




1 




■ J 


2 


4 




2 




'3 


3 


5 


10 


3 




-4 


4 


6 


Vj 


■i 




-5 


5 


8 


20 


6 




-6 


6 


9 


25 


8 




■8 


7 


10 


30 


10 


2 


■10 


8 


11 


35 


12 


3 



Primary Char: Dexterity Related Elements: Air 

Optional Char: Agility 1. Power i 3. Will ' 3, ConsL-itxJSJpn - I 

OpcionaJ Advanc^go: Added Fatigue Bonus 

This Advanl.igr 'unctions in the same way as Added Fatigue Bonus does 
undcf Addition?.! Attacks and Additional Defenses. 



Option 

Addt^d FjLijJuc Bonus 



Cost 
*6 



MK Maint. 

20 1 



"1 eifccts incf-eiase a character's response capability. Thi.-y boost his 
reaction -.nc-.-d to criticail situations. 

tlNlTlAflVE AtJCMENrATTON 

This effect increases a character's Initiative for the LLirn. Simply add 
the amount under "Bonus to Initiative" to his Initiative rolls. I his must be 

derl.ired before c'llrulating Initiativi for that turn. 

Bonus to Initiative Primary Secondary MK Maint. Lvl 



-25 


1 


2 


5 


1 




50 


2 


4 


10 


1 




i75 


4 


6 


15 


2 




1-100 


6 


9 


70 


3 




'125 


e 


11 


25 


4 


2 


+ 150 


10 


13 


30 


5 


2 


^1/5 


12 


15 


35 


6 


3 


200 


14 


18 


40 


7 


3 



Primary Char: Ai;iiiLyR elated Elements; Air 

Optional Char: Dexterity i-l. Power +3, Will i 3, Constitution i 2 

Esota k Efjcds 

ThcsE offects place opponprns in diifereni st^tf^s - fiar^filrti^ from 
pdralybii to coma. 

States: 

This ability links some form of supprnatyral r^ffe-d to a -Gharacter's 
offeniivia Tethnique. When receiving', damage from this type of fla.JCk, 
howevef smnll if may be, a character nust pass a Physical Kcsislarcc (PhK) 
Check. If the ch^rjGter fai.|s the check, he suffers an esoteric cik^l, and the 
Lons«iiJc?nces of the attack automatically acivate at the end of the turn. 

TTic following table ihows the Restttance Check difficulty of the effec 
A playi&r mu^t rihoase the state to which an opponent will be subjected 
froiTi the Added Slrdc Optional Advanf.ige. 



PhR to pass Primary 


Secondary 


MK 


Maint. Lvl Vl 


40 1 


2 


5 


1 ^ 


60 2 


4 


5 


1 


80 3 


5 


10 


2 


100 5 V. ] 


12D 6 


9 


20 


4 


140 8 


' i 


20 


5 2 


180 10 


13 


30 


6 2 


200 14 


If) 


50 


S i 


2.40 18 


22 


80 


10 3 


Primary Char; Power Related Elements: [l.-rkness, L.r^t 
Optional Char: Wili 1, Stre-i>;:li '4, Dexterity "1, Constitution +1 


Opcioniil Advantage: Added State 

There ii no limit to the number of states that .i player can add. El^li 
forces an opponent to inake a separate PhR Check, Hcjwever, 
additional state rarses the Advantaj^e's Ki cost by 2 points. Thus, jf a 
character acquires Action Rer^iilty dnd then BlindncK, the cost &f the latter 

will he 1-7 instead of <h. 


Option 


Cost 


MK 


Lvt 


Aciioii l^^nally 


2 


5 




PhR Reduriiori 


■2 


10 




Blindness 


"S 


15 




C'l.iractei niic i^iduclior 


? 


10 




Partial paralysis 


6 


10 




DamFtop 


■i 


10 




Unconsciousness 


+B 


15 




Coinma 


'10 


30 




Total Paralysis 


+S 


20 


2 


Life Drnin 


■s 


15 


2 


Control 


-10 


40 


3 


Deatl- 


' 12 


50 


i 


Blindness, Unconsciousness and Dama 

,n tnc pcncral v/ay descr bec '"^ C'iiapter 14: State- 


ge: All these effects applj- 
, Effect? acw Accidenis. 



All Action Penalty: l-i.:- Lffeci applie n All Action Penalty equai 
to th^^ n.Jirhfr i/ whii ;i "lit- t.^r^i^ji ■liled his PhR C-'-cck. PcnaltiiES are 
r^i^jveri. ,i ■ ^ point per hour rate. 

PhR Reduction; This effect reduces the victim's Physical Rfislstsnte 
by . ;-nount eQUivalent to lf>e number by which he fail :-d the PhR, Chock. 
Pcnalti. m reccN'^^rfd at a 5 point hr.jr rate. 

Characteristic Reduction: ' lis effect rausGs th« victim to ?&se 1 
CharsScte- i'..tic Point for ivery 10 poinis by which he fails the Phf^ Check. 
The pU)^.r must choose the speCffic Cha^'acturi'Stic affected by this ability. 
1 he affertcd ch ! r w II rccovr^r 1 Chiur^ictenstit Pa*lit per houf. 

Coma; I his efl: renders its victim un«:o(T.srK>us for 1 hour ptr point 
by which he fails his PhR Check. Characters can ryoi be >Tm'if:^r\?-ci kom this 
stair by any other means. Players may choose thts cffert only far second- 
leve: I niques. 

Partial Paralysis: The affected character will Ik subjected to partial 

pai alysi<i foi i number of turn-s cquivakn,! to his PhR Check failure leve*. 

Total Paralysis: Same above, except paralysis is complele. Players 
may only choose this effect for seconcHevel Teciinlques. 

Life Drain: This effect causes additiona! Life Point damage to the 
victim pquvl to the iiiriount by which he failed t^le PhR Check. Characten 
usiRf, ifMs effect may absorb thos«= drjifiecj Life Points and use ihetfl tfiJieal 
their own wounds. Life Points obtained in, this vi/ay may only <ofne from the 
drained points fron' :his efft^ct Lind not the loUii dannap; from die attflCK. 
Players may only cl>oosC' jhis effect for seccmd-icvel Tcchnlqiics. 

Control: This pfff.ct allows a player to cKtrt tompletc conlnol over 
the vifi'.im for one hour fe>r every 10 point-i by which the vlcDin failed the 
PhR Check. If a cha,nicter givies his victim an order ccmplete^ cortrary lo 
his wOfldview or valuer, the victim rcceivEi another Reastance roll agninst 
the sdiTic Difficulty, Howevep-. the- victim use^ hii Pswihlc Resistance instead, 
Playeri may choose thi"; nffrrt only for Arnane Techniques. 

Death: This effect kills victims who fail the Pf^sical Resijiance Ched(. 
Playei i may only choose this effect for artane "fcdhnit^ucs. 




Sjmd Effects 

This section orgnntzcs any r^m.iinmg effecis - from long-<lj5Mnce 
aRacks to the crc.ition of povvcrlul enprg:/ shields - not incorporntpd in 
individual caEjcgorie';. 

This effort nliows a rharai icr to perform aimed attacks and other 
combat acLion-.. such as Disarm, while detru-a^ing the penalty for the 



tnancuv^;:r. i ; penalty reduction value app(.:ars in the first column. 

Precision Primary Secondary MK Maint. Lvl 

-10 12 5 1 

-2S 2 4 5 1 

-50 3 5 10 2 

-75 4 6 10 2 2 

-TOO 6 9 15 3 2 

-120 8 11 20 3 3 



Primary Char: Dexterity Related Elements; Air 

Optional Char; Agility 1 1, Power i2. Will +2, ConsVilLution < 2 

This effect allows a character to ii • his Armor Type for a complete 
l'.ii-n. it may be combined with any other armor as -in additional layer, but 
I* rioES not bring additional penalties to Initiative. This fffcct works against 
kinds of attack. 



AX Primary Secondary MK Malnt. Lvl 

1 12 5 1 

2 2 4 5 1 

4 " 6 9 15 2 

6 10 13 25 5 2 

7 12 IS 30 4 2 

8 14 18 40 5 3 



Primary Char: Constitution Related Elements; Earth, Water, Light 
Optional Char: Power 1 1, Will * 2, Str-r.- r.i +2, Agility i 3 

Al-vlC'i;. r^ciKlA.IIOi'N 

This effect lowers the targeted victim's Armor Type. The number by 
wh:th the victims AT is reduced .appears under the "Reduction" column. 



Reduction 


Primary Secondary 


MK 


Maint. Lvl 


-1 AT 


1 


2 


5 


1 


-2 AT 


2 


4 


5 


1 


-3 AT 


3 


5 


10 


2 


-4 AT 


4 


6 


10 


i 


■ S AT 


5 


8 


15 


3 2 


-6 AT 


6 


9 


20 


3 2 


■ 7 AT 


8 


11 


25 


4 2 


-8 AT 


10 


13 


30 


') 3 


Primary Char: Strength Related Elements: Darkness, Fire 
Optional Char: Power 1 1. Will ^ 2, Dexterity +2. Constitution ' 2 


This effect inrrefsif^ '.he Brcii^agr' 


^-'n'l.e of a 


character's weapon. 


Breakage 


Primary Secondary 


MK 


Maint. Lvl 


!> 


1 


2 


5 


1 


10 


2 


4 


10 


1 


■ 15 


4 


6 


15 


2 


20 


6 


9 


20 


i 


:2b 


8 


11 


25 


4 2 


130 


12 


15 


30 


5 2 


i3S 


14 


18 


35 


6 2 




18 


22 


40 


H 3 



Primary Char: Sirrj"j;,lh Related Elements: tarth, I in- 

Optional Char: Will -I. Powc; ■ 2. Dext;-i ity +4, Constitution h-2 



FoRTrlVP-E AlAJMENTATlON v 
Tills effect in^reaises a character's wp:ipon or armor fortitude, 
refidclng it more resistant to blows. 



Fortitude 


Primary Secondary 


MK 


Maint. 


Lvl 


■ 10 


1 


2 


5 


1 




' 15 


2 


4 




1 




+20 


3 


5 


10 


2 




^■25 


4 


6 


10 


7 




+30 


5 


8 


15 


3 


2 


135 


6 


9 


70 


3 


7 


■ \0 


7 


10 


25 


4 


3 



Primary Char: Strrnirrh Related Elements; -arth. Fire 

Optional Char: Will ^-1, Power 2. Dexterity • -f. Constitution i-2 



LoNG-tJiw^,NCE Attack 

This effect allows character.'; to project attacks over a distance. Any 
ability may be used in the attack, n-rluding Magical or Psychic .irojcrtlofl. 
Any Technique p'^rformed at a aistnnce counts as a fired projccLile as feras 
calculating defense penalties. 

To determine a lechniqur's [ot-e,-j.'ji.ince Base D-nmage, choose "jsther 
the d.image prod iced by :hi; hand-hek4 weapon or a \^!uc ccuiv.iif'nT 
twice the user'-; B.'.se Presficc plus his Power Bonus. Thui, a ihire-lcvcl 
charriCter would produce dam;ige of 30 plu« the corresponOlrii? value 
supplied by hi'; "il."-ibu(c. 



Distance 


Primary 


Secondary 


MK 


Maint. 


Lvl 


15 feet 


1 


2 


5 


1 




:30 feer 


2 


4 


10 


I 




60 feet 


3 


5 


10 


2 




50 feel 


4 


6 


l.'j 


J 




150 feet 


5 


8 


20 


4 




800 feet 


6 


9 


2.5 




2 


1,500 feet 


8 


11 


30 


6 


2 


3,000 feet 


10 


13 


3S 


H 


2 


3 mtlcs 


14 


18 


40 


10 


3 


6 milt's 


18 


22 


45 


12 


3 


60 miles 


22 


26 


50 


14 


3 



Primary Char: Power Related Elements: Air, Writer, rf 
Optional Char: Will i 1, Dexterity i 2, A,^i[ity ' 3, Corn.'. i..i.ion -4 



AR.LA Attack 

Tlie cffrcl Creates an actandc that affects every person within Its «tidlus 

using a single offensive tdII. A player must choosi thiC radius and pay 
the costs at ihe time of Tech-ntquc Crc;ition. il h not possible to specify 
particular targets with an area attack. 

Base Damage of an area attacK u^es ei'her I'le we. neon's nalurMl 
d.imagc or twici' the character's ^iase Preser-i.t' plus i^is Power Bonus. 



Radius 


Primary Secondary 


MK 


Maint. 


Lvl 


3 feet 


1 


2 


5 


1 




15 feet 


2 


4 


10 


1 




30 feet 


3 


5 


15 


2 




80 Feet 


4 


6 


20 


3 




50 feet 


6 


9 


25 


4 


7 


150 feel- 


8 


V' 


iO 


5 


I 


1,500 feet 


10 


13 


40 


6 


1 


3,000 feet 


12 


15 


50 


8 


\ 


3 miles 


16 


20 


60 


10 


3 



Primary Char: Power Related Elements: Darkn-eSs, Lighl, Hne 
Optior»al Char: Will -1, Dexterity i2, Agility -3, Cen^titjutk]r\ +5 



Optionat Advantagi;; Target Choice 

Ttits Advanlagc allows a character lo choos? specific tJrgets witnifi an 
area attjcl<. Unaccounted targets, such .is rhose hidden fronr the character, 
can not be dc-ieleiUed. 

Option Cost MK Maint. 

Target Choice 2 10 1 



Alto^wtic TftANSPOP,rAno.\' 

The character automaticnilly covet'i the distance s*iQwn in Ihs Effect's 
firit column. Even thDujh movement i?; .au^^^.-matic, t'le Ttctiniquc docs not 
coi'^r Uie jbility to pass ihrough solid bodi« - excorit whei' tni; ciiaractcr 
using me Terhnique dl^o an imi^.iiLrj--ial entity. If a chincier ror-.bines this 
aiiiiity with an .iti.ack effect, he c.".n atr.ick the moment h-^ appears. Autom.itic 
Tnani^Joria^fU'n can not be used to p,nin .:utom.n:tir,'illy the bon js for ij Bsck or 
Flank .mack bcrnusi." an enemy can turn to face the attack. If combied wiil^ a 
s-j£ccssfu dclcnsn, character r-;n automatically withdraw from i;i:Tib,it, 



Distance 


Primary Secondary MK Maint. Lvi 


30 feet 


2 4 5! 


60 feet 


i 5 iO 2 


ISO feet 


4 6 10 3 


300 k'<.'.V 


5 8 15 4 


800 fee^t 


6 9 10 5 


1.500 feet 


8 n 25 6 2 


3,000 feet 


10 13 iO 7 2 


J inlvi 


14 18 35 o 2 


6 miles 


18 22 40 10 3 


60 mii(;^) 


22 26 50 12 3 


Primary Char: Agility Related Elements: Air, 1 ip,ht, Darkness 
Optional Char: Strniy^.th i 2, Power -t-S, Dtxlcrity ■ 2, Constitution - 2 


CftlTIOM EnH/^NCEWENT' 

Wh( -never an attack product;"; a Critical, this effect allows a character 
to add a bonus ".o his roll when calcinating the Critical level. 


Critical 


Primary Secondary MK Maint. Lvl 


■ 10 


2 4 5 1 


•35 


3 5 5 2 


140 


4 6 10 3 


SO 


5 8 15 4 


1 /5 


e 11 20 6 


-90 


12 15 25 8 


■ 100 


n 18 30 10 


■ 125 


18 22 35 U 2 


^150 


22 26 40 14 2 


' 175 


26 32 45 16 i 


200 


30 36 50 18 3 


Primary Char: Powur Related Elements: Fire, l^arth 
Optional Char: Strcrjzjf. ' i. Will '1, Dexterity +2. Constitution ^■2 


Optional Advantage:^ Automatic Critical 

This Advantage- ailows the TEchniq'ue to cayse jn autonutic Critica' if it 
causes any amount of dema^e, regardless of the oppKonent's Life Points. In 
rEgards to rrcUures with D-imj^t* Resistance, the Critical is not automatic, 
bul ttiB whole of the creature'5 Dody is considered a vulnerable spot. 


Option 

Automatic Critica 


Cost MK Maint. 

+8 30 1 4 


Physical Kj W&apons 

This eHet" allows to cncT.c a physical wcipon u-ing Ki. It's quality depends 
upon the mvescv .1 point:., a-, indicated by the Ldble's f 'it column. Charaarrs can 
noi create projectiles for Fired Weapons - althou;,;h they can create Ihrown 
prolectllf \'-t:';ipons. The VfC-aoons 'nnpar- with l atura! Atx.Kk Type of lihc 
im " •■ irtifact, A wcnDon crtntcd by Ki vani^nes once the iechniquc enus. 


Quality 


Primary Secondary MK Maint. Lvl 


■0 


2 4 5 1 


■5 4 6 5 1 


■ lO 


6 9 10 2 


■15 S 11 15 3 2 




10 13 20 4 3 


Primary Char; Power Related Elements: Light, Ddrknei.s, Earth 
Optional Char: Will 1. Conit tjtion +1, StrengTti t2, Dexterity 3 



Optional Advantage; Projectiles 

Projectile creation allows cb:\ractf^r to create Fired Projectile weapons 
jMfj produce yfvllmilcd aminunitioi! in the corresponding quality. 



Option Cost MK Maint. 

Projectile Weapon +2 10 1 

I'lVhPPlNC 

Upon attack, a character can attempt m trap his adversary. The <:■■ ■ • ■ 
uses ihe same rules as the Trap comtwit m.meuver; no pe^aJtles apply tc 
the attacker's AbiHtj', siowevtr. Initcaid of using his Dexterity w St^ength^ a 
diar^ter uss the score siiown in' the first coiufttn for this eUect. 



Trap 


Primary Secondary; 


MK 


Maint. 


Lvl 


4 


2 


4 


5 


1 




6 


i 


5 


ii'i 






8 


4 


6 


10 


3 




10 


5 


H, 


■|5 






12 


6 


9 


20 


5 




14 




V 


25 


6 


2 


% 


10 


13 


30 


7 


2 


18 


V( 


U; 


35 


8 


3 


20 


18 


22 


40 


10 


3 



Primary Char; Strco. ii Related Elements: „,ir:n 
Optional Char: Dexwrity +1, Wdi "2, CoJiSlilution -1, Power i2 



PROJfCTiOiV 

The diaractfrr strikes bis oppcmenl vvith the Strenigth shewn in ihe fttt 
column of this effett, f'^is opponent fails to pass an Opposed Chsck flfiiliflSl 
this Icchnique usirg h^; own Strength, ht wiil be fcnocl<Ed back a distance 
praportional to tlve number by which he failetl tl^ Check. 



Projection 


Primary Secondary 


MK 


Maint. 


Lvl 


4 


1 


2 


5 


1 




6 


2 




5 






8 


3 


5 


10 


3 




TO 


4 


6 


10 


4 




12 


5 


8 


15 


5 




14 


6 


9 


20 


6 




16 


8 


11 


25 


7 


2 


16 


10 


13 


30 


8 


3 


20 


12 


15 


35 


10 


3 



Primary Char: 'jliTnpth Related Elements: farf , frv. 
Optional Char: Power ■ ', Will ■ 1, Constitution i2. Dexterity 3 



E^J£RCv Shielp 

Fnis effect e^iablts a chEiractcr to create an energy ■shieltt to defend 
himself uniil the snd of th>e Combat Turn. The screen relies gn the 
character's Block or Dodge Abilities for Its Defense Ability i.conc. and it 
is governed by the siimc ru-les as magical and psyctiic shields, Hi I't-ii'itlncc 
appears m the column 'parked LP, anii eadh type of shie!<J has i Da/nj^t 
Barrier of 40. 



LP 


Primary Secondary 


MK 


Maint. 


Lvl 


100 


2 


4 


5 


1 




200 


3 


5 


5 






3Q0 


4 


6 


10 


2 




400 


5 


8 


1'; 






500 


Q 


11 


20 


4 




800 


12 


15 


25 


5 


2 


1,000 


14 


1S 


30 


8 


2 


1,250 


18 


22 


35 


il; 


a 


1,500 


22 


26 


40 


12 


3 


2,000 


26 




45 


14 


3 



Primary Char: Pow; r Related Elements: L ^u^., W.rler 
Optional Char: Will 1, Constitution '■1, Stnength +2, Dexlerity f3 



iNTANGimUTY 

The character and his befonginjs t^ome sntsngkWe for tfie duraUori 
o( the Turn, He can travel throuj;^ solid Dbicnts and ignore cofwenClonfll 

attacks, 3i 'Ong a*; nonfi of f'"Xi '-'' are baled on cnerp,y. 

Effect Primary Secondary MK Maint. Lvl 

Intangibiiity 3 5 '-. 2 

Primary Char: Pov ■ r Related Elements! Ligtit, Darkness, Water 
Optional Char: Wil. 1, Coi-SHU-O!} '1, Sirtngtil 'i^ Dcjtteritv *3 




I '■■c chsracter generite llbsory imagEs of himself tKat ha can control. 
Thcic nages mny pcrfor-^ 'iny dt'.ion and even makf! individuaJ attacks, 
iriii'..: tl'-cy arc not re^ii, anyone with tf>e abUiiy to det^ energy or see 
:l'--ojgh iliii'.ior.! imm^d nicly grri^ps ih-^'ir true nature. The number of 



create " 


)ccificd ■ he 


'Mirapos" colur 


r'l. 






Mirages 


Primary 


Secondary 


MK 


Maint. 


Lvl 


1 


1 


2 


S 


1 




2 


2 


4 


') 


1 




4 ^ - 


4 


6 


10 


3 




6 - 


6 


9 


10 


4 






V B 


11 


15 


6 


7 




10 


13 


20 


8 


1 


20 


12 


15 


25 


10 


2 


25 


14 


18 


30 


12 


3 



Primary Char; Will Related Elements: Water, Darkntjss 
Optional Char; Power 1 1, Agilit)' '-2, Dexterity ■ 3, Constitution ■ 3 

Optional Advantage: No n -detection 

This Advantage permits characters to try and hide the illusory [lat of 
nttlm^w from those trying to dc-tecl them through Ki Abiliiie=. A ch.iraLier 
wtio tries to detect the presence of minijies must use his detection ab.lity 
.-('id pass a Check at the difficulty pre:L' Ll-c by the Advanta^t. 



Option 


Cost 


MK 


Lvl 


Moderate 


• 1 


5 




D'fficult 


■2 


10 




Very Oifficuit 


■1 3 


10 




Absurd 


'4 


15 




Almost impossible 


■ 5 


15 




Impossible 


■6 


20 


2 


Inhum 


■ 7 


25 


2 



Zen 



30 



With a successful defence, this effect confers the ability to return ific 
iiltnot to the iijj^rcisor- This mirrored attack usei the same Final Attack 
Anfities of the Initiator, as weil as his atLack roll. A mirrored attack Is 
r^rdcd as a counterattack, so even though the ch.irracter nay jdd tfi-L: 
obfJiiwi counterattack bonus against the mirrored attack^ he is un^^ble to 
peribrm \ srcond attack after he hris used sirs Techmque, Esoteric effects 
i5soci;-.l2d witl'i tiie attack can not iie mirrored. 

Effect Primary Secondary: MK Maint. Lvl 

Attack Mirroring 12 T) 30 8 2 

Primary Char: Power Related Elements: Light, Darkness. Water 
Optional Char: Wil- ■ I, Strenpfh : 2, Agility - 3, Dexterity ■ 3 

OpcianaL Advanuige: Target Chojce 

T>ils Ailvanlagc altovrt a character lo redlncct the mirrored attack to 
' othef t.v'^^et wiinin iis nicius. • ^ 



Option 

Tjfi-ct Choice 



+1- 



MK 

10 



Maint. 

+2 



Opfcior^al Advantage: Mirroring EsoteHc Abiliti^ 

Other th,sn datnaj^f, fht mirrored atteck retains ail of Jts special 
plies - including tho*e of a m^KtS or psychic nature 

I'Optbn Cost MK Maint. 

llMirrorlng Esorn- ric Abilities. +4 20 +1 

Enercy Da.-^v^ginc Attack 

The altack b; atPe to damage enrrjry. regardless The Pre^^rKt 
Mirerl for !iffKllti,tf. the opponcrt. 
Attack Primary Secondary: MK Maint. Lvl 

Fncrgy 1 2 5 1 

Primary Char: Pov. Related Elements: Tire, Light, Darkness 
Optional Char: Will ■ 1, Consutuiion ^2, Strnrr;th 3. Dexterity \ 



EifMENTAt. Attach; , , \ 

The attack has etementsi propdilttlf,|ftiwii(i^. ft prwfuces increased 
effects agalribt crcaturej; ea;petiis.ll)^ vTirWftfe'tftil&'lhErrt. It is necessary to 
choose the specific eferrKiniL upon whidi lit shall be ba^d. If the element 
II Fir^, it can attack uwng the Hca'. AtLack Type. \i H ft AlrK it can use the 
EleciJ-lclty Attack. Type, or the Cold Aitack Type if it a W^ta". A chanacter 
usirkg Stane atlacks may opt bctv\'T'-n. 'r|i,-|,<|, Impact or Cut attacks 



Attack 

Ekiin^n'^ 



Primary Secondary: 

2 4 



MK Maint. Lvl 

S 1 



Pf'iinary Char: Power 
Optional Char: Wili 



Related Elements: Variati :^ 

, Con-.t.itutioM ■?, Strength ' 3, Dexterity -3 





Eld. a pcovsriiijl fi^e TechniijtJc 
Supernatural Attack. 

This effect mskes an attack supernatural lr> nature. Cortsequently, ft 
uses ihic Ener^ Artcick Tj^pt. Since >t ii an immaterl.3l blow, only cKaratlers 
with the ability to stop Energy Attacks nan parry s^nlnst stipematural 
anicks. 

Attack I Primary Secondary MK Maint. Lvi 

Energy 5 8 10 1 

Primary Char: Power Related Elements: • :■ , Di i 
Optional Char: Wili 1 1. Constitution - ).. StJ-cngLh -3, [le>:ier !.y +3 

P.A,VVVGL 

When miiijj this Technique, ai character furnrtions as a creitMne Wtth 
Damage Resist^ince, Characters with Dnm.ige ReSffitance baivc a natum! 
AriTior of -1 which th(jj' acid to any uther protection as an additional lajrer. 
At the Mme time, characters n(lcl ,1 boiuh to their Life Rjirrts frotn wfrikh 

they deduct irainge firit before reducing thei?- onji'iiaf Lf. 



+ LP 


Primary 


Secondary 


MK 


Maint. Lvl 


100 


1 




5 


1 


iw 


3 


5 






300 


4 


6 


10 


2 


400 


5 


8 


\b 




600 


8 


11 


20 


4 


800 


12 


15 


'}'.> 




1,000 


t4 


18 


30 


fl 2 


1,200 


la 


2? 






1,400 


22 


26 


40 


12 3 



Primary Char; ConitituLion Related Elements: Earth 
Optional Char: Will -^1. Strenj^di ■ 3. Power ■ i, D^xtenty +3 





DISADVANTAGES 

Di'i iovanu-iges lov.- ■ the MK of 'iechniques. First- level Icchniqia-s 
ma>' have one D ■•.-.■lv;i-itage, second-k.-vel Techniques ma>' have two 
Disadvinti^H:';, and vhirc c-ul Techniques may have three. Ref,ardli-ss of" 
Thfl nijmbcir nf Disadvantages chosen, MK costs can not be lowered btyond 
half their orf.inal value. 

Looking b^ck at ouj- pi^viouij Tcchnitfuc, Ite '60 MK seems hitjh, 
so wtf loak for ^ Pisacjvant^ge:. Wc c:boase an Elemental BJ^cytT^B. 
reUtlncj thcTiiizhrilcfLictolV'Jinctcmen'ts Ui>-^MiJ fine), EkJcjustfoAbts, 
vsrc v:j^4Lii=t' 10 poinh ftom Its MK wilue. Since the MK valu-r of the 
Tccbniiifuc: 50, it cm tvi^vei- be lower tiyn 15.. 

Fi F,^■\^l\ VAi 1 \i")ir^Cj 

This Disadvantage forces the pla/er to choose effects on}y [-elated to 
a particul;!'- '.:lemcnt. Additionally, this Disadvantage will ,ilso fotxt- ;hc 
cl'i-irat'.LT using it to choose that element again if developing a higher- 
love! Terhnique based upon it. In other words, once a player chooses this 
Disadvantage, all higher-level techniques must ..ibo carry this Disadvaniap^e. 



Option 

Single Element 
Two Elements 



MK Reduction 

"15 
-10 



Single Element: Effects iTiust be bound to a single element. 
Two Elements: As before, (?xcept players must limit the effect to two 
elements. Naturally, they can not be adopted simultaneously. 

This Dlsadvar^tage reduces or cancels Technique-derived damage. It can 
only be applied to (■•■Tensive 'Iechniques. 



Option 

No Damage 
Half diimage 



MK Reduction 

-20 
-10 



No Damage: This Disadvantiip^c renders the attaeK null, regardless 
of Combat Table reijults. Si ill, the T.-chnlqije's esoteric effccLi occ jr as 
Uiuat - as long as the impact makes it to the Combat Tabic. 

Half damage; As above, only Tinal damage is cut to half. These 
Disadvant:3ges can not be combined. 



Special Rpnt^ifc^MEMTr. 

Certain r'-;quirements must he met 



order to perform the Technique. 



Option 


MK Reduction 


Simple Intensity 


IS 


Major Intensity 


10 


Determined Condition 


5 to -2S 




Simple Intensity: In order to use this Technique, the character must 
have at least two intensities of a spec ifir clement at hand. Wiihout it the use 
of iht Technique is iniposiblc. 

Major Intensity: Same is above, only the requiremon: s e-g^-t or more 
intensities of a particular « iment. These Disadvanta^jL'^ L:-in noi be combined. 

Determined Condition: I his Technique can only be performed under 
special conditions. Limitations and applicable MK reduction will be determinc'd 
by the nl.iycr in concert with the GM. fxamj.' of simple conditions ■irf" 
"ridinjF, cxclLSj'-jif;:Iy on .i saddle," or "only effL-Llive -il night," while complex 
conditions would include "only effective against a porticuLir individual." 

Predeterminahdn 

Predeierrrfiincd Techniques require that Ihe character d^disres in 
adxAir'ff he will Accum ilate Ki in order to use it. As soon hp ts capable 
of casting the Technique, ' c must execute it straight away. A player can only 
choose [hii Disadvantage for second - and third-level techniques. 



Option 

PreeL-Lermination 




MK Reduction 

-20 



SAMPLE TECHNIQUES 

TI ■ follow ' u liil of sewrsi ro.idy-n'i^ii.Tfl iiKhniqi„^5. iV'Ck>iJtiJ to 
mak: loosing a i :chnlque easier and to serve as an illustraTion in x1*e 
Ct L;a..i..ii of your own Technk]Ues. 

cderiliU 

Celeritas is an art based mostly on speed. By controding body enarcy to 
enhance - senses, someone using this discipline can react at the i.pecd of 
thought, anticipating any of iiis opponents' actions. Ail Ccleritas Trrhniqnt", 
arc offensive. 1 his art docs not concern ''iself with defense of any kind, ii 
conquers and subjects. 

EHcisum Aeris 

'his Ischnique allows the character to emit a full Ki explosion at ,i 
specific moment, projecting a blow at such speed that it caLJso '.c air to 
warp while he advances to attack. !!■ s '<-*"hnique Ltses the Base Damage 
of the user's weapon. 

Required MK: 25 Level: 1 

AGl 4 

DEX 4 

POW 2 

Effects: Lon°-Distance Attack ."jO meters, 50 to Initiative. 
VelacitJ!^ Vpntu*; 

By increasinp, hi.-; speed bevond human limits, a character cap i ravel so 
fast that his L)ody seems to split. In this way, he can attack foLir times diiriri;^ 
the Combat Turn while also adding a bonLts to his Final Initiative, 

Required MK: 25 Level: 1 

AGl 7 

DEX 7 

POW 4 

Effects: i 3 Limited Attacks, i 50 to Initiative. 

Excisum M agister 

The fighter concentrates all his energy in a single move - an .=itti(:k of 
such speed that it has the ability to split an opponent's body. This Technique 
. increases both base Initiative and Attack Ability. 

Required MK: 45 Level: 2 

AGl 8 

DFX 0 

POW 5 

Effects: +75 to Attack Ability, ■ 125 to Initiative 
Magnus Estjcto. 

The character moves at full speed shattering a I! obstacles in his way up 
to a 30-foot radius. The victims of the attack only manage to see sorritfone 
suddenly materialize and charge against them, only to disappear soon after 
This Technique uses the Base Damage of the user's weapon. 

Required MK: 45 Level: 2 

AGl 7 

DFX 7 

POW 3 

Effects; Area Attack: BO-foot radius. ISO to Initiative 

Summun 

The character' reaches out his arms and vanishes fi- nentaniy. Ri^ht 
M that moment, he begins to materialize around the victim, conti,,.. 'y 
going back and forth through his body, destroying iiim completely . ' v: 
process. The attacker appears to vanish, then matci'ializes in a whir' is 
blur of motion that completely destroys his victim. This Technique alLi-v-, 
1 character to perform nine attacks in the same Combat (urn, rhf flnit of 
which IS usually accompanied by Surprise due to its CL-action spt-ed. 

Required MK: 85 Level; i 

AGl 15 

DEX 17 

POW 8 

Effects: h-8 to additional limited attack, ■ 175 to Initiative 





I/pii; 



Ignis ii I'hc cs'^ence of flame - a style that uses Ki to perform powerful 
fire att-icki. This style is often employed by many Duk'zarist, All Ignis 
Tcrhnitjijt", suffer the Elemen^'.al Binding Disadvantage to fire. 

Feuer 

By co-:icenlrating Ki in his weapon, a character can surround it with an aura 
of fire, thus inrrcasing its Base: Damage by 25 points and gaining the possibility 
of attackmp, in ihc Heat Table as a primary Critical. Feuer can be maintained 
invest inj?, 1 Ki Point for Will and 1 for Power in each round. This is also a key 
Technique ffi' fifn'orming subsequent attacks of greater power. 

Required MK: 20 Level: 1 

Will 5 Maint 1 

f'OW 1 

STR 3 Maint 1 

Effects; i25 to Damage, Elemental Attack: Heat, Maintained 
Technique 

I r Feu 

Th Ifictinicfue unleashes a potent ball of fire which can strike a target 
up to 60 feet .:^al. Le feu do(;s not use the weapon's damage, but twice 
the character's &ase Presence plus his Power Bonus, 

R(tq,uired HK: Level: 1 



WIL 

DEX 
POW 
STR 

Effcccs: 



' 40 to attack, Long-Di stance Attack: 60 feet 



Horcckd 

This Tediniquc unleashes an inferno that devours everything contained 
within a ISO-foot radius iround the character in a huge explosion. This 
Fire is so inth-nse it c1i>ubles the weapon's original Base Damage. Horecka 
requires n chan^rirr To maintain the first-level Technique. Peuer. 

RequirEd MK: ^0 Level; 2 

WIL 10 

DEX 6 

POW 6 

STR 1 

Effects; Damage Mufhplier: x2, Area Attack: 150-foot radius 
Requirements Kccp.ng Feuer active 

Vatra 

Lih' "■ nhr:r'nix. th*-' iTxack^r wre;ithes himself in flames and charges against 
his opponrni. wdh an attack that consumes him physically and spiritually. This 
■'.I.-... incic.iscs damap,c. Attack Ability, and the resulting Critical (IT any). Vatra 
rw^uircs .1 (hnracrcr to maintain the first-level Technique, Feuer 

Required MK: 40 Levels; 2 

WIL n 

DtX 6 
POW 6 
STR 1 
CON 3 

Efff<r'i: : 75 to the Attack, +75 to Damage, -40 to Critical 
Requirements: Keeping Feuer active 

Eld 

This fi i;4htcning Technique has devastating effects, both on the victim 
and the pc Iorr.-;(;r. |n order to employ it, a character must sacrifice part of 
his vitil enerp,y, suffering the resulting Damage in the process. In addition to 
incraaiFC thu- Attack Ability of the character, it increases the Base Damage 
in *i arnoLin! equivalent to twice the Life Points sacrificed. Eld requires a 
charnrrr-f ro maintain the first-level Technique, Feuer. 

Required MK: 60 Level: 3 

WIL 19 

DEX 10 

STR 10 

Effects: i ISO to Attack, Double Vital Sacrifice 
Requirements: Keeping Feuer active 



The secrets of this ancient ai't are said to have been passed down 
from one of the great beasts. All its Techniques are as vai-ied as they are 
powerful, and they resemble the powers of ihe crealui-e upon which they 
are inspired. Each time a character uses one of these Techniques, his body 
is covered with tattoos su festive ot dragon power. 

The Scales 

Dragons are equipped to face a multitude of enemies. Thus, they can 
rej jl several atUicks without applying penalhc-,. This Technique allows the 
user to repel seven attacks without compromisiiii?, his Ability. 

Required MK: 20 Level: 1 

DEX ^ 

CON 3 

AG I 1 

Effects; i 6 Additional Defenses. 

The C(aw 

There are few things as lethal as a dragon's claws. Executing this 
Technique permits ihe user to make two attacks, each with a 40-point 
bonus to Base Damage, 

Level: 1 



Required MK: 30 

D[:x 

CON 
AG I 
STR 

Effects: 



M additional Attack, •■10 to Damage. 



The Fang 

fhis attack lowers tlic virtirrt's AT t>y si> points while inernasing 
offensive ability and reducing penalties for performing aimed Attacks. 
Required MK: 45 Level: 2 



DEX 
CON 
AG I 
STR 

Effects: 

Ability. 



-6 to the victim's AT. -50 to aiiried Attacks, ■ 50 to AlLark 



The Tail 

A dragon's tail flap can send entire armies flying. This technique allows 
a character to make a forceful attack within an 80-foot radius using his 
weapon's Base Damage and increasing its offensive ability. Any individtial. 
Anyone hit by this Technique must make an Opposed Check against Strength 
16 or be knocked to the ground. 

Required MK: 55 Level: 2 

DFX 6 

CON 8 

AG I 6 

STR 2 

Effects: 
Projection. 



140 to Attack Ability, Area Attack. 30-foot radius, 16 Strength 



The Dragon's Breath 

This Technique fi-es a pulse of pure energy up to a maximtim 
distance of one mile. At the will of the user, the pulse bursts, causing utter 
destruction in a 300- foot radius. The dama^^e Dragon's Breath deals is twice 
the character's Base Presence, plus his Power Bonus, then multiplied by 
two. Dragon's Breath is a Predetermined Technique and must be declared 
before it is used. 

Required MK: 80 Level; 3 



DEX 

CON 

AGI 

POW 

STR 



10 
10 
10 

6 
15 



Effects: l.ong-Distance Atiack; 1 mile. Area attack: 300-fc)nt radius. 
Energy Damaging Attack, Damage Multiplier: x2. 
Disadvantage: Predetermination 
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Ma^lc 15 a fLjndaincn*2l Dlcm(?ni m i\imm. \\ (i fr&m magic that 
jpeJIcnstens jJemve the pcMtr t& alter the very essence of reaiJty. Mii|lc Is 
the principle upon whith swpernaLunsI beifljl ard mj^lical objects rely, This 
rhapter wil( discuss the fcumdatlgris of rnagnc, die executMjn of spdSs, ard 
the characters car. use them to tfieir best advanti^e, 

MAGIC THBQRY 

mflucrces itie living ttie Aad, the real and the llf^^€^^l. ii 
be e^ryihing or notlilng at all - but it has alwij^ ex'fil*d and win be wiih lk 
foreD^. Magic Is constituted \^ ihespiritunl energy of the woHd- Its own nature 




i* llnted to the Flow of Souk, allfwugti It 
wdlAJ be nKire precise to say It is erne 
of rts aspects. Magic spring fnom Sprits 
.^d neiiliry JtseK, Sn i rt carj be thoi^ 
of as the sh&cfcsw of e>:HteflCt; It does not 
rtspond to the lav/s, of phj.^ or |cr|lc IxjL It 
jlters the vAMid at rt ptcases. 

The powder ofmaglt Is not hDmagEnegus. 
it takes on varied iiiades as It merges with 
souEs ard cchti^ MllO contact svlth different 
elements cw cmotkms. In this waj^, it can be 
organized trto divwee Ifpts as It passes Ehrou^h 
J -^kiii U ur Haj^ in a spoafic. Bmotlonalfy cJiarged place. Dart spelK 
fueled \3f negative emotlonSk draw tJidr power frcmi magic that has been 
In contact with feelings of flngef, f&^y fearn or hatred:, WhJIe Ehoie spefl* 
associaitfil with light rely on peace ti^nquillty. cjim, and lovr. 

Not ever^pe cart control the power of sa^ils- It is nat ^iri eiiy task ~ hot 
even for supernrtunii spirits themselv^K. However, some entities sne tXHT^ 
with the ability to sense magic. They can let It Flo^ through d^elr bodies and 
channel its ener^ In the fann of spelb. Wizard* (ind warlociis a/t isr<Qv% 
those born with the gift of altEring reatitjr as ihcy please. VVrjjBnds nne II light 
jn the darfencD for rruigir. they nne the centers around its pswe^- revotves. 
They act as portak for magica] Enet^ies to mmifest ihertisclves in the physiol 
'ivortd. Magic corjcentraies around them, penetrating lns*deti>em and gjtiwiitg 
wiihtn thelf kkjIs unul It breaks into the existence through a spell, 
In reality, enchantments are 5lmpljr a way to control ej<n.?ence 
and to alter its rules, Sorcenei^ use iheir SupemaUural energy V5 
produce spclll that v/cewc a net arggnd ttl{^ v^ry essence of reaitjf. 
Gestures and verses are vvords that they whisper to thi; seul of the 
^Aodd to channel their erjer^ies better, but they are not necessary 
to aker reafit/. Wizards can rely on their own will aione to handle 
magic m6 casL spelk. However, the use of rltU(il5 mf\y lucrcisc 
their pcswer conglder'ably. Eadh wizard hai their formula to modify 
ejtistcnce. They create their spells using whatever iknewicdge arat 
rrwans the>' have avaliahic; thes^fore. the executJQn of rrtagicKi^ 
vary considerably from one- person to the next. 



7h Gift 



The Gfeft is the principle throu^ wtiich magic mantiest5 rtself. 
This is the name given to iJffl ability MXTie peopie have of handfag 
mj'Stical forces. Those born with such a blessiri}|]. for tutyc) 
caPed wtzards. Their soul^ rrot onJy hjve the aidlEy to atwaci and 
sense mystlcfii enei^s, bitt they also can master l±ieir pewer and 
diLtir rcaKty. 

it IS nfOi clear' why thtre are only a Few t>eareri of itie GifL 
Some entities ar^ue that ail living beings arc capable □! pontrctiting 
majpiCi and that having the Gift 5lmpiy ifidltatci the soui has 
avvaker*d to its own true power. Even so. there Is a true dinfcrencc 
tif tween thove bom wtih the Q-ft. and the nist of ail living tie^n-gk 

Monn^lly. vviiCBJ-d* are not even afwarc they arc In posse!i5*n 
ijf the G^fL They use magic unconsODUsJ^ .ail of [heir livEs and 
experience sensations that are unusual for others, but they never 
m.-mage to control their power. As chiidrieri. they fane faced wfdi 
ifirious difficulties - they are driven by (ncomprehensitiit 
forces that they can not always control. Oni^ those wizards wha 
eventuaJly gaJn access to arcane knowledge or to sonw fcrm of 
proper Irtstrucbiin can ever become true maglcl-?ns. 

The Gfft is an ejtceplioiiaiiy rare ability, and 'v^ery few peoplt 
arc bom wfth it Onij' 1 out of tO.OOO hutr^ans m Gaia have 
it - alihou^ the percentage ot those wTio go on to become inie 
spe^icuters In the shadows \& even analler. 



MYSTICAL POWERS 

I ci'' i.ikt' ,1 look .-.I hnw n-.iF.ic wofjjs and spells ire cast. 

M/y/c Accumuhilhm and Zmt 

l'\.\p}L Atcumulatian and Zcon arc ihc bani of the mSgk system In 
/u;imo. Zeofl I? ihe m^tif j3 enef^f ihnn wiz^r^Js conrnof. It n^pj-eserns tt>e 
imajit of power availajile to them - Itie ''magic pQints" tUsy can invest on 
CDSIinfJ spctH. In fact, tht word Zeor^ rriearti many t+iin;S!>, like- Wartders of 
Ged, MAna, or EtTavnyu. M-i^^ic Arrnnmtjitlori (MA) repi'e^en.ts ihe speed ! 
(f/ith winch A wiiarcJ csn Lil.ili7e power. The higher the Accumuiatiafi 
!emc;I, the fas-tcr the wizard can concentrate his energies, allowing tiim To 
( more powerful ipeJis in ieii time. Everyone has MA L]n<^ Zeon, -Jih-jLi);'! 
0 .1) ■.ii,.. ..■ who possess the Gift a^e aWe lo conirol then^. 

Zu'on i', [he m.T,|K;al "life" of fhe qKaraaer. Bsnse ^eon is cjicwUtetl 
lUific; Ihc lanmc prccccfure used for calculating Lffb Paints, only substftuting 
Conilifution with -bwcr. To make things cailer. calcukUons anc offered 
ir Table 52. I'Inycrs <. r invo-ii the DP of ilieir Supenianurai AbHltle^ Lo 
iixr^iKt xhfi' maximum /cor- Points- As ygu can see frgm the toit, iind 
ronlrury to olh- ■ abilities, Zcon points arc icquircd :u groups af five. Thus, 
.] vwnard wiUn n Zeon Co'; :)\ 1 who ipervjs 20 DP lo ac^quirc rriot^- Zeon 
wAincrej'/e his m..i.x.im..jiri by 100 pqfntr,. Some categpnes. of tlite Mystical 
Arrtietjrpe jJ?o htive an innate Zeon Level bonus which should be added to 
\Uii totDl. The f«nal i^um of these poirsri Is Lhc Zeon Reserve, which Is the 
mixjmum amouni of Zeon thiH wizscds Ccin contalrir 

iXAm 52: Bas^: Zhos^ 



It Is ii\m.yz ^dvliMibie to n^alntaln a lularKe between both abldties. 
A wiT.ird with it Aceurnulatlor* Levst but litttle Zeon would quIcliJy 
ojftiaust his ability to use magic. On th« Qth^ hand, with a low MA tevd, 
he would need sejwcnij turns to cast ewn the simplest oF spells and would 
be unable to ncipond promptJjf in an emer^encjr. A suggested balance u 10 
Zeon points pei' point of MA (e.g., .t chanicter with t SO pamt MA should 
KaVe a at least %QQ Zeon points). 

Maijic Recovery 

Whenever a wim«J uies he, spells, he spjert^i Zeon points, Howevef, 
■■"pj&ints are not perrnanently lost. In time, spelkaisEers can r^fjiver the m.igic 
invested and nc5]k3nish their Zeon reserve. Their soul attracts the magic 
h the e<ivlnQr)tTi«nt arkd regetverates It accorrfing to their potential. The 
hlghef the wiziirtj's atHlltj' to concentrgte Its po^vier. the hi^ef h« atHlliy 
to regiun lost enef^- Cbiimcter^ regenerjite their f mal M.A in Zeon points 
every 

Spdlcasters m^ take Zeon points From othicr spdicastcrs, a magic 
container, or ^ mag«al cfeatume that wdl volurttanly ^ve Lhem awar^. It Is 
necesiiif7 that both spelltastef^ be In contact witb ofie another, so chat otie 
of them can allow his mj^tlcal power lo flow irto the other. The per-tum 
transmission index Is cqurvaknt to the FinaJ MA of the jiver. Characters 
Without the Qift cjn not use their magical power; this rneans they atie not 
ahte to gfve magic points to Individuals who can. 



If'Exc^uV^: MA 15 30, k will be 



ib\c to recover 30 last Zcon 
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ihc MA :talso based -3- '-Dwcr. 3asc MA's will vary according to this 
actcrlstJc - li shown or Table 53. The iitxi itcp Is lo apply the number 
' maBC Muluplci w the base MA. The number of Multiples Is the number 
tinss Ihe B.tsc MA needs to be muttiptted to find out tbe number of 
points the character is able to accumulate per turn. AH chanaclers 
[QVS. wth one HA Multiple and tan accfuirc more by mvcstirtg DP. 



53: Base MA 




PfMnr^r 

15 

16 to 17 

18 lo 19 
20 



Bast- MA I 

20 

30 ' 
35 



ExcKjjui IS i, wuflDck. witii Powej- 7. whtcli rrregns his base .MA is 5 
pplntt He Cn^tsts 100 PP to Increase his mggic Myltipfcs t<3 three. 

bim i final i^lA pf 15 f5 bastf polnti rpulttp[lcd, by 3} if .it a 
\t<:t ftagc Exoii^us shauM m3na9c to iDcraaw his Pcvt^r to 9 antt 
Snyiqi jjis b^H MA to 10. his fhial Accuinulatlon vyoulci readi 30 
lObasepolnfe muliiplied by 3], 



Characters with the Gift can cast all the spells they know, at any time 
Lhey Ii)*, Each spell hai a Base Cost reprcsentBng the dumber oF Zeon 
pcwnts that n^ed to be Invested every lime tl"ve spell Is cast, A spelf's power 
and the caster's M^gic Accumutfition together deteimine how qyicklj^ the 
Spelt can he casL For eiumple, a wizard with a SO-point MA could cast a 
jpelt touting 50 Zeon or l«s in a single turn. 

With a 50 point MA, Exosjus gtt^irtpte ^ Cregta Li^ht spell. Since 
the spvf[E's Cost IS 20 pdcnts. he tn^ni'^es to cgst it in only om turn. \ f 
he shaijl4 Utei' ^ttcnrpt ia cast a tticjmc pc3v.ttrfui spell, sudi as Aftnyr 
of Light with i base cost of 60. fie wouM r?ced Wjg full tum^ to 
AccumuU^e (Tour iFhc vicK fon^c^ io Acciirr74j|atB at half eaffadty 
55 we shall Iqtcr see? enough. ■ 

Magic Aecumulailon a a Flaashie Actiont, but charatters perform srry 
<irtion other than Accumulating or ca-srtng tbe spdl m the same tym, their 
MA ^vrll be reduced in balf. To take full advanta^ of the Accumulation, 
spellcasters must also be able to pronounce coniurelions and make hand 
lesLurei. Lostng, their ablliity to spe-aK and or nvsy^e Ehedr ixxiy wiJI reduce 
thelf Accumulcition bj* half {founded up in g/roups of 5). Characters wUI 
he atite to use their nsduced MA to prepare and cast their spells, even \t 
completely restrained and gag|;ed - unfcss th^ have the Oral Kec^UlrEment 
or the Ftequire Gesture* dIsatt^'^1^tage^. 

Casting an enchanurient ma^ be an Active or PaMj^^e Action depernJing 
on the nature oF the spelt. Active spells require the character to have the 
Initiative, whife PSuslve ipelK m^^iy be used whervever tbey are needed. 
SpeHcaster? gre not limited to one speSi per turn. Ax Ipng 3S their 
Accumulated points allow, they m^ perform simultaneous spclll with no 
negative rnQtWer To action or MA. The use of magical powers In combat 
idds to Initiative the iani* anxjunt as the use oF unarmed cictrons; +10. 

There are two possible methods k>r casting speHs; Accumulating pure 
magic to unchain it tater. or preparing only a specific spell. 

AccumulacErtg Pure Magfcr When character!, start Accumulating 
Zeon points they are rH5t obligated to decEare the en<hantR>ent t\^ey ^re 
preparing; they c^n s'mpty concentrate their magic and cast the speH or speUs 
th^ find appropriate. However, they arc notalloV^cd to stop ,AcCumu[adng 
Zeoni. Tbe^ keep corvceritrating the ponver until art opportumtv to cast 
presents itself, if a charaoter slops Accumulating Zeon for even one turn, 
dl of hc£ CDTcentrated points will go back to the Zeon ncscr^ and he WUI 
lose 10 poin-ts sn th? process. 





As we hiivcj previously riK^ntioned, spellcasters may use ns many -spells 
1(1 s sinj^l-i turn ns their Accumulation allows them, Howevi f-, the next turn 
jfter performing any one spell, all of their unused Zeon will returr- to their 
Zipon Reserve. ^ 

Exocju!:' [.'rcpgfiJig to c^^i. Mver^l spells, w fw spei^cja five tuftis 
AcajFTFCjUting fmi^iQ. k.tioi'V In Is is 50, so by tbe fifth tuitr he 

g]fc,i4y .^KumuUto^ 150 points. At that time he uses i Cne^k 
Light 5pell, which costs liim 20 pamb, 4 ShjcM ^^F Lji^ht fat SO 
Induce Qlm for 40. Thc! tot^l Amount cnTn^ii ia tlO polrrti, whicb 
ineaJts he still \m 40 point? to spcn^l. LVnlcSj be use?, then? ta.ca?t»'' 
mother spell m tbgt sjme turn, tbey wi!] return to his Zcon RAcn-e, 
grid he will lose 'fO them it? the process Since h^can not keep them 
AccucTjtil^tetJ for thif next ttim, he will r?i?e4 to stgrt EbeAqcu mLilatlcM:) 
f>h3ocss4cf3m iThi; wants to cast ^ spell at 3 Eater time. , 

Preparing a Specific Spell: Instead of conci;-*itrating pure maf^ic, 
tfiu spdk lister moy choose to declare thc spcN he wishes to perform. In 
this case, he will put his Accumulation cnpacity to the service of only thr:t 
specific spell and will ba unablv to use thc Zcon points for castinf :ny 
other. He must declare U>c spell and its potency. Nevertheless, unlike in 
the previous m(='thod, he is not forced to cist it right aw.ay. He can hold it 
for ri number of turns equal to his Power Characteristic. After this waitinj 
period, he must C'.''.ide whether to perform the spi-H or recover his magic. 
If !"ie should choose the s'^rond option, he will lose 10 Zeon points due 
tv the tension and energy consumption involved. Spellc^iitcrs may aiart 
preparing a new spell or Accu'-i -l-iting pure ma^^ic while they already have 
a spell prepiired. Some spellca-irr- s will have MA bonuses when they use 
certain kinids of magic. Said bonuses only apply for specific spell casting, not 
pure magic Accumulation. 
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F^totii^s Is nov/ pwpaflnij tu <:ast ^ Light Bearn spell wiih a 60- 
aint pi^ttncji' With hl'^ 50 MA, It shcjulc^ take him two tgins to 
)ave the s^lf re^tiy. Instead of being fohcc^l to Oiti it (mincLti^Hcly, 
be may tjo H turns Css he bas Power B) without dstjnij It, Purmi^ 
this time, he can prepay; another ^pell or stgrt Atcunjulatin^ pure 
ma^ii if after B turns be does not cast it, he will recov^i- or)!y 50- of 
the A«u mu Uted poi n fcs. 

Damnijc Durliii] Aaiimulalm 

If a spellcasteT- should suffer itamajje while Accumulating nn.iglc, thsre 
l-S a cNttnce that he may lose his. concentration. Keeping the Accumulated 
Zeon requires, pajsinj^ a Withstand Pain Check with a Difficulty equal to 
twice thir damage he received. If a character fails his Check with a number 
Icis than the B;jie Dama^^e of the attack, he will not only fail to maintain 
hl5 toncentfiited Zeon, but he will also lose those points. If the spellcaster 
IS preparing to cast a specific spell, he can apply a i40 bonus to thc roll. 
CrcaturEs with Damage Resistance do not need to pass this Chet.k unless 
they reti^i'w ar* attack that causes a critical. Receiving damage <jOH?s not 
inriupnce m.ifrit.iinetj spells. 

wbtle he w.^ ac^malistinij., Exoilui sjfFe^ an attack that causes 
him 60 ilamA^c Ta avotd ti=iiinc| the magic Jic has prepared, be need* 
to pass a Witbstaii^i P^jii? Cbcck with a Piffi.culty of 120 Ctivicc tbc 
darnq^ be received}, tf he ftils, thc accutnuUtcd m^gic point? vvili 
returr; to bts Zson reserve, if be fiiils the Check hy mere thari 60 (the 
amouitt of 4gfitaye he sufTered?.- all tbe Zeou he bad accLiitiulated 
will iwitead tost. 

Mi0c Pvojedm 

M-ii;ir Pro] - on is the abHlly a spHlcastJcr hai to control and dir.. 

hit ^pL-i s. t t iC a (.:iscer atlfrnpts n speil, he nteds to pav.> .\ Maj^ic 

Projection ■ k to dert;Tn'iioe i1 he sucMeded i.n focusing his power 
approprirttely. ^ 



A spellcaster may use Magir Projection to att jck othprs, .ind 
defend filmself, with spells in the same way a warrior uses his Attack 
and Defense abilities in combrat. Hosvx.'vct, the only con^bal pcfiELItics a 
spellcaster ever applies to Mii,^i[; ProjecLion aru All Ad ion f';': ■•■;iltiu'. uuc 
penalties ^or Blindiseis, Jii described in thf Supernatural Abilities 
in Combat section of Chapter 9. FurtheiTsiore, a Spellcister who 
sue -. •sfuliy L.ists a spcTi on a target that he is m phyt^ical cortliacl with applicr: 
a '40 bonus to hh Abiky (i'lclL^rJui^ Aiiiick niid Splr'kiSl spells.). 

&ecatjse i city gu^rdS chahjes at him and another otk ibdob birr.- 
ivith a crossbo^v. Exodus prepares to receive two attacks in one turn 
!tj 4jrder to defejtd hirnselti be decide to create i ShieJd of Uqhi 
which lie bad been prepatir^g for several turns. Fir^t comes tbi? ■ ■ a 
attack, which he manaijes to stop without penalties for defi.- i. . 
against a profectilc attqck, tbai^ks to the ma^fical nature of t-lie ?.Iiic:Il| 
He then m^cdvcs the blow oFthc svvorij fkjrrt tbs city ^lard. ^ho 
IS hand ta baud with him. He atso does irot receive the pcr>alt\' 
defendinij hjmseEf twice In a tur/j.. 

M^iglc Projection al.^o i-ndicates the maximum distance of qjclls. Any 
spell cnn be cast up to the maxirr:um distanc-L-' indicated by iKl; Ltiar7K.Ler's 
own Maj^ic Projection - except for ihose which have the spcllcasri''i" i5 the 
C(.ntfr of the sp;--ll by definition. Thp ibiiity also measures the accuracy with 
which -..pellcaster will hit inanimate ; ;ets. See Box X: Difficulties 
in Magic Projection. 

^0X X: Difficulties In !!Aag\c Fr0ie.cti0n 



Routine:: Spell effects may be used on the spellcaster himself 
or on a person or object the spellcaster is contact with. 
Easy; Projecting spells up to a maximum of 15 feet. 
Medium Projecting spells up to a maximum of 80 feet. 
Difficult! Projecting spells up to a maximum of 300 feet. 
Verjf DifficuU: Projecting spells up to a maximum of 800 feet. 
Atwurd: PrOfecting spells up to a maximum of 1,500 feet. 
AEmo&t fmpossihic: This allows the spellcaster to hit targets out 
of direct eyesight if he has perfectly determined their exact location. 
Some sort of supernatural detection that will reveal the exact location 
is needed (e.g.. a Spy of Light spell). Coverage is 3,000 feet. 
Imp^s^iblc: Impoii-ibiic; This allows the caster to affect targets 
not within sight of the sorcerer with only an approximate notion at 
their location. For instance, if the spellcaster knows that his target i 
is located in a house, he would be able to target the spell even 
though he may not know the precise address. Distance should 
not exceed three miles. 






EjiTjdu^ h attempt] r/L^ to i^tt a Create L|t|ht spell m a i' ■■. ii-^ - i, 
StiKjc he <^ocb not wish to shed 3n)' light around him and fcviqj ht* 
posrtioD, he attempts to center the spell Cwhjcb has 3 t5-toot raijius) 
at tbe back, of the roomi which is 60 icck Av^y if ^vc cJicck on Bos 
X. we see he needs to pass a Medtunu-dffficulty Check (SO) wth bb 
Mayji Protection. 



SjKlknsttm fumhles 



A Fumble result in rhe Magic Projection Check m^ans th.it thespetfcastEr 
has failed to focus his powers correctly, and even itioti^r^ he has spent 
Zeon points, the spell fails. A Fumble Level of a</cr 90 i-cproenti a ipcll 
completely out of control, with potenliall)' dire eonsequences for the CJiter 
and those around him. The exact effect! ofiuctl n failure «^ left to the GM'i 
ai^Cf^tion. depi?n.-cling on the spell b&n-g cast ,=indl the Fumble Level. 

If ,1 spdkaster fumbleis an attempt to maintain an existing spdl (a^ ■ 'he 
cas2 of magical shiddj and other defenses), the Fuiilble roll does iio' ■ ■ 
the speii'l, but th? Fumble l^^yti 5^ subtntcted from tfie Ptsglc Projecttmol 
the suellc^sier. 



Mmic Pnmtm imlmkncc 

i ■ 

A SLiellcasLcr has the optioii of booslin^iJ, his Hagic Projection Ability 
tfi f'v:'T Attack or Defense, aeeording tf: liis personal fH-^'fcrtncc, When 
he w^'-ii developing fiis Ability, he [Ti;iy -hoo'ie to h-lve a positive or 
rn,;.ji..- : offcn-sive imbalance. If, for instance, ho chooses ,^ 15-poinL positive 
iniU?!. -Ki.', I hat number is added to the Ability of his oftumsivc spells and 
ftjtir.icifd when he defencis himself. Un'.1r- no circumstamirj nnay thiij 
diffemcc be higher than 30 points. If the spcllcnster is urrhrippy with the 
imbiUlKt he h^ii chosen, he can alter it al a 10 point. r;itc each time he 
mcfics isp ii Level. The 30-point limit still stands, however. 

The only way to achieve an offensive imbal,ince i^. to develop the Ability 
by liiv«ting DP directly, and not through any one of the Mystical Modii ■ s. 
Sub^CHl^ th,3t acquire the .iibility of Projection via ;■ Module will develop 
onl^- nn Offensive or Defensive Ability depending on the Modtile they have 
acfliJlrLiJ. 

VVliri; fjna^us HtUt SiiricA "t° 4cvdbp bis M^i'c Pra|ectiof> 
Ahilii-y-. he liecMcii tic pH:fcirKci4 ^ Psfen^ 'OrFcnted iibrlrty, .qnd he 
■i7t I..T h',n?scif.!) ric<3^t1ve oFFi2n5ive fmh^lance of 10 jxsirits. Sir^ii? lis 
liqtl .] riijjl 6U'pGirjt Abcfity, he attqckeil qrn^ prarectej h|5 spelk wJtb 
50. he iii:jrer]iit;4 him&^lfwith 70. Honvever, b(s Lroivkdldc 
irjcuijieii, he jieqltzed. Iii5 spe Ih were bec^atnifig mtirc DfTcnSiivSr nc 
,i-Li ['*i\ lu stari; moiii^yitiij \\\s Proftfctiun icmnf^-^ At^^ck- F^dh 
III . jvd Uitrtfjwjtt, lie modtfled }i|i ofTcr^siv^c imb3[3r7cc by 10 points 
ijjilil he iiigdidj the limit, wbjch he was^blc^to do after havJfjg 
miTvci UP four ic'Jch. 

ckshmg of S}k% 

iJiiring combat, it is possible that two spells may clash with on: 
.ircl!",". In a situation like this, results may vary according to thf; power 
each the opponents has, as well as the spells they are using, Castinj^ an 
offcr-siv' ■ ^pull that wou\6 intercept another Attack spell requires that tfie 
charsct-i in question gets a parallel shot in hrs or her Initiative roll, as it is 
e)ijilniriL''J in the Options in Ranged Combat ;■ ction of Chapter 9. If 
ihe iecon.* player declares he intends to \r> vi i.i.-|.-t [Ik- opponent's attack, 
he muil nvike a Magic Projection Cfie( k and achi*?v(; I'fc result within 50 
poiftti tit his opponent's ability (or that surpasses it). If the player manages 
to iirhif-vi:' this resLilt, both spells meet and n tla^h is produced. 

In ofdDr to resolve the clash, c:ach spcllr.uier rolls Id 100 and adds the 
maulc Icilh'j Base Damage produced by liis particular spell, then applies his 
Powi'! hi'inus. The difference between botli results is compared to Table 
54; Discharge Collision. 

Taiue 54: Discharge CoLitstciN 





I 1 tP 50 


Both spells are nullified 


1 "r'-Jf t«a 100 


nic winner's *pfcll passes through tfie other 
but its Base Damage is redured fay half. ^ 


100 


The lower spell is completely nullified, and the 
winner's spell moves on without any penalties. 



I >■ . ; ■ ■■n^Hk^'a povvcrFiil Lch-J of Pflrkriess. fbey roll 
I'litMttvc i^iitl i^t ^ i^iflTcrcrvcc tfi,it iWov^ then? to inqke purqlld 
ScJctM^E ^hooia ,i P^rk H-e^m with ^ lOO-potitt &j5e Dgmicje 
Is. ! r^xliis, in tjtter 'iespjiir, re5pDn4s ir? iliesgme way, ^tterriptiifhij to 
iiji.L:ictffinbeatti|cke\?er! ihotii^h bis spell orjJy c13li?^s 60 Lire- Polnt> 
oi i^qri^n^e They ^th attack i[n4 receive ^ 15D ^ndj ISO respecti^'ely, 
rnc.inlrHr| Eitpilu^ :iucMC^|!' in intercepting Serej^qdle'5 ilcsch^rye 
Tliry hith fd\ t\>c liio!; Exojiis >^cb a 40, whjcb ht then ta 
&■>■ t'^O puHnb of Jqmqge of" his spell qnj to the tO poirit Power 

PL J, tt)i5 yiells J 110 result Sehenide is luikter 5n4 ^cts 65, which 

he jeU^ to his 100 ilgrrjgge pomfci aRii the 25 Pcw^r pcjint banu5. 
Hi3 fitiql fesijJt qccorJlrKj to fcbiric numbcnr 1^ \90 Comp^rin^ these 
nauib, we fir^l 5efen.a4c ba^ hc^ii E^r^ui by 90 pcJints. ^ereriitie's 
Hi-I thuLiuh iJiclnrhtatcd. and only causing half rts -d^ma^. h^s otit- 
p v,rin.i rxtnttJ^'S'ipcll. 



There iS aEo tile possibility of having two or more spellcasters unite: 
their spells ag.3mst a third spellcaster. In this case, thv sul-I with the ii .F,hest 
l-i,^se: Dnmage i$ treated as the primary spell, the second most powerful 
spell adds half of \lt normal B,ise Ba^e D^m^ige to fivf;- toiiiil Base Duriiajje, 
tht third nloil powerful spcH adds cmL-third of its B.isg D,irr.:ige, the fourth 
most powerfiii spelt aiMj one-fourth, eic 

This rule only apptles to Attack speHs mth direct <UiiTia^e, never to 
Spiri'.u,4l or Effect spells. However, you cin also use it wkh any kind of 
.supi?ri^atur.:il diSdvirge of a psychk: nature, Ki .nbilitic'i, or sp!.-c:?.l powers 
(like d. dragon bra,ith). Only spellc5Stei'=. have the possibility of .idciiiiv- up 
tne [W'er bonus to their spells.. 

Next. E'tfxlLi'i TK?ceives help frorr? tbe psychic P,3J:uia, and c^ch 
i.]ftheri; cgsEs j spell io it^ieroept Scrci?3tl|c'5 nest iiUack. Esoqtis' 
.laniii£)<, plui h\', Poi'^r honuy h ■>tlll 70. .^nci P^zusu's spell bas 3 
40-po(pt h^-x Tb(? mearjs Exoiitis car? 20 ih^lf the damage 
phcjiiucetil by ?^zu5u'^ Psychic ?owcfi to bti riext' d^sb Check 3i^ai'nst 
Serenq4" attack. 

immk Mfiific 

Some ,.n.-l!casters have such rnasiery of m^|it that they can utiFine 
supErr^atural enerj^ies [:'r:sc;nt in the envir'Onnrient without resorilrn^ lo 
their own powers. In this way, t-cy can cast spells without .spending Zeon 
points. Thew types of speiit; ar^ < illed Innate, and work normally wit^ their 
appropriate Zeoii ;: potc n'li.il. When Ciisting .:in Innate spell, characicrs tiin. 
not ui.e any other spell during that turn, nor can they Accumul.ite mrigic. 
If the inni'ite spell has nianitenance, the spellcaster will be able to keep It 
:ictivc without spending magir points, but he is unjii-'e to cjit any otficr 
Innatt spell. Since Innate spells are based on the- concept oF unaeiiiglng 
environmental magic, it is in the hand-i of the GM to iidjust thg .imourit of 
•■ ',ic available in the surroundings anc to give the characters a modifier 
to t! :iNr Innate Magic. The maximum vaiiic of Innate spcMs is reflected by 
Table S5: [nnate Magic. 



T.Afur 55: \w-^iate Magic 



Sorcerer's MA.<m| 


im^lf Inniite Magic j^f^ 


10 to 50 


10 Zcon Points 


55 to 70 


20 Zeon Points 


75 to 90 


30 Zeon Points 


95 to 110 


40 Zeon Points 


115 to 130 


50 Zeon Points 


135 to 150 


60 Zeon Points 


155 to 180 


70 Zeon Points ^ 


185to20i^^^ 


Zeon Points fl 


+200 t 


90 Zeon Points M 



Mystical objcds: conimers mui Amplifim 

Among nil rxisting types of mngiral objir-rTs, two of ther-i .are parikiilarly 
efficient forspclkaslcrs; their particular nature earns ihpm a special rrK?ntlOtl 
in this ch.dpier. They dre Maj^»c CDiltainers and Amplifiers. 

M.'^glc Container? are sitipernaiural objece with the ability to store pure 
magtc inside them and to .lilow speltcasT-eri to rMover \mt erle^g^es, In s 
way, they act like magic batteries iliat spelfcasters can use lO ;^tKorb Zeon, 
Spelk;:iSiers m-iy recover or introdij-c Zcori Poinls into the containers in 
the same way they would vs^ith anoctier character with the Gift - thiat je, !i,t 
a rate equivalent to the.r l-inal MA per turn. As inanimate ob|c<:ts, baucries 
will not re-charge on their own, hjt ipellcasters may re-iiuroduce cr.ergy 
iMG ihtfn arHl thus prt;pare for an emergcnc/. The amount of [Ti,igic th^it 
cm be stored will depernj on the objtKt's power, Most batteries have a 
very Iirri:cr5 space, frorm ."iO to 100 7fon Poi'ns, but vxne of iherrthas* an 
enormous capacity and can hold more than SOO poinu. 



Ma^k Ajnplifieri jre undoubtedly the moH powerful objecvi a 
spelk^ster can ^f^v own. As ri-f name indfC^tes, they have the tibKity 
to incnssse the magic riu'r-j'y u^od in 'ipells. Spellca-^ters usi; amplifiers to 
channel tbcir power whtn they Accumu ?.tc mystical energy. Even if thsy 
have bcvcmJ amplificri, tlicy cjn noL bi; uvjC i^rr'ulLancouiEy to conccniraLc 
iT^glc; ■spelkJiier's can use only one means for channeling ii>elr power ,\ 
time- In game terms, r4aglc Amplifiers give spellcristers a bonus tietwe^n 5 
and 25 Lo thctr Final MA, Mo!.r of them add S points to Finat MA, but the 
most powerful ones mny irri-rv-i^e it from 10 to 15 poMHi respecixvely. Ma.^ic 
Amplifieri that add 20 or 25 points arc almost divine objects. Tf>e tnosi 
powerful timplificrs -ilso increasf the character's Zeonic regeneration. 

)iJ4W}t:. '.vi. I .>30, obt^ij^s^ nry^tical obrilc^lan bf^cclct 

tbi)tfur7dlaiiS3L*.4 +'fO M^iji^c Arr^plificr. When ItaorncstcJC^&ting ^ch, 
ttiis hrincjs hei- MA up to AO, f r?forturiatc[y. findir>i} another an?plifier 
with identfc^l chatgrienstlc? i.v-o\j\(.\ rwt dive her n +20iirr?pl(fiGiticiri, 



lAiUH 56; Magic Level 



11 


75 


12 


100 


13 L 


150 



SPELLS 



Spells arc ;in csseniial clement of mgic taot lusc I hey 'r:prpsf".nt t he true 
power of sptli^caiters. The number of ipclli a charat in- knows indicate'^ ihc 
number of mystKa) aiailrtles he or she possesser.. 

The Paths and M/ya' Lml 

Spells are- organized inlo Paths of Magic. Each Path concentrates 
knowledge- of a particuliir aipc^l of existence and represents a 
p^irLicular form of Influence. T>iere are efeven 
separate P.^ths. cjlvldeid Into two difff=rent 
types — Lower and Higher. The Higher 
ftaltis arc the five that conirol the most 
fundarr»enLal aspects of (Reality: Light, 
Darkness^ &€iatlon. D€5trucr :'.n, and 
NecrtHTiflricy. The Lower Paths arc the six 
tlhaL tantnal the basic elements, souls, and lies: 
Fl**, Air, Earth, Water, Essence, and Illusion. 
Paths may be of Ipin^l 1 through 100, and 
cJiaractcrs are considefed to have loarn^ed a ipc-tl 
for every two levels ihey have athteved. Accordingly, 
speHciistefs regtchiJig level 50 of ttie Patli of Light 
would master the first 25 spells of LigMt. 

The fenrowled^e spelltaiters can reiLh 
Hft'ithln a certain Path -.5 only limited by the it 
H^lc Level, which nepresents their wizardry expertise and 
indicates the number of spells they will be able to understand. 
Ghatractcrs ma^ increase their Level in one Path, or split it into 
ai maiy as they wish. For instance, MajJtt Level 30 may be used 
to master only one Psth v tev«| 30. or two at Level 15, 

The LeveJ depends exclusively on Intelligeiice as indicated 
in Table S6. Still, this doc-i not mean spelkasters will always have 
their ilmic value automaticaliy. Characters with the Gift do not normally 
achieve their full knpwfedge level right from the ^tart. The rwomrnended 
policy is that the GM allows recently created ch.ir.'iLtcrs to develop half 
their n^iaximurn Maa"* Level (for Myslmal Archetypss) and oiily .1 fourth 
of their potent i:il for any oth-gr minted archetype";. 

Not all Paths have affinity with one another, Each Path has nn 
antagonist th-^it rcpreSCinL^i a p<wer oppoi«^[t to their nature and knowlt:dj|,c, 
Fo<i- Instance, Lrght opposes Darkneit* and Creation opposes Destruction, 
Cfianici»"s vvlshingto devetop knowlfdsrf i-n - P,-i-h opposed ro .mother one 
they already master wiD need to im-cs. twic thu Kagic Level to do so, 

E«36|u5 fs n ^pflJJcastcr with tnlclli'^ence 9. This means hJs 
maxlmiirr) migtc levrl is 40, He couEd Ie9tn one P^ih up to Level 
40, or one to Lrvcl 15 and 3ncJtl>er to 25, or ev-sn rour ilsffertnt 
P^ths to TO eadi. However, \ f iuy of ilie Patbs He cjccJc^^s to 
is opptiscd to at?y of th-c i^^tlns he has already ktipw^, the n&s' 
one will do$t hlrr? ijoublf. In other iv^jHi, he wtH ncid to spend 20 
f^^i^iQ Levels to <3ct |ust 10, 




10 

20 
30 
40 
50 



200 
300 
400 

300 
600 
700 
800 



1 



Free Access Smlis 



P.-:th^ ai-e not totally pre-determiJied, 
I wo spT^llcasters of a simiiar 'ewe! 
with mastery over the same kind of 
magic will not necessarily h.ave drntiul 
spells thanks to ihe existence of FrtM 
Acces^i spells, f ree Acr spr -. :in? genpylc 
charms without a particular affiliation to any 
of the Paths, They art: based on the idcath^. 
not all spelkasfprs develop exactly the same 
mysticaJ bases, and that each one will rcEenrtfi 
Spells that suit him best. By choosing Free Acccu 
spelHi, chat^trr« with magical aW-'ties ctistomofi 
thrcir powisx thrs prevents all spc-icastcTJ Ihe 
4arrie Path from being identical 10 ont; another. 
Each, magic Path allows characters to clicoM 
a different number of Free Accevs spelli. This If 
precisely the main difference between the Lower Rnd 
Mejr'hcr Paths. The Hij,Lhier Paths have more spells ef 
th' ir own, but they 53^1^ ^ewer choices of Free Ar.£«s 
spells. On thp otner hand, the Lower Paths hjvt 
fewer spells .^nd a tot more Free Access ^1 
slots. A spelcastcr's number of Free fecesS 
spells is defined by his Ma^ic Level iindiht 
Paih ihaT he hiis m,^5irered. Whenew 
"FreE Access" appears In a Path's sfitH 
list, it means the caster is entitled fa 
choose a jpell from ch^al llsl iF he bai 

Frw? Access Slot. 
There- ere two lirhilaDOni to learninjg iptlls.. Firsts the Ftm Actesi 
I'nay nor oe o\ ,1 hi|heT level tJian the magK option slot. Fc< Instan^e^ jf tJi«t 
slot appears with itie rnessage "Level; 1-30," the nnaximumi If^^l for the 
Free Access spell will be 30. Second, some of these spelts are closed ta 
ceftain F^ths because: iheir naturi.? i- in complete oppositicin to the ma^ 
the Paths repre^er^L In these ca; s, ti Free Access SpelSa can i»t bi, 
chosen usint! that spoofK Pruli. 

Exodlus's rTiiiLji,c level is 4L\ he chooses to sperjci 3II of it on the 
of Ll^ht, cjlvina hin^ four Free Aocess Slots, He chooses to lesrrt 
following spelfs; For the Level ^ Slot Mc5ve Ob|ect5 (le^'el t is 
for LevtilU, sNppety Ahea (Level 1 to 20); foi- leveE 2A. \Jiyit\^ 
Languages CLevd 1 to 50), gnd finaJly for Level Ji, Speed CLcvcl 



Joanne obtains an Etebus 
Armlet, a powerful mystical 




A spcUcnstcr may choose to usj? his Ma^lc Lev^l pomis to Learn s(>eclCic 
ipclls ins::.;d of incfG.^5in;|; his level in one or more Piich^, ITii-i method 
^llov/s for more customiziiLion instead of learning more overiill speHi hy 
ftiliterlng -an enilre f'jth. The Cdil of i pells in '.erms of Magk l-Ervci 
4fsp<*n£i5 on how higli they arc, a"; Table 57: Choosing Spells ill uslrnLci. 
IL ii perfectly pots-iblc to combine both option"; ,ind \n\/es,t some Magic Le'^et 
points on a speufiL Path and others on iingle spclK. 

Table 57: CHCHOsiiSfG Spells 



^■■|Hppt|:l L^VMB 




Magic Level Cos^t j 


2 to 10 




2 




1?to20 t 








22 to 30 








3itD-40 




8 




47 to 50 




10 


52 to 60 




12 




62 to 70 




14 




ic HO 




16 




82 to 90 




18 




92 to 100 




on 






Sptib of Level 81 ^md higher are considcnetJ sfjocial. riiD povvrr<; 
they eritJil arc too elevated to be controlled by niOrtaja; ttic maLjority of 
ipn;l|c:isrr-fs will simply fail to cxccliIc them. Tliib li not to say lhai they vvill 
nal Ln'-erst.ind them, biit rnther th^H the supernatunl n.3ti.irc' of th-it maf^ic 
is IDO !';■■/ for mortal Lise. The use of theM' ^pcll: \ limited to entities w ih 
fnou^l Gnosis to cast thein. 

Tif ire two k:iids of special nia_£;ic: Hi"h Mdj.!.(; (spells of :i I evel 
81 ''.^ and Divirif^ M.igic (spells of Level 91 and above). Hij^h Mrigic spells 
at -iL:£d to crcat-jrcs that have a Giiosii score of at le-nit 25. Divine 
Macic roqulres a Gnosis score of 40 oc above. High rind Divine Ma^ic apply 
only for =,pij|ls of the various Paths; these limirntions do not count for Free 
Acecsi spells when they arc chosen individiimlly. 

mfiiL imtriiclwu 

1 In; amount of time ft^itjUi-r^'d foi characters to learn any jiivcii .speil, or 
to ndM^nce .i Iwel of their Path, is a very subjective issue. Ejch iaellcastcr 
wA fieed 3. ditlDrT.'ir lime span tfi :e;irn, dcpeiviin-i on th( Vve! of the 
ipcll nd the 'ipe 1 1 caster's Intelligciiee. Instead of g- --.^ by ,i 'ixed rule, il Is 
pfcfiffiible 10 leave it to the GM's best judgment. 

Blu, wlwt do wizards learn their spells? The usu.jI form would be to have 
them antess rTTf^tic.Til texts or tutors to draw knowledge frtjm. L( ' om 
thcsi: books or in^irtictors, spel leisters have a real fc-jndrition to Ir - )n ad to 
■itraorb tltc iffdlo. However, anLL-y: to these elements is not indiipensflble if ihey 
."ife .rt^jdv fan'Msar with the principles of ina;^ic. S^llarjters in full icnowledgc of 
the Eupcmatunl principifis '.o c.'w: spells ane abt? to develop spells on their own 
;ind jdt'ance on ihcv Pnth, How they do it is entirely up to them, hor ex,ifnple. 
fpellcwi€rs of tht R[tth Essence v^ill spend iJie day ined!iutin>; and aniiJyzin^ 
iheiTEcukin order to perfeft their knowledge; Aii' ;pelk.a5ter'^ ni.T/ experin^lt 
■Mlti the wind and the weather instead. Si ill, the GM mifit t;ikeffito consideration 
thaLle.ir!-iii[r the spdis by auH-TClidacUc methods should txi 5 lot more dcrfw.ding 
Itwji dC'ris, It i?y instrLin-on. Rem-^^iber also that cliurHicLL-i s who hw^ie invested 
tliDirmtre Migr l.rvel hrwc ii'".o ri'-achecl the ^inlit of their under^iandln^g and 
can not masto- any more spells until they increase their Intelligence. 

umii^ spclh 

Every spell has a base cost, md speMcasvcrs must AccumulfiTe enough 
Zttjii with thfir MA lo pay for I'.t: value: of dac spell and obtain Lhc t>,T£C 
rffpn riewnbetf. However, spells do not alwjys nee<] to be cSit vvitih the 
same magic base value; spell cniters have the option ot InwRtrng more plaglc 
Rynti to enhilncc; its effects. This option car? allow a single spell to cover a 
Wide; spc-fi' um of fimctlqini, dependilig on the power the character dcctdc-i 
to ci.il n scell with. 



For every 10 exG-a Zeon Points spent on patency, tfftas will ^ncreaic 
as shown In the Adifecl Effect section of i±i? speH's description. For InsLai^ce, 
if ^pclkasteri spend 20 points over a speLf s base Vrihae:, tliey md.y add the 
Added Effeftt twice. There is a limit to the maximum vaSue reached by 
f'.rc^ spelt, depending the tih;ir,ac.[er'£ Inlclllj^entc. The IntcHigcnce of 
thK: spcl leister define.^ his abl|tt>' to fortmul^te efficient speils ajid to reach 
a hi^Jitr Zeonk Value. Each spell has a different limit, as indicateti in 
Maxinngm ZerDn wctlOfi of the spcir'j docripLion. This limit is a multipFicr 
thnt must be applied to InfelSlgenc^:- The result Is the spefl's lUtiil ofZeOn 
Pointi. Tilcfc arc five possible multipEiers ranging from Intetligence times 10 
to IIIJW5 A chiiractei' with ittceiliaence B iDokingata 5F>ellwlth "Miu<imLim 
Zeon InlElligence x30" will only be e\b\^ to ca-it It with a nitiximum polerK/ 
of 240 Zton pomls (S times 30). In cases where the clhan^cter's IntelligeiKe 
do^s not eveil allow him to rcacJi ihc mfnimum vatue- of the spell, the 
spellr.isier will be Inttapiible of undersLandlr>| It 

Ejiocjus- casts 3 Create Li^M speK watli liir, MA 30. Tl-je ctrets 
20pointe, so he is^ble tocast lUt^oneturt?. Witb-thciirtt^l v^lncpf 
the spell, he ^crt the fnase effect of (llymiirTatiTT^ ^ IS^fbcrt h^cUi, 
Since ks AotpitTiuli^tipn albws Uiw to ?pen^ 10 wdra Zeon Points, he 
CDLilcl Invent thc&n ta CKtcn4 ihc ^adins gno+lisrlS feet. 

Uter, he prepi^ts to c^st an Arroof of Ught to fullest extent. 
Lwking Into ihc characteristics of the spell, ^ve fimi its majiittrum 
v^luc to be the iT>telligciTce of the trser mtilUpJjed by ID. 5lncc 
Ewsdus ha? an lnte\\\qcrice.of9. he will he able to cast the spell up to 3 
maiKimunn level of 90 Zeot? points C lO times 9?. Ej<[34us ipitn^i- iUfKC 
eijtjre; tuft?s Acctjmuliitinc) the points gnc^ th^r c^sbthc spell. Thcr 
spell's base cost js60 Zcon. (which c|:|vc5 in ATl^galnst Encn^y. Since 
zMxim stifl has the JO pnint^, he can fnchc^^M the effects oftn« spell 
in three Adlc^ect Effects C<ci5ch Ad<hi Effect costs 10 points^ In this 
ii^^se, each Added EfFect .^cids 1 to tl>e spell's AT, glaring tJie Afmarof 
Light spelh final AT of 5 

Noi -I'l spel' effects are instantaneous and Itmporsxy. Many of ihem 
may be muHmTainEd over prolonged periods of tinrve, provided ihe spelkasler 
Coriiinuts to invest Zeon points lo that and. Tbe amcMjnt of Zoon nei:ess:iry 
for keeping such spells acilve cleperKl-s on their Zeoriic Vafuc. Each spdl that 
can be mamfiilned h,as a specific cosi according to the amourit of Zeon 
irT'jrttctj on ll. The spelfcaster rr^ust spend that amount tq feeep It SQ^v^ e<ich 
turn after it ;s cast. For IrtiLance, if trie 3p<:IE has a "1 every tO" Maintenance, 
and It was cast wtth 150 points, the sijellcaster will jtjtcifflatlcally loie 15 
points of Zeon for every turn the ca^tf wishes to .Tialntfllin It. The cost cs 
rounded Lip in increments of fives. 

Paying for nu^ntenance is an Inriatc Ac'ion. Spcllcastcrs automaticalljf 
chain these spells to their essence, and tliey drdw Zeon from iheir magic 
reserve wirhout altering their MA. The spells tliemseives laJkt their 
nourishment from the power of the speJiciisters, sq tfjey Cdn (>e maifltalr>ed 
( ' when the spela-'sters arc -osJcep or unconscious.. In- order to etMj 3 
maintained spell, spcllcasters must consL^ouily dispel iL 

The only fimitation for the nuiTiber of speHs vpellcasters can malntflin 
is their Zeon reserve. " 

Lj^dlSu^^ Armor of Ll^ht Oin bcsastJy m;i£ntaEiKd| for a nun^het 
afttJi-nS'. tn thl^ case, ti costs 1 Zcod Point fot every 20 poEnts of the 
vpelt's Zconic Value. ExoJjtis c^st the spell gt le^^el 90, meaning it will 
cost !i poirjits (lOiFridet^ tsp ftom 4 5} per turn to rrpafntam, Excidlys 
will mgjr^tain this spe3i autorrvatjcally by clr^wing the i>cccs&^fy 5 
points every turn for as long a& he has Zeon Points available, or until 
ne chc3C5Sc5 to PT>d; thf sp(?ll. 

Therr is , f.econd typi' of nrtalntalncd spteli; the so-e.illed "daily" spels. 
These ipells i>a,Ty also have iJieIr dLraiions extenijicd. but Uicir cost ts So 
reduced* ttiat Iratead of spending Zeon Points &y turn. piiynK-nt Is made per 
day. The maintcniincc costs for daay spells are deducted From the casjer'-i £eon 
Regeneration. Tlic cosL^i of all daily (nainyiined speRs arc added together artd 
rounded up to the ne3re.5t fivr, This 5um reduces the aftiount ofZeofi thejiaster 
regenerates each day. If the paj^menl is higher than thq nugjc regenerSitlon 
amount, the exiL«i ponits arr instead taken from liie caster's Zeon Reserve. 






E»cidu5 has two cosily spelb that con^urrK S ^n^j 10 Zaon potnts 
each. If he wrJ5het3 to rr^alfTt^in berth ^pclh, be ft-oulel have tc? recliiice 
bis ijjify Zjeon h^cTTCTi^ttDn hy 20 pnJnte CB 10, nDLHHled up to 
20) Since bh MA k 50 pointe, ExodiJt wotilU then only mgeriergte 
10 Zecm points f^ch day he inaintiKie^ botb i:j3dy spelw. jf be Eatci' 
(35t5 a tbinti spell witb 3 4a]]y mainttfr^anicc cif 2D points, (T?fitc^4 
c>r teccjveriny n^ijgJc Exojus woiilj, lose TO palrrts s^ch 4ay be 
maitttairiied all tbfeedaiJy spells. 

Tyih'sofsydh 

Hiere are six dlOefeni lyptt of spefc, "nmscaicgorizaiion kasbien friarte 

to simplify expt,inFitio<ri ijnd rnake thern easie*" ic undtrstand. Howrvtr this 
docs noi mean each spell bdongs x-q oriiy or»e category. In rnan^ cai^Sj they 
may be m4)(cd and include prapGrtlcs of one or tvvo type* smulUineoysly. 
Tlie rollQwlti|; is a brief description tt\ cAth type anrd its diaracteristiG: 

Attack: Thtme spells produce an attack u|>on a iatT^et u«ng the 
Spdlcastjcr''5 Magic ProjEction as .3 Cambat Aluilty. AH spells of thtS type 
ane ait^ck^ K|ulvaleni w projcctit wcapors with diebr own Base DsimiaEe- 
The;.' attdck Following the natural ryles of diiiansce comliat. The spellDastcr 
docs not use any of the rnpjifiers to Pnojectiile Attack in TaMc 44^ and 
penalties to FraiettJon do nOL apply ftjr addiilonal actions. AtUck spete are 
per fectty visible, but l:li«r supernatural nature inakc*. \l r^ccssary most of 
the time 10 have th-e ability to Stop Ener^gy in or tfer w siJCces-sFuJIy Block any 
<af thcit attacks. They will be r^ardiKt as a f sred t'rapEctile with nespect 
to cafcuiatlnfi penalties [01" tl^e t^iry-jt. Mort- on iH^: p^iirrjcuririties of these 
spe^is cm be Found m the Supernatural Abilities in CH^nbat Surtiiort 
of Chapter 9. 



Only attacks on the Energy AT are capaWe of danriaglr»| Immaterial 
beln^i or those immune to non-Energy based cfamag^. As maglait as 
It may bCf a fire ball will not harm a specter; a mors spirifyal attack Is 
needed for acMeving tlvii wk. 

For cafculatlng the bneakjige of spells^ the Base Damage they pmc-- : 
must be divided by 20. For example, a spell attiick with Base Dsnfiafie of £<J 
wliP h^ue .n bi^akage oF 3. 

Defense: As the name ridicatES, these are spellr th,it .iHow tharaaers 
to yse tl>elr Mag)*: PTOjectKsn defenilvely dj^iaifist atl sorts of attacks. ■Usually 
thej*- come In The form oi' magic shields. h\Jt the^ may havedrfFerentfundioni. 
Magjc shields never apply npegatives for rKeiviffig acWitloral attacks. Sore of 
their partkulars are explained in the Supernatural AJiiilities in Combat 
found In Ctiapcer ¥. Shields iwie perfectly visible ■^hile rn use. 

SpirituaJ; Spiritual spells affect the essence of their tnffEeti. Tliey 
reqtrirt spektcasters to attack using iheir Magic ftojiectiori and receive 1 
m(n<mum darn^ of if?*? on the Energy AT. If ihey succeed, th^ will 
h.iue accomplished then- £o«l, arvd tJie affected charaeicr wll need ta pas& 
the spell's Mft lo iftwid the effetti. If i:he targeted Individual passei the 
Reirstafice^ the spell fails and no further Checks are ■re quired, 

Slr*ce they wof k dlrealy the soul, these spclk are totally inviaibte, 
and those attempting to defend against ihem wiiJI suFfer the Blinded penalij' 
unlesi they art able to sec rnag^ As with Attack spells, characters must be 
aWe to touch Energy in o^vJer to succeed in Biotking them, (f the spellcasicr 
(ails to reach a 10% result ihe Energy AT, the tariaet has awiicled the sptH i 
and no MR will be required. 

Spells that belong to both Attadc and Spiritual cate^nes will 
perfectly ytslble. 




5dt:n^ 4nd her cEijmsy gppr^ntine Kgrlq, j Pairrjgb JMephilinj 



Effect: Thc^f spells prod..Jte aLitonnatK results on llv* envirorimcni 
■ I on spclk.v.iei- . ihcmsel\'*5s. Tf>ey usually haw poslt|y& fonsequeriMS. 
so they nrt infrequently m«t with Rasistunt^, SpeJIcasters will use thenn 
far such, varied taika ai lighting; a room or matenalizing an objject. Like 
SplPlual ^pfHi, they tiin r>CJt Hie perceived by Lhos-c unalilc to see magic. 
Tbclrnesylts lovA-vcr, ;iri' nsn-illy vif.ihjl.:- to eveTyonS. 

Automatic: This is tht' ino^L coiriplcx L^ilL'^Qry on the list Spellcasters 
rk) not need tr. their Mflgic Projection upon iJirgetS In ortier lO affctt 
them; tlvj only thinp ncteasary lor the spell to be fffirfonm^^ i5 the fulfil I inenT 
□fa (.ert;iin condition ttated in the ipell Iticlf. For iTistance< the apell M^rk 
<3fh-v requires thnt ihe targeted ch^1racte*■s k>ok ri^sht Ai the enchanimenL J 
Thest Epfllls. rirc usually also Spirit uai, if tli,Tt sfipuid be the Cive, tiie targets 
who Mill the condition tlaat set if spell off wili Qutamaticaity r>eed to 
pri^'i ific MR. If the target pd:isei "ir^ Cneck, he wHi be immune to tli(- 
effcct', ijl fhi; -ipell even if l>e sustains the melton (such as not lookint; iwny 
from riark of Fciar). If he dor?'^ so nfter (ifteeni secoRCis (!) Comb.it lurns), 
he needs to pass l.hc MR Check nigain. 

It is Importanl that these spells bo dcady differentiated fn^'m thOK 
simply With area effects, Are i Attack or Spiritual spells require ,\ spc?lcaster 
to p^i'Z a MiTgIc Projection Ciuxk ngnm^it his target's Defense, whereas 
Automatic spollB take cpect immediataly on the individuiis who fulfill the 
tondilKjn slawd in the ipell's description. How;.vc-i. Automatic spells stfll 
deiTrjind :i sprl'f ristcr to m.^ka a M'n.gif Projectjon Check rbr the spefl lo be 
iuctcutL-l and to manifest in the dcsi^atEd p<lacG. 

Detections I hese nn spcr aliped version? of Automatic spells. As 
their njmc indtalcs, these spells .ijIdw sp>Eii-c.i.5ters to retrieve jnformJtlOfl 
nbcijt ihe chiiraclerisF-its and location, of people and ob]Ects whenever they 
fiiil thd spell's MR. Detection spells can be 'esisted by some mj^ical effects 
nndihf' Ki Con:C(iliTient Ability, 

Cmnm Sjfcli Features 

E«h !spefl has ic' own specific df^^cription, but there are also certJin 
gHKfBJrulia that apply to most spells. 

Affectable Presence: All anii ;. inafnmaie en title i have a 
spiiiiLul -"ijrcc that indicates how vulnt:rL"iblc thc-y .i".? to mystic.il .i.5ilities, 
whirl' li tilled their Affectable Presence, Likewise, every spell has n Zeonic 
Value fhat represents its power, which ■■ depeiidant on both the nature 
of the ipi'll itself and the capabilities of the cister. Thf higher a t?trget'i! 
AffcCtJble Presence, the higher the Zconic Value needed to fully affect the- 
wr^et wifll maj^ic. In some cases, JW'-- Zeonic Value spells witi work on to 
a le55er extent, and in othtT; they simply will not wor^ ;il .^11. 

Sane spclk allow a caster to distribute the effects -nf the 5pell amongsL 
multiple tar^ti, as long as encf individual's Affcctabie f'.res^« is Icwer 
than ihe ZetNiic Valu:' of the ipell. Other spells may allow a caster to 
incr^aK ihe effect on a sinpje weaker tar^e'.. Generally, the presence of the 
flquipmfint dvirnctKrs ■r:3rry with thenn j"; I're.idy t^kc-n into considerailon in 
tht ipcll. This IS not To iay E-hjil spellcasters can affect all inanimate- matter 
Lhey com* into contact witti. but clothes, weapons, Fand backpack contont* 
Y' ■,■.!.-!';.■ ."vclucfed. This rule excludes artifacts with 3. FVesencc hl|her 
than 200. d: 

I he bsix jpclJ P355 WitliDCJt LeavihtJ Tr^oe ii*^£[[ effect up to 
.1 iigKimiim Presencie o\ 120 poir7ti. but it can infliJcj^ce several 
n^^^v•^:iu.lh ih [t5 viiut ci iplit. Jt €au\4 bc on ft >1ng]e 120- 
.h|ed:, -two 60-PKScticc su^lcds, one Hfb|ect wfth 50 

■int"- In J, tvjn wHh ^S, linA •^a jni^h. 

Allowing the Effect: An MR C'v. ck is not always nKCTiitry to know 
ifn tsrtain ChfirnClur has been dffecteiJ by a Spiritual spell. Those indivjQuah 
wtH5 vfllufliarlly dec'--Jre their desire to be effected by the mapjic wlH nol 
reqmra a ReiisL^nce Check. 

Target Selection: Sjellcavlefs wall only a[(ei.i the targets of" fhfflr 
choice unless otherwise explicitly ^taKCf. On the oLtier fi.jnc-, Lfity wlH not 
be jti'c dD-Leicft L^r^ts inside a riidius unles> they .ire peffectly awai'e of 
ih-ir existence. 



Base Magic Resistance: All the spells that require MiagK RKlsiantc 
have l!-iL:.r D I'iculty levels specif-ied in the description- Howei^r, some 
Eftect'iype ipells, which usually grant positive Stabfis, happen lf> be 
voSufltarlly respited. In such taies. as lorg as the GM deems It necessary, 
t^tstm spells can be treated si having a Difficulty of 120. iBtar In mind this 
rule can only be used when the speK is directly affecting the esserxe Of 
Individuals who state their will to resist, not for cnMrDnmejitai spells. A 
dijiracter hiding out rn a d^rk place will rvot &e ^rzf\vtd the chance 
rcsisbnfi, a 'is'l-l 7,pc-' l^nt seeks to iflLtmin;ite his hicieaway. 

_ t^hostly Spells: Some irluiory spells possrts a j^hoitJy nature; they 
are so beUEvahki that targets ^ne truly convinced they sre suffering their 
conifi^tUences. No?1e of the dainagc caus^ytJ by ar^ oi these spells is re^^il, bwl 
the decefi/ed indivtdu^ii doet not re£0|nl2e this until the spclii ends. ThoM 
who die at the h^niS^ of a ghostly spel? iire autom.itically left urtCtmscious 
<ind remain in that state for wweral hour^. Addifioncally, if the damaj^e 
received: is so gr^rat as to produce .t mortal critical, the character cani 
iSctuisHy die of cnrdhc -riilure. 

Every 5 Turns: Characters 5.ubiect to a supernatural effect as a 
conscque-nce of failing an MR Check arc entided to a new roW every 5 turn^S 
tink:SS the spelt indieaies otherwise. For mslance, someone affected by a 
F^ralyze spell would not be <ib\e. to move for the foUw^mg fn^e turns, but he 
would get a ne^v noil In the sixth, later at the efeventh, etc Only mr^iintdlned 
spel^ allow tharacierS to roU for a new l^sistaRce. Spells that produce a 
sustained effect ^fier finlmg the- Clieck (^ind do not re<|uire mdinienancc^ as 
is the case of Destroy Memories) do not grant new rolls. This rule tipplles 
Cii'ii)? to effects resJstible by MR and does rot include a;iy c'.'urr vyps-. 
Resistances. 

Change in Magic Resistance: As an exception to iJhe previous fule, 

all characters art entitled to a new MR Cheek if their Magic Resistance is 
temporarily (ncieased by way of a supeniatcira! eflfctit. This is to say, someone 
Qlfected by n P^■^nillyze lp^i^l effect may repeat the MR <f an Increase Resistanrce 
spell is cast upon him. There will be on'*/ c.^tig Cfiock per supernjtunnfc efrect. 
A character Ip possession of a magic rlni; that applies a bonus to Mft wjlii not 
be .lilowed to put it on and take a off over rind over .n order to repeat the 
Check evei-y turn until he passes st. No matter how many thnes puts it Oti, 
he will be allcwcd a new/ MR Check the first time only. 

The Ajfeivmee of sydls 

Just 3S There are no pre-established formulas for spells, there is no 
nrason why they ';hou'"ri ah' hr p-errrived li' the Mtne way. Whefl It conies 
to ciisLinf; them, every sorCi.rer ha^ created different m,3gic, grKt thgnefofie 
iaeir spells may also h,ave b different look. It is not plausible that a Light 
Beam spell a I v. ys manifests itself in the form of ,1 fine ray of light that 
piercv-s throLig"! everything. Pliyei's hav<- bs ul..' freedorn to deiiCnbe 
the look of their spells the first timt' - ■ / ■ tif m, nnd of give them 
whatever shape they choose. Once diescriiaeid. spells should always fcllow 
ssmihar guldeilncs so that effects have 11 personal touch. Let's take a Fina Ball 
as an example. The most trndition^l "shnpe n. th.it of .n huj|[c flamln| sphere 
that springs from the sorcerer's hnnds and bursts v^hen it hit-S its targets. 
However, the tiimc spelt may t^kc very different forms depending on what 
the sorcerer h,is in r^ilnd. A sa*"te*^r known as 'Tile Dragon" tCHJid dcdarc 
that his spell ars shaped like a triack flame dr^gOR thai descends fiWi the 
sl;i^s and bursts once it reaches his target. Or, some magical symibols could 
be d' iwn '11 the affected artd then. Suddejily hurst Into flamei. 

Spells of a morf^ my^.5l tendency .^re .j\\it> hkely to iidopt some umjaual 
itylcs. The spt-ll Blessing could vary well mi^raeriall^e in the form of two 
wilTjg^ of light growing on the charaitcr'j back, and the whoie radius fills 
with white feathers. It is aH up ic the player's ^mngmation. But rcmcnnber: 
The W(Ty a spetl iis perceived does n&t moj^lfy the existing, effetts in the 
least, nor add new ones. The character with Blessing may |row wings, but 
he will not acqutrc the ability to fly, and tfre feathers will be Q-f FHJ tJSe 
\.o h\m. Ail In all, the appearance of the spells 11 |3ure HoSlywoc-d, and 'ts 
only purpose Is to collaborate with a propitwjus aOmosphert that will hcip 
players experience the mysticism of magic. 
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Ma/jU Kitmh 



Until now, we lijve focusedon 5pells that require only a 
few turns' prep.ir.:itiorv. Sonnetinips speJIcssster? will ne<^:1 to 
prepnre their speJIs for duiys sn order to obtain ttie des-irtd 
fjffccts. Magic rituals arc ccrcinofiics that spelliiHstcrs 
perform to itxrea^e the potency oF their spelli, or to cast 
^pelh their Intelligence would not .norm.illy nillisw them to 
caal. Spollcailcrs may add a bonus to their Intelligence 
in ordiif to calculate the maximuni limit thtir spells can 
n":.ifh - depending on the .imount of tinne they e'"^ploy. 
Unfortunately, the ritual :iI-jO incre.ises the sp 
ZtionK Cost, whi<h is mult plied au ordin^; to ~^ 
compk-x t/ level. All these effi-:cr< ire d(-<.cribed in 
Table 58: Magical Rituals. 

No two magic rittials are uiike; tlie/ vary 
.[[.eortlinj; to the kind of magic charac ler-. and 
iric knowledge they possess. Rituals LM'.ally involve 
!>up('rnatur.-,l components and satrrjct";. The GM 
should esi'.:iblish the requirements for each ritun:l ^jnd the 
components spc'll-L-isturs must be furnished with. The GM 
may even esi vblivh th.it a certain ntunl is to be performed 
exclusively on .i specific day of the year, or amfdsl a storm. 
An OccuM Check •^v^y ;iiso be: a requircinent for knowinj-; the 
precise method. 

Table 58: A4ag[c RfiuALS 




1 Preparation 


INT banuB 


Additional ■ 
^ Cost J 


One hour 


+1 




An entire day 




Two tinnes | 


I'hrcc days 


+ 3 


Three times 


[■One week 




Four times 




+5 


f-ive tinies 



4 



Bj(oi;i|ti5 wtsrics to <|;ttempi ^ wry poi^'erfLiI h^vd by Jjynt spell, 
The spell'i dlesGrtption InciiGates lb maximum level is Intel^jgenoe 
x30, which me^ns Exodus would rjormglly he g^ble to cast, it gt ojvly 
g 270-point rir>3?tlmum vglue. However, ExdJ us spends g 17 eritireday 
pnepau-hg ^ ritugl gnd is thus gbk tD inoease his Intellj^ena; to IT. 
This allows JiitTT to rtaiJi 3 rnaKirr^um Icvm:! =pf 530 poin^. Huwzifct, 
the ritual double? the spell cost, fcrdog km to ^pcnd 660 Zson 
fnofnfe In order to t^st 1t, 

M/yrr Grinwim 

A magic grimoire is any <;ort of manuscript that lists spells. Grimoires 
are dimply "Mafjc I heory" text books that initiate spellcasters on the basics 
of the supernatural. Characters with the Gift may cast the spells found 
within simply 1,/y following the instructions even without knowleGL',L' oi 
fhe spell or ot any othfif spf^lLs of the 5a P.iih. hlowever, since •'it^ 
Inlcrprctinp, magic and following wrfttcn ordcrb, spellcasters using grimoires 
mijst automatically reduce their MA by h.ilf. The use of a gr*mQire doe^ not 
pndow characters with any adcflcional knowledge; they simply rec 'l' and 
follow the instructions. 

Grimoire spells .:ie pre-dt:termined ;ind cannot modified when cast; 
their Zeonic Valuta is li>i'd. When the Z'^-iJnic Value of a L-iimoire spi-ll s 
hi,'.'M:r than the character's Inte'lige?nce allows him' 10 t 1 ximj->ly cannot 
-r.:- It. 

Some Sp^i ■ a-e directed aL very specific ends, whic ■ ■ ■ anotlier limitinj^ 
fictur for '.he M.irci.-rer using tlie j;,rimoire. If a sorci. jr has written a 
Reci'e.ite 5peN with the goal of neiireiiiting ci lost eyeball, this spell will noi 
work for recreating any other body part?, except eyeballs. 



tvUi^k Appraisal 

M:a^ appraisal H a vil^ ability ibc 
ipelka^tm. As c>;plairked in Ch^pto- ^. thii 
flttHty permltE spellcssters to measwe anc 
rsoD^Ize rnagic, a& well as (□ h'tt\s K froiT' 
oiJicirt. SpeltcastCTS ms^ use II ro detect 
m^lcal beings and oth^r bearers tJie 
Gift, il is a Passive ability, and playen v/ho 
detiarc that \ht\r liiaractcrs are bdn-^ 
attentive to the iriagic fltictunijon 
iiround them are entitlf^] iq n- new 
roll each lime tfiey encounter any 
ma|ical (orce. Ir>cidentaiiy, it wiR ilso 
nl[^ spellcasters to conceal their 
SLpernalural power ajid spe^ii PSssi^i'^, 
i:wen in dicir sleep. Those attempting to 
anaiyZjf d>c level of i^ower of soriwone 
conceiillt\ii; their ma^lc must piisi an 
Opjosec Ability Check. If this OjecV 
succeeds my more Shan ACt poi^ita, IhE 
rn 'L^icjl auni □rourHl the tiirjjct cnn be 
pi-i -eived- H the diffc-rencrf Is more than 
80, th-:: spciicnster wilt be able ta mc.sunE 
hi', 'ai i'et's p&teritial compared to his own. 
It i=. extrenifly difficult to conce-i 
supernatLin;l power while Acciimuiating magic, 
for ■■ ■. reason, ijjc^lLaiUjrs neceiVt a penalty 
to ' ■ ■■ Magic Appratsji equivaSent to twice tk 
7e( 1 Points ihey have Acrumul.i^ed wfi4?n tr^j'in^ to 
canccp.i their pov/; r. Ic; addition to this, there are other modifiers that could 
influence n spelicailer's Majic Appraisal ability, as explained in Table W. 

The abillir may ai^o b'- used to r^^cognize spells and effeeti. The 
Difficulty Ll'V( - i. f 'I'l 1. 1- I must pass i- ibject to the coiriple><!tj' of tl^ 
s|- :[l {st e Table 40). II fu. -.p'.ilcaster wishi •, o conceal the .spell, he' nay 
u lis Magic Apprariai as an Opposed Ability to decrc:ise the ability of the 
examiner. If tKe character knows the spell lie is examini^j^, he tdC apply a 
■ 40 bonus to his roll. As for magical objects, it is in the hands of the GM to 
decide what Difficu-ty Level to rissig"'. to each. 

Taplf-: 59: jVLagfl DETf:cTl^>^f 

The m.igic source is more than 60 feet atway -70 
The magic source is nnore than 150 feet a.v,i/ 40 

The magic source is more than 300 feet away -80 

The magic source is more than 1 mile aivvsy -120^4j| 

Environment iiightly charged wilh magic" -AO 

Eni'ir.-^iiment str~- char - ' -dO, ^ 



i ritual 



These modifiers will only ipply to detect .1 ■speed ic magjtcal eiefuent 
in tlie e'lvii onmtnl. 



Tabii-: 60: Magic AisfAXYSJS 

flmUlpell le' 

1 Medium 

• Difficult 
Very Difficult 
Absurd 

Almost impossible 
lmp<3\siblc 
Inhuman 



Recognize the nature of the: magic 
MflgK Lcves 10 
Magic Level 40 
Magic l\:wr- 60 
Magii 1 eve I 70 
Magkc Lev^H 80 
Mr.gic ifvt^l 90 
Magic Level 100 
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SPELL DESCRIPTIONS 

What follows '. , I list of spells in the Eleven Piilhs and Free Ai.t L-^h 
mapjc. Ihr foHowir ■ irmation is specified for e.ich spell; 

Level: Thi' number represents the Mapi< Level chilrdCLt;' must invest 
in opjrf LO use ■ ■ ipell. For ex.imple, n ; :ell''."';t.er wItH <t Magic L«vel of 
40 in J '.pcitific Pritfi would knov^ all the speli'; of the Pnth up to th-ir 'evci. 
U aJw ^Jetermines the cost of the spells in c;"..;.' ^'layeri wish to select thern 
individmlly. 

Action: Spells may be either Passive or Active Actions, dependiniJ on 
their I ■iHire. 

Cost Thii IS the .imount of Zeon nefessjry to r.L';t thi;^ spell at its base 
level. Sf>clkjiljey"5i without enough Zeon to j.iay for tht oai.e cost of the ; oell 
arc rn'if r-hl'- ro use it. When characters spend the H.quiret; Zeon poiiU--, 
'ne h ■ is produced. 



ErfacEl Ti- 



the description of the etfec. v^fhen the base cost ^ paid. 



ftdried Effect: The pov^fcr of tlie sp;.ils m^jy be in- • isrd by investing 
Jdiii"lun.il Zlum Points. This section inov^fs hov;' the cticct is enhanced for 
every 10 nts the spellcaster adds to the base cost. 

Maintenance; Some spells may have their duration exiendod by 
conliriiii!\|J to invest Zeon Points after c ..- . them. "No" me-ins the spell's 
cfferr r.innot be maintained. For those sp lis that can be maiiitr-.irnjde the 
cost will depend on their Zeonic Level. For instance, if if .■ ^pell with a 
c'Krf 10" miiintenance was cast with 150 points of Zeon, the spellr :^sler will 
auiomiltolly lose 15 points of Zeon for evci y turn he wishes to maintain it. 
Theiigur* in parenthesis is the maintenam.:.- ."'ilrcddy calculated from the 
spel^ii:^isc value. "Daily" means the value Is %o low that It is paid daily 
Instead cf on a per turn basis. ^ 

Maximym Zeon; There is a limit to ;l-'; > nount of Zeon that 
may be sif>2nt on every spell, and it deDC'ics on the Intelligence of 
the spclltaifcr. Thi:ie are five different limit:; to the maximum Zeonic 
L«'>¥l - intclH^^ence xlO, x20, x30, x40, ana ajO. A ■ ■i.ii .icter with 
Intdlifience 11 attempting to c^ist a spell v^fith a maxi-"num value of 
lntrill|iHl£c kIO should mi-.-.-, sure that the Ze onic vakie of the 
5pel3 dOK i^ot rise abovt- 120. 

Type of Spell: This specifies the type of spell. 



FIRE; The first of the four Lower Elc-mental Paths rule* cft/ifrr high 
temp-srstiares. These spells gener-jt-e h^r\t and fire, jfmI lln;y devasiate lari^ 
ane-as of fiuid. l! ilso cQfit.iln^ s.^crHlc:e ench.inTments That consume i-et i. n 
sidci of an mdivirfuaJ to bring up others in turn. It is a very offensive I , ■ ■ . 
The Pliih oppoifMj to Fit^ Is W^ter. 

WATERl This Flement \-,om a vadety of diytr>^lny concepts. Thh is 
the Path that confers dommkjn ov«r liquids and the purity of thangSv It also 
reprewrtLs the power of ke and lew temperatures. Iti power is of-fefisivGly 
^an<i tfefensively b4"^J3^^e^l, The Pcith opposed to Water' is Fire, 

EAEt'TH. Earth k the power of :ne plani.i, stones, and minerals, It 
is the most substantial of majjcs. and it governs the laws of physici - like 
•■r ivity and miiirincbiJn. Its influence over ifirils :ind the immaterial is ven/ 
li rited. farth spel's -i'"e the m.a.eic of resistance, endurance, and siowntss. 
I rih- P;ith oppoM-'d to f rt'i IS Air. 

/AIK: This is the Path of thr^ ethereal anc Incorporeal. It conlalrtS 
movement and sp42ed spells. With ils power, sp-ice nay be .I'twecf md 
Dodic^ maj' be tr^sportcd irom ofK place to another. This is also the Path 
in ch irg)^ of the weather and electricliy. T>ie Path opposed to Air l^i Earth. 

I Iii^KN'L_h: &-«enc-e conrrols life and s^ouls. This Path has control over 
.s[)!i-its and natural beings tJiat belong to the world. It is also the Path of nature 
and ^jfllii of 0 druldic on^n. f he Path opposed to E^^L■.■l)u' is Illusion. 

ILLUSION: The power of this F'aiK giVeS 
spt'llcastcrs control over Deception and Illusion. Spells 
can alter reality and the way it is perceived, li - -'fh 
opposed to Illusion is Essence, 

N El RL)M/A N L Y- Necromancy is 
a perversion of magic. Wfiile the rest of the 
Paths derive their power from the network of 
souls, these spells destroy the essence of liifr ';■/ 
stagnating and perverting the souls it uses. ' 
power gives back life to the dead, dest! oys 
souts, and drains the life and essence of 
other beings. Necromancy is opposed to 
the rest of the magic Paths. 



Tk Pfilhs of m^ic 



i,lCHT. this is the Path that confers dominion over one of the two 
Hijfhcr Elements, pure light. It controls man's most positive emotions, 
iuth \c/t, pc^ce, and pleasure. Light also regulates knowledge and 
dwefllDn. It', offensive and defensive powers are very j.ilanced. The 
Pndi DppohK to Light is Darkness. 

1 ','',!■' [.'jy Darkn-css does not gov.::rn the absence of light, 
bui r;ii!i.,r .[ manipuf'.tos 'J]e very power of Lht.- shadows. It controls 
ail riEir,ilrii? omotions, such as fear, -inger, and hatred. It also represents 
the paver of secrets, among which concealment and obfuscation are 
intludcrd. L-ke Light, its power is very well balanced', fhe Path opposed 
to CMfkiif."., L!.^ht. 



Ct"'-t-"- ION: The power of creation is the magical ability to 
orjfanrfE .'ji'id alter the reality that suri'ounds spellcasters. These spells are 
abom #1^^, hcaliiTg, nnd creating thing";. It is ,i distinctly defensive magic. 
The Pnlli opposed to Creation is Destruction. 

PEj"^ \i.VC hON; T-:n;i fr.th allows the caSter to channel the power 
of the- Flow of Souls, turning it against reality itself. These spells affect 
bath the material and spiritual worlds. It is a natuniily o^ ; sive power. It's 
oppo',' by the Path of Creation. 







St' 



Book, of Light 



CF-cAte LJgIsC 

Level: 1 Action: Active 

Cost: 20 

Effect: Creates light in a radius of 15 feet 
Added Effect; MS fe<:t mdius. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (2) Daity 
Type of Spell: Effect 

Free A ccL^^s 
Level: 1-10 

Induce Calm 

Level: 6 Action: Active 

Cost: 40 

Effect: Calms individuals feeling fear or hatred within 50 feet 
of the caster. Makes any l-ear. Terror, or Anger States disappi. ir. 
[■vni if of supernatural origin. It does not prt;vent violent actions 
de liberately done in cold blood. The MR or PsR Check to overcome 
this spell has a Difficulty of 80. 

Added Effect: 1 30 feet to radius and i-5 to Mf^ or PsR 

Difficulty 

Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell: Spiritual 

B Tin din? Ffash 

Level: H Action: Active 

Cost: 50 

Effect: Causes a sudden flash of light for a radius of 50 feet. It 
b'.inds anyone looking at it when it goes off for as many combat 
turns as he faNs the MR check by, divided by 10. It is not possible 
to ciesignate ■.pecific tarj^ets within the flash, and everyone except 
the caster is equally affected, Characters can resist this speil by 
passing a PhR Check with a Difficulty of 140. If someone is actively 
avoiding looking at the flash, the PhR Check Difficulty is 80. 
Added Effect: > IS feet to radius. 
Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell: Automatic 

Shield or Lighc 

Level: 10 Action: Passive 

Cost: 50 

Effect: Korms a barrier of Enei'gy tlia* protects the caslc-r from 
any souixe of attack. The shield can absorb up to 300 points before 
fjreaking. but is only damaged by supernatural attacks. Impacts based 
on Darkness cause double damage, 
Added Effect: MOO Resistance Points. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (5) 
Type of Spell: Defense 

r'lT .r-'ivr- 

Level: 12 Action: Active 

Cost: 50 

Effect: This spell improves th'"- perception of the ' -ster, increasing r 
li's secondary abilities of Notice and Search by -i-SO, it also S 
increases his Magical Appraisal by the same amount, but only ™ 
for the purpose of detecting or m' .-isuring the magic potency of 
something or someone, not to hiclh it. 

Added Effect: '^0 to Notice, ii.-.irch and Magical Appraisal. 
Maximum Zeon: Intelligence x10 
Maintenance: 1 every 10 (5) 
Type of Spell: Effect 

Free A ccesi 

Level: 1-20 



Aritidr eif Light 

Level: '6 Action: Active 

Cost: 60 

Effect: Forms ,1 mystical armor with AT 2 ^ .inst Energy-based Af ^eli and 
an AT of 1 ag,iinst all others. Although it co ■ is armor, it dees not t^uLnit 
an [idditional layer of armor foi" purposes of penalties to Initiative. 
Added Effect: 1 1 to the AT. 
Maximum Zeon: intelligence xlO 
Maintenance: 1 every 20 (i) 
Type of Sped: Effect 

Bani:^li bh^iJijY'. . 

Level: 19 Action: Active 

Cost: 60 

Effect: Destroys shadows within a radius of 10 meters. Any ea' :r'r-^s 
based ii'catures wuhin the radius must pLiSS a MR Check with -a DiiiiLulty 
of 120, or lose the double their F,.nlurp level in Life Points {Dam,".ge 
Resistance creatures increases thi'i amount by its D.^mage ' ; 

multiple). As long r.^ the sped is maintained over the trcalurcs. i iey 
must do a new MR Cheek each combat turn. 
Added Effect: ■■i-20 meters to radius and ^ lO to the MR DiftiLuh-.: 
Maximum Zeon: Intelligence x10 
Maintenance: 1 every 10(6) 
Type of Spell: Spiritual, HTr ct 

DciCCiCt Negative Emotmna 
Level: 20 Action: Active 
Cost: SO 

Effect: Delects any negative sen timer: ,; such as hiitr("d, f t. or 
anger within 10 meters oi the aster. It also senses creatU' es bi-sed 
on such emotions. Resisting v,-,- spell requires beating a MR Check 
with a Difficulty of 80. 

Added Effect: ' 20 meters to radius and i-10 to the MR Di'ficuliy 
Maximum Zeon: Intelligence x10 
Maintenance: 1 every 10 (5) 
Type of Spell; rj>etection 

Light B^sm 
Level: ?7 Action: Active 
Cost: 50 

Effect: ProjectL j Dcam of Light based magical energy. Lf^ht i!-: irn 
is an Energy Attack Type with a Base Damage of 60. 
Added Effect: ' 5 to Base Damage. 
Maximum Zeon: Intelligence x 10 
Maintenance: No 
Type of Spell: Attack 

Fr,-!K> A iT r- : ^ 
Level: 1-30 

Hologram 

Level: 26 Action: Active 
Cost: 40 

Effect: Creates an immaterial luminous forn' with a mnximu'" si/.^ o, 
thrL*^: square feet. The ra-'er can give the hologram th- ripearanc 
de-sires, making it very difficult to lell it from sonr- ining re ' n 
a creature, it can perform any inhuman action *"he caster wishes 
nlimic the physical abilities of the f.aster. If, for example, the hole 
to simulate an attack, it uses ilie combat ability of the caster. I he hok 
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touch anyone nor be touched, but if it receives any dam,age based on Fnerp.^; it 
disappr irs. To detect that the hologram is not real, it is necessary to beat ,i Nolice 
ch( ■ k agnail ist a difficulty of Almost Impossible, or Search ;': --iinst Very Dii'fiiuli 
Added Effect: 1-3 square feet to maximum size. 
Maximum Zeon: Intelligence x20 
Maintenance; 1 every 10(4) 
Type of Spell: Effect 



Bond& of Light 

Level: 29 Action: Active 

Cost: 6C 

Effect: t ist bonCi of \f}M thai nold the dcsipnalcd tar^^et immobile An 
•nr.vrk IS nvKje uiing the rules For Trrtpplni;, iilthough che cpster suffers no 
pcnfiliy [o his Ability for perfcrmmg Uiis tn.meuver. The boiidi use .n Strength 
of y Ibr uny Cficcl<. If anyone tric3 to hrfp the person Trapped, the Bonds 
of '. a:-"- frf'.iTErri as an Errergy vveapon with .i For:itLide ol 10. 
Added Effect: ■ t to ^trensglh for ill checks 
Maximum Zcon: Ir^iclll^t'-'tc x "C 
Maintenance; ' every 10 (6) 
Type of Spell: Attack 

Concrot Light 

Level: 30 Action: Aciivc 

Cost: '-n 

Effect: Motlifnes and i:oriirols tiie forrn. <rn\o\ . or intensity ril ight In ;t 60- 
fout '^.d'lji,, If cast 3t Li^ht-baMid bcinj^i. they mu:jl paii a MR Check *Anth a 
Diff-riilty of BO or th§y will fall under the control of the caster. A creature can 
;)iii/ I 'Je.it the t.\\cck if H "i ordf-'red 10 do Somet'hlng ajfUbrisi its r\i>Lure. 
Added Effect: - 30 fccL to radios and ' S to MR D.ftkulty 
Maximum Zeon: 1 ni £ilk^,Y ncc.^ x20 
Maintenance: i t-vpry 10 (5) 
Type of SpeK: '■piriEuaf, Effect 

Level: 37 Action: Ac'tv? 

Cost: 60 

Effect: De'.cci:. any life-form wi'^hin fecL. The ipcll on-l^' delects the nuinbcr 
o if'-'brms snd Uieir i . locni m. Kci-Lting the spell requires beatinE; a MR 
C .-.k with J Difficii'iy ■' " 1-10. 

Added Effect: 30 feel to radiuiand ■ m to MR H -...Lilty 
Maximum Zeon: IrteHigen^e xlO 
Maintenance: 1 iri/ery20(J) 
Type of Spetl; Detection 

Access 

Level: MQ 
Spf of Light 

Level; 36 Action: Attive 

Cost: "00 

Effect: Ci t'dt-es :i •j^'^hiW -ight t.-.l enerj^y iKiii moveb ,is wtihed by the ea^i^r, 
. h i light Value of M, for a maximum diitanet of ont mile. Through it, the 
c..!:-.i:.r c^n £*^e and hear as thotJj[;h he were present, but dcmg so overwheln--^. 
hii bo6y'; VSfises, -.md he tjn only |>er-i:ei^e rhe worlri Th("Oy|h the ^py of I ight. 
Each ccmbat turn the caster decides if he will sec throui^h the Spy of Lijjhi. qi- 
hi', oftvn ssfises. The Spy of Ughi has an ability ai 100 at Mobce and Search. If 
LL i( ked, ft tan ile-ferxl its«lf with tlie Mvigic Projection of caster. For piirpiiii*ei 
I 'alive:, it acts when its contnullcr does. It is only poiiible to attack il with 
.11 ■"■ -.t k'., althouj^ti it -.s desErxjyed If It receives sny damage. 
Added Effect: 5 lo Notiri- arH ^'-nrcK and -1 mile to range 
M;iximum Zeon: In! el' ivcncc x20 
Maintenance: 1 overy 5 (20) Daily 
Typ(? of Speill: f fr'eci 

Level: ^ Action: Active 

Cost: 

Effect ■.vi^t-ll m I cwi titles iviyarie aflVcted w.ih ,i fei^ling of i.nitr ei;:^!'.b^. Tfne 
«nsaliDn o1 pleasure Is so powerful lihat the victim's scnies an; complctjtl)^ cksuded, 
he receives a -"JO AH Action f^'nalty white .iffected. However, the £f>eirs ^dms 
art also ct^mpletely oblivious, .wv] Imrnurie lo -iny pwn or t>ther jfflictiofi twsHl 
praijilty, except Ihose for actuiiS/ being physicalty incapacltatcti. The MR Chocis: to 
fifsif,t ip«<l hicLS a Difnculty 0Q. and effects ^ nidlus of 30 feet. 
Added Effect: 30 feet to radlui and '5 LO MR Dirfkulty 
M.-iximuirt Zeon: Intelk^^cnce x10 
Maintenance: 1 every 10 (6) 
T/pe of Spell: SplrniM^ ' 




Bdtii^h K'Sgattve Emotions 
Levef: 'lO Action: Active 

Cost: ' ) 

Effect: rcm|x:rarily bantihes ary negative SEntlmcnis such as hatred, fear, or 
silver wiihm 300 f^et of the ir.iF.(*r. Rtsisting (he spfill rtjqutries beating .i MR or 
PvR Ow h w-ih I Difficulty of tOO. 

Added Effect: ■ liO feet to radius and ^ 5 to MK or PsR Difficulty 
Hjiximum Zeon: lntGllii?ence x20 
Maintenance: No 
Type of Spell: jpiRtLcnl 

Hc^linj; Lij^ht 

Level: 42 Action: Ac-. ve 

Cost: .go 

Effect; CaUici whottie^'er thi' spell i!> directec at to -^cuver 40 Life f'oints. 

This ijieH does not restore perman'.aitly lost or dL-i'."oycd li"nbs. nor rii niiiate 

peoitltriis c:iused by CriTlcjl attnck'-. 

Added Effect: ■ !j Life Points 

Maximum Zeon: Intelligence kIO 

Maintenance: No 

Type of Spell: Effect 

Free4ccen 

Level: 1-50 

Seeking Sphere 

Level; 46 Action; Active 

Cost; 120 

Effect; Unlesshei si sphere of luminotiv fjnc-r^ with P^w, Dam ige of 100. Thi,' 
LiJiter car. contTOl it ifiin^ his Magic PrtjjcctJon until it hifji ili larepL If the tarj>el 
successfully dodges, the 3ee((ing Sphere cnn corHsnue attacking the loiowing turn, 
sinct' It l^iis no! been destroyed. When Seeing Sphere tiius^s d.im;^*?, or is blocl«.^d. 
the Sf 'lerr .^xplodcs and vantshet. If the caster abandons control of it, it will act 
indcp idi itly, rollowinjs its Last desigTLated urget with a M.agic Projection of 150. 
Added Effect: -5 10 Bi.«e Damage and -S to the H.igic Prriijedtion of the 
Seekinc; Sphere 

Maximum Zeon: Enrellc^eni i .»;20 
Maintenance: I i^i^ery 10(12) 
Type of Spell: Attarck 

Znne irf P^tC^tipn 

Level; 49 Action; A( ' vc 

Cost: 140 

Effect; Tl- spell illows the caster to detect, any beinj; within the area of the 

spci who cci:i, not beat a MR Check with a Difficulty of IBO. The Zorve of 

Detection onfy telss rh« easier how m.iny lndi>/iduals .ve in rhe zone, mxl iheir 

ejcacl location. Il also icnscs spclh of Detection thai attempt to enter into the 

area, as long aS the speJIcaster using them dtoes not beat ttie MR (re|;ardlcis of 

his actufti iKiiLiCKi). TIk- effected zor- ■ an be no tpc- i" i.| 60 •''. •.■J •< r.idiLi'.. 

and is st.a^ion.nry in ihe place it wss cast. 

Added Effect; i 30 feet to radiUS ind 10 to MR Dip . ■ ty 

Maximum Zeon: Intci'i'sence x20 

Maintenance; e.^r> . J (?) Daily 

Type of Spell; D.-K ction 

Enter AnotheH's Dream's 

Level; 50 Action; Active 

Cost: 12fJ 

Effect: Tlii^ .allows ti^>e CAStef" ?C p^nysiefJIy enter a sJeep^r'j dreiims. Tfve caster 
hni no torn rri! over the dream world of ih^ dt^.afner, and ilnylhmi dhiit happctiii 
ther^: will he rcaf lo the caster. The person must have peaceful dreams to be 
affected by this speii'T 5,nd the rrajment th^ dream turns into a mghtmare. or he 
awaltens or dirt, the ffliigti abandoria ihi2 dreafri world and rdiumi to rtiiilliy. 
Any Spir^ual spell cast an the dreamer wtiilc the caster is priEscnt in his dreams 
will also .effect she csster. Th* MR or PsR Chei;k has a Chfriciilr/ of 140. Once 
he h in the tnrRel person's dreams, the taster can jump to ihc uncO^iiclCui 
yet a.noiLher dreamer who is physically no !T*ore than 30 i^t freim the origirul 
■sfeepef. NnuirosHy. this oew areanier will lT.^ve The righr to h6 own MR Check. 
If the dreamer's consciousness happens to be In the world of Tf>e Walr. the 
Crislcr is trapped '.here even when ihs spell cxptj^ 

Added Effect: -'^O feet .Kddition.il to jumpli■^g range and -5 to Ml .. P',f< 
Dif^ vulty. 

Maximum Zcon; IrtcUiKen:!: x20 
Maintenance: ' livtry 30 (6) Daily 
Type of Spell; .pirit'.i.il 



Light Form 

Level: Si Action; Active 

Cost: 100 

Effect: The body cIciifinaLed by the cnstci is tiMnsformcd to pure luminous 
energy and becomes intangible to maltiT and non-energy attacks. While in 
this M.^W. the transformed person gams a i 50 bonus to his abilities of Notice 
and S-currh, and a i 30 to his Resistance against effects based on Light. In this 
state, the damage caused by Darkness based afjicks is doubled. The n"ia:<irTium 
Presence that can be affected is 100. 

Added Effect; i-10 to the m-i<imiim F'rescnce that can be affected. 
Maximum Zeon: Intelligence - 10 
Maintenance: 1 every 10 10) 
Type of Spell: f ffect 

free A cce» 

Level: 1-60 

Level: 56 Action: Active 

Cost: 100 

Effect: Blessin. endows the affected party with incredible energy. Those 

affected receive a bonus of 20 to all their actions and Resistances. All allies 

within 15 feet of the caster are affected. No one can be affected by more than 

one Blessfng at A vme. 

Added Effect: < 15 f'jct to radius 

Maximum Zeon:: Intelligence x20 

Maintenance: 1 every 20 (5) 

Type of Spell: Effect 

Create: Good Ft-eJiiigs 

Level: B8 Action: Active 

Cost: 100 

Effect; Wvs creates positive sentiments such as love, pleasiirc, or friendship 
in the people designated by the caster The radius of the spell is 60 feet, and 
the MR or PsR Check has a Difficulty of 120. Those affected can repeat the 
Resistance Check once per day. 

Added Effect: i 5 to MR or l^sR Difficulty and +30-foot radius 
Maximum Zeon; Intelligence x20 
Maintenance: 1 every 10 (10) Daily 
Type of Spell: Spiritu v 




See Truth 

Level: 60 Action: Active 

Cost: 100 

Effect: Permits the affected person lo perceive supcrnrar-jn-il forces liiat art 
invisible to the human eye, including magic, psychic matrices, and inviibic or 
spiritual seings. Although this spell does not directly work against illusion i:-;H!s 
Decauic Ihey affect the mind, not the vision, anyone using See Truth >,-|i 
visual illtlsions can apply a -'-SO bonus to rhcir MR Checks, since it W! Id iielp 
detect their falseness. The maximum Presence that can be affecied l^ 0. 
Added Effect: 1 10 to the maximum Presenci- affected 
Maximum Zeon: Inl !:^encc xlO 
Maintenance; 1 every 10 (10) Daily 
Type of Spell: Effect 

Shield from Negativt 

Level: £-2 Action: Active 

Cost: 1-10 

Effect: This spull enchants a certain area, making it impenctrabl-e for Ijeings 
naturally based in negative emotion'^ or Darkness. Any such rrf .itur'e (■rilering 
the zone must pass a MR Check witii a Difficulty of 120 or suifer the loss of a 
number of Life Points equal to the margin of failui'e. Additionally, if i1 fails the 
check, it receives ar- immediatL' -40 All Action Penalty. The .ifftjcted zon-f e.na b-- 
no larger than 60 feet in radius, and is stationary in the plaCv- it wni cast. 
Added Effect: -^-60 feet to radius and '3 to the MR Difficulty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (14) Daily 
Type of Spell: Automatic 

Free A eoexi 

Level: ]-70 

Find 

Level: 66 Action: Active 

Cost: 160 

Effect: By means of Find, the caster can locate any person, place, or thinj. and 
know its exact iocation in that moment re;.;ardless of the dis-.ince separating 
them. Anything can be found, whether an individual object, or a type of oo|ect, 
or simply something that fulfills a . ^ cified condition. For example, the casrsr 
can try to locate a city, the thief who stole his crosier (even if he doesn'' aiow 
who did it), or th- losest eligible maiden of royai blood. Ofj|eri.i, pfn...A, or 
people affected n. <st make a dice roll against a MR Check with a Dilficuliy of 

140 to avoid being located. Large plao^i apply a -40 penalty to this check. 

Added Effect: +10 to the MR Difficulty. 

Maximum Zeon: Intelligence x20 

Maintenance: No 

Type of Spell: DeteciM..)n 

Restore 

Level: 68 Action; Active 

Cost: 160 

Effect: This spell allows the person affected to recover from any ptn-jH::. 
including those caused by fatigue, hunger, physical dama,^e, ujnd c.'':n spells, 
althoiigh not from actual physical loss such as from the loss of a limb or other 
body pait. Restore automatically restores any number of Fatigue poinis Icat du 
to fatigue. The maximum Presence th^t can be affected is 100. 
Added Effect; to the maximtjna Presence affected. 
Maximum Zeon; Intelligence x20 
Maintenance: No 
Type of Spell: Effect 

Hypnotk Di&play 

Level: TH Action: Active 

Cost: 140 

Effect: lis spell creates spectacle of lights in a specified place th.^^t I >; ;i 
fasctn,iting and dumbfounding affect. All the characters that see the display 
cannot help but continue watching it. It is visible for a radius of half 3 mile, ,ind 
anyone seeing it must make a MR or PsR Cheek with a Difficulty of 120 to resist 
its effeets. Those affected can perform Passive Actions, but cannot movi. I'ley 
can make a new Resistance Check every time tbey are attacked, 1 he iO!K'"ion 
for being affected is looking directly at the Hypnotic Display, 
Added Effect; +1 mile to radius and +5 to MR or PsR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 50 (3) 
Type of Spell: Automatic 
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CaiAii trophic Light 

Level: 71 Action: Active 

Cost: 1/0 

Effect: C("( ' a dc.idl/ discharge of Light with a Base Damage of 150. 
Crtastroph;^; L ight b^s a radius of 80 fr^"'- ^nd is an Energy Attack T/pc. 
Added Effect: 30 feet to radius and S damage 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spelt: Attack 

free Access 
Level: 1-80 

I ini'imr'- MiUfri-il OhifiLVi 
Level: /6 Action: Active- 

Cost: 150 

Effect; FDrin: i niaterial object from luminous enei y. Whether it is something 
complex a clock, or as slnnple as a sword, the object created cannot have 
a Presence of more than 60, but for all purposes it is treated as having a quality 
oi 10, an exceptional rtile, the quality of the object docs not affect its 
Presenrc. 

Added Effect: MO to the object's Presence 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10(15) 
Type of Spell; Effect 

Travf'l by U^ht 

Level: 78 Action; Active 

Cost; 2jG 

Effect: Transports individuals or objects designated by the ca^ic-r from one 
light source to another that mu^it be less than 60 miles away. The quantity 
of Presence tliat can be transported cannot be greater than 250. If someone 
wistics to rcii^t. the MR Check has a Difficulty of 120. 

Added Effect: 5 to MR Difficulty, -20 to transportable Presence and '-60 

Maximum Zeon: Intelligence x'iO 

Maintenance: No 

Type of Spell: Spiritual, Effect 

Lofdihip Over Dreams 

Level: 80 Action: Active 

Cost; 300 

Effect: l^erniits the control of any type of dfeain. The caster has the ability 
to L ■■•ol "Ke ifeeper's dream world, Tiodifying it as if he had a Gnosis of 45 
ioij?h ii i:-, not reil). If the dream is fed by negative energy, in other words, 
turn^i into a ni^^htmare, his Gnosis btK.omes only 30. If the dreamer wishes 
to r iit tl 'ipcil, it requires beating a MR Check with a Difficulty of 140. This 
spell 'J'?o ri second use, depending on whether or not the caster is in the 
Wake. Within the WakCs the caster can control his surroundings and acquires 
th :" f-owors of n creature with a Gnosis of 40, as long as he is in an area strongly 
ed by positive energies. If he is in an area of neutral energies, he is 
as I'lauiiig a Gnosis of 30. 
Added Effect: *5 to the MR Difficulty. 
Maximum Zeon: Intelligence x20 

tenance: 1 evei y 5 (60) Daily 
Type of Spell: Spiritual, Effect 

High Magic 

Crfnt'- Being of Light 

Level; 82 Action: Active 

Cost: 250 

Effect: Cff j luminous being with the appearance of life, but completely 
und' :■■ : 'I':- 1' ontrcv of the caster. The entity is developed as a B( ig Between Worlds, 
usinc; i.he powL-rs .iiid limitations of Light Elementats explained in Chapter 26. 
The crcauire has 600 DP and its maximum Icvcj is calculated using the same rules 
-i K h( ipr-ll Create Belr>-' fi-Om the Path of Cfeation. 
Added Effect: 50 DR 
Maximum Zeon: InteH nc x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell: Fffoct 



Free A ccei i 
Level: 1-50 

Reftfcting Prism 

Level: 86 Action: Passive 

Cost: 160 

Effect: Creatf • body of light that works like a prismatic shield, reflectin,^. any 
spell, i^sychic ittack, or \<- technique back at the caster i - the charge to be 
reflectt' back, ii nust lose a Clashing Spells check against tin equivalent of 100 
B;i-.e Damage. It is also necessary to make a successful Block using the Prism. If 
deft^nding .against an Area Attack, the prisim does not n^flect the entire spell; it 
will still affect anyone in the area of the spell except the cn^^^^r of the Refkc-'ng 
rtlim. This spell doe? not reftert Spiritual spells. The r^^ter can use his Magic 
Projection to redirect the attack. Ii will absorb 800 :: nts of dam ij;:.' i.:';^fore 
breaking. 

Added Effect: 5 to damage for Clashing Spells and 100 Resistance Points 
Maximum Zeon: Inteiligenci x20 
Maintenance: 1 every 10 (16) Daily 
Type of Spell: Defense 

R;tdiui. of Omniscience 
Level: 88 Action: Adive 

Cost: 200 

Effect; Pei'mits the caster to be omniscient concerning any occurrence or 
thought within a radius of 1,500 feet from his location. AifcctB only individuals 
whose Presence is less than 60 and who do not have higher Gnosis than the 
caster. Thf- raster will automatically know everything that is happening and 
everything tnought v^iithin the Radius. No Resistance iS possible. 
Added Effect: -1,500 feet to raditis and '-5 to the affected Base Presence. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (40) 
Type of Spell: Effect 

Predict 

Level: 90 Action; Active 

Cost: 200 

Effect: Permits the caster to foresee future events that will liappen around a 
given person, place, or thing. Predic i shows the caster the most probable dc-Eliny 
awaiting someone or something, providing him with detailed information about 
future events. The period of time covered can never be morr- th.i'i a year from 
the moment of the prediction. The Game Master can truthfully tell the CdSter 
what events will occur in the future. Of course, these predictions vc not infallible; 
what is seen is only the most probable destiny, which may be charh-ed through the 
intervention of higher powers or the actions of persons with elevated Gnosis. 
Added Effect; Doubles the period of time i >vered. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Spiritual 

Divine M^gic 

Prison of I i^ht 

Level: 92 Action: Active 

Cost: 200 

Effect: Encloses the victim in an inescapable world of Light, a separate universe 
which has no interaction with our own. While the victim is imprisoned, he will 
have no knowledge of anything that happens outside the prison, nor does 
anyone outside have any knowledge of the pi i'.i.'ner. To try to brea< out from 
within, the prison will resist aamage points up to 100 timcj the Zeon vailuc of 
tl'ic -,pell, which defends itself accord!nj;to the rules of Damage Resistance with 
an AT of 10. Prom the outside, the prison can resist only double the Zeon value 
spent. It can only be damaged by Energy-based Attacks with a Presenc 'eater 
than 180. The prison I'ecovers from any damage with a Ri ..enerat.ion of 19. The 
spell can be avoided by passing a MR Check with -i Difficulty of 140, but if that 
fans, the prisoner has no chance to check again later; if he wants to gei out, he 
better be able to break through the spell. 
Added Effect: - 10 to the MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (40) Daily 
Type of Spell: Spiritual 

Free AccerH 

Level: 1-100 
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One with the UghE 

Level: 96 Action: Active 

Cost: 100 

Effect: Pe;nTiit5i the ,istcr to enter ;i st;itc of utter meditation in which 

body becomes on- with the Light. He abandons this world :ind ascend-; to 

the Flow of Souls to nourish himself from their enefVi«.*-i, Apr*i t from, and 

without knowled.^e of anything happening elsewhere, he multipliDS his Zcon 

F^o,(5cncration rate by 10. and cures his wounds with a Healiii^' Ke^ene ration of 

''£. Although there is no maintenance cost for this spell, tliE . ■ ' c.in be n 

t r- ^ ow of Souls for the equivalent of one day. 

Added Effect: One clay acJdisLional stay in the Flow of SoliIs. 

Maximum Zeon: Intclli/ :nce x?.0 

Maintenance: No 

Type of Spell: Effect 

Ascensiun 

Level: 9S Action: Active 

Cost: 100 

Effect: I his spell exchanj^i . the material essence of a person for divine energy, 
modifying his spirit throtigh pure supernatural power. The affeLi> i.>f Asi.^nsioii are 
different depending on whether the caster is cjsting it on himscrif, or on anothtr. 
When incre;isint; his owii power, 'Jhe sp^H I increiises hjs Gnosis by 10 points. If useo 
on another person, it can give the targfr .'is much Gnc:^i'i as desired, up irj i h-.n- 
10 points below that of tile caster. For instance, a caster with a Gnosis of 45 ( 



t'mc anothpH- individual lo at most a Gnosfe of 3S, Thi^ '^Dell can affect k imri)- 
targets as desired as long their at:cu mailed pre'.-?nce is no hi^^her rh,-in BC. 
Added Effect: 10 to the m.i><imL)m PreseiK ' d. 

Maximum Zeon: In1ctli,(jcnc - "^30 
Maintenance: 1 every 10 (30) Daily 
Type of Spell: Eflc^' 

Holocaust of Light 

Level; 100 Action: Aci ve 

Cost: 600 

Effect: Th ■ 'pell unlea'Jifs rl'if power of Lighi in its pLJrest suit, sv.iccpin|[ 
away everything in tile iplntual ai well as the material wortd. The ffEcd energy 
sweeps up and dEvours everything, unifying; its excsterKe to die Light. Fven 
r i^mf-nrn' rrpirurc-s of light prf; (isamilatedi \:jf its power. The Hcitoc.m<i[ of Jjgfei 
CHMtG' I >;ii-at ijininous donsc within vih\th everything is diiSOlVed. It Frai a 
-acius of I'-j-j feet, attacks the Lncrpy AT, ar^d causes ^ Ease Damage- of 
Anycir-f f-eceiving dam.ioc;, mo ir.itt^r how vn,ill, must beat ;i MR Ch.efk wiih 
,1 Difficulty T 160 or i-'e -c^ncd with the. Lij^lht. and autDmalmaKy dcatro}red 
n body and s( li. Il not possible to desigrnata specMtc Lat^elS wirhi^i the 
Holocaust; ■ I except il't- ra-^er are eqLiall;^ .'iffetted. 
Added Effect; ■'' 10 Bnst? Damage and doubles the radius of the spcSI. 
Maximum Zeon: Inieili ;nce x50 
Maintenance: No 
Type of Spell: AHuLk, SfMrlUjal 



Book of Dakkj^ess 



Create Darknt^ss 

Level: 2 Action: Active 

Cost: 20 

Effect; Completely darkens an area within n 15-foot radius. Everything within 

the area is perceived as though on dark and moonless night. 

Added Effect: 15-foot radiLis. 

Maximum Zeon; Intelli'. •.• re x20 

Maintenance: 1 every 10 (2) Daily 

Type of Spell: Effect 

Frt?e A cceis 
Level: 1-10 

lrnii,jce Fear 

Level: 6 Action: Active 

Cost: 40 

Effect: Temporarily ca^ ■ . a Fear Sir in all people within 50 feet of th'.; 

caster. The spclicaster d Jcs whai ths v'ictims are afraid of. I ne MR or \';R 

Check to overcome this spell has a Difficulty of 80, 

Added Effect: ■ 5 to MR or PsR Difficulty and i :30Toot radius 

Maximum Zeon: Intelli.i^ence xlO 

Maintenance: No 

Type of Spell: Spiritual 

*^i'r iff Darkness 



Level: 8 


Action; Active 


Cost: 40 





s their accumulated 



"iC: that can be affected. 



Effect; Permits the caster, or anyone he selects, to see perfectly in thi 
This speli can affect as many tarjji'- is desired as Ic 
F'rcsence is no higher than 80. 
Added Effect: ■ 5 to the maximum Prr.v. 
Maximum Zeoh: iiitelhgence xlO 
Maintenance: I L'vcry 10 (4) Daily 
Type of Spell: bHcct 

Level: 10 Action: Passive 

Cost: 50 

Effect: forn'<-j a 'uarrier of Energy thiit proiccts from any source of attack. The 
shIcW can absci'"b up to 300 points before bneaklrsg, hut is only damaged by 
supernatural attacks. Impsa;. hAtati on Light ciuw; H double damsge- 
Added Effect: ' 100 Resisl.arifP f'Olutl. 
Maximum Zeon: kitelligcn(.e x20 
Maintenance: 1 every 10 (5) 
Type of Spell: Delen'-c 



Action; Passive 



Level; M 
Cost: 50 

Effect: fhis spell incrL,:-es "Hl ^aster's nbility to conceal, boostlnjj hii 

Secondary Abtliri«=>s of Stfolth and Hicje by ^■50. It al :> increa5.ei hi:; Mngic 

Appcaii i' 'jy ■ 50, but o-|y for iht purpOM.' o^ h ding thii -"ijiicai potency of 

somerhin^;' f<i- someone, not to detect it. 

Added Effect; -1G ?ilt^■^l1h, Hide, Maj^if Appr;.i-..il. 

Maximum Zeon: Intelligence x20 

Maintenance: • c-'crf 10 (5) 

Type of SpelLi Eilect 



Level; 1 20 

Arni^r of Darknes? 

Level; 16 Action; Active 

Cost: 60 

Effect: Forms a mystical armor with Al 1 agiunst En>er|y-basEd Artacti, ,i'>d 
an AT of 1 ■ ',ainf.i .-ill othei'5, Alihough ft C'.r.jnw as ijemor, it ctoeirKi'l tonm . 
an additional Layer of armor For purpos<. s of ptnallics Lo Initiative. 
Added Effect: ' 1 to AT 
Maximum Zeon: Intc' .■ xlO 
Maintenance: 1 every (J) 
Type of Spell: Effect 



Action: Active 



Bnnish Light 
Level: 18 
Cost: 60 

Effect: ! stroys ambient light within a radius of 3D feet. Any I g.hc-basec| cneature 
within the radius must pass a MR Check Willi :i Olftieulty of tKl. or Icie thr 
double their Fiiilure le-fl in Life Points (Damage Resistance creatures increases the 
amount by its Damnf^c Resistn.nce multiple). As Song as the spell Is maiitsinEd cwi 
the cnp;iT'iJr*f-^, they inu^i n^.;ii<s a new MR Check e-ifh comfell turn. 
Added Effect: ■ 10 to ihc MR Difficulty ,iad i 60-toot ratiius 
Maximum Zeon: Intel licence xlO 
Maintenance: 1 every 10 (6) 
Type of Spell: Spiritual. Effect 
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Hide Magic free Access 

Level: 7.0 Action: Pnssivc Level: 1-40 

Cost: 50 

Effect: a spkll, or the mysUcal pfopei'ties oT an object, from any type Obfuscate 



.i.'ic.ulLy of 80 or they will fall under the control of the caster. A creature cun 



.^3 



of iria.i'lc.i: deitjction. In game terms, it prodtices a -80 penalty to the Maj Level: 36 Action: Act'wc 

A|4,-rai!i"i! -ipell of anyone attempting to detect or n" '.urc a spell or object that Cost: 100 ^^l'^' 

liai been hiccen (it also hides the Hide Magic spell ^.self). Effect: Modifies the body of the individual, blending h-m into the badcEroynd • ■ 

Added Effect: -10 to Magic Appraisal. P^f'niitt . him to hide himself naturally. While the spell i'. active, the 

Maximum Zeon: Intetlipencc x20 person can excnar ■ his own level of ability at Stealth and Hide for a base of 
Maintenance: 1 every 10 (■)) Daily offers the same level of ibility at Ki Concr.i.lmcnt, even if he has 

Type of Spell: Effect developed hat ability, i-^einember that these numbers are not addcc to :ne 

p-crjon'-' Seeonci iry Abilities, but art. substitute :1 for ( I hey ai~e lower. 

Dark SeHm Added Effect; - 5 Stealth, Hide nnri K.' ConcealmenE ~l 

Level: 22 Action: Active Maximum Zeon; Intc licence x20 gtf 

f Cost: 30 Maintenance: " every 5 (20) Daily 

^ Efftict; Projectii -a beam of Dark-hased m:igic.i! energy. Dark Dcam is an Type of Spell: i- 'ect 
Enf.T^v- Attack Type with a Base Damage of ^0. 

Added Effect: - b to Base Damage. Erii-.igu- 

Maximum Zeon: Intelligence xlO LeveU 38 Action: Active 

Maintenance: No Cost: 50 ^^ij 

Type of Spell: Attack Effect: Provokes a Rage State in those affected, makinj; tharr. lose control and 

attack the person closest to them. The spell's \^■•^^m5 apply a boi"'iis of -10 to ■ 

A ecef J •Mf.ir offensive abilitie'. and a -30 to ,ill other ehi-t ^s. Enraj^r;- has a radius ol 15 

Level: , 30 k and c?" he reiited by beating a MR Check with a Difficultv of 80. 

Added Effect: 1 15-foot radius and i 5 to ^.hs MR Diffieuliy. 

u^rkLuna Maximum Zeon: Intelligence xlO 

Level: 1£ Action: Active Maintenance: 1 e-ry 10 (6) 

Type of Spell: Spiritual 

Effect: Creates a mystical environment that elc ..ds the sensr, of anyone within -"^ 

it. I'nc Dai'kzonc increases the difficulty of any Perceptive clieck within it by 2 Brinish Positive EmoCionf 

k'Jc T'Tis ability also affects Ki Detection. The speil has a i-adit? of 60 feet, Level: 40 Action: Active 

and \l lb not possible to de; >nate tarj^^ets within it. No Resistance is po'.-.ible. Cost; 8^ ' 

Added Effect: i-60-foot radius. Effect: lemporarily banishes any positive '^n:imeni- such a- inner pri,=irc. 

Maximum Zeon: Intelligence x20 calm, or joy within 300 feet of the caster. I^esr.' r.y this spell r eq res beatirr a . 

Maintenance: 1 every 20 (3) MR or PsR Check with a Difficulty of 100. 

Type of Spell: Effect Added Effect: ^ ISO-foot radius and +5 to MR oi- PsR Difficulty 

Maximum Zeon: Ir^ tligenee x20 tV^N 

Bonds of Darkness Maintenance: No * W 

Li.vf,lr2fi Action: Active Type of SpeiJ: Spiritual 



Level: 28 Action: Active 

Cost: 60 

} ' Effect: Tris spell casti bonds of darkness that hold the rfcsignatefl target Night 

i(iimot;ilL, An attack is marie tising the rules for Trapplrs.^, although ihe easier Level: 42 Action: Active 

SL '-VT', no penalt;.' to his Ability for performing this maneuver. The bonds use Cost: 80 

Strcn_;;ih of 8 for any Check. If anyone tries to help free the person Trapped, the Effect: Form; i dome of darkness with a maximum radius of 60 k.-t. b:vcryr>iie 

Bor ; of Darkness ar" ''eated as an Energy weapon with a Fortitude of 20. in the interior area, exe^-pt the c.i-iler, is subject to the rules for Vii-cfi Totally 

Added Effect: Strens, a 1 1 Obscured", To sec through this darkness, wticlhcr fnotn inside or outbidc ihc 

Maximum Zeon: Intclliger- . 10 done, requires a difficulty check of Inhuman in Notie. , oi- Almost Imf " ic 

Maintcanance; 1 every 10 (6) in Search. #i 

Type of Spell: Attack Added Effect: - ^0-foot radiuE Ol 

Maximum Zeon: Intelligence x20 

C^jnt.r ol Darknei^i Maintenance: 1 every 10 (8) ^ 

Level: 10 Action: Active jype gpell: Er ect ^ 

Cost: SO 

Effect: ! .pell niodifies and controls ■i- intensity of darkness within a radius ^rf-^ A^tp-'.'. 

of 60 feci-, i' ( ^t :X Darkness-based beings, they must pass a MR Check with a Level: 1-50 



only repeat the check if it is orc-.Tcd to do something a-.'-ainst its natun Dirk Sphere ^\ 

Added Effect: 30-.foot -viti.us and '■ S to MR Diffieehy Level: 16 Action: Active M 

Maximum Zeon: Intelligence x20 Cost; 120 

Maintenance: 1 every 1f^ (S) Effect: Unieasi^es a sphere of dark energy with Base Dam; of 100. THc 

Type of Spell: Spiritual Effect caster can conlrol it using his M^gic Projection until it hits its : -roet. If the target 

SLiceessfully dod^ies, the Dark Sphere ran continue attackir.g ' .i; kjllciv^ing turn, i^,-. 



'.'rtcealmBnt sinLt ■< h;. rof been d-. < -'eu. When Dark Sphere tauses damng|e, or Is 

Level: '11 Action: Passive block'id, the Sphere ■L.^ifJodes and vanishes. If the caster abandons control of 

Co4t: 60 it, it will act independently, following its last doslgnjitr^ij target with a Mji|ic v^y' 

Effect: Conceals the pr ■ nee of the caster or a target de^fgriate-d by him Projee; of ISO. a' 

from any type of detection. In game terms, it increases the resistance to Added Effect: 5 to I -se Dama^ •. and i 5 to i e Mar ; Projection of the F^*--^ 

SLip:TnatLU"2l (my?tlc?al or psychic) detections by '40. This abil'ty also increases Dark Sphere 

tl "'\ C^oncealmpnt of the person by 40 points, permit iln;5 him to hide his Maximum Zeon: nt-.-lli^ vnce x20 

.nergy even if he has not developed that ability. Maintenance. I every lU (12) 

Added Effect: -^10 to ITc^istances against detections nd 10 to Ki Type of Spelt: Attack 
Coiircafvicnt. 

Maximum Zeon: Intelligent .20 
Maintenance: 1 every 10 (6) Daily 
Type of Spell: Effect 
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Zone of CoriC£!;alnnunC 

Level; 48 Action: Active 

Cost: 140 

Effect: By casting this spell over a particular zone, the spell- : 'er creates 
J rn/sticdl that impedes the detection of anything within it. An)'thing 
within thi ar- .i is concealed, with a MR Check against ri value of 180 to avoid 
detections. Addition ali/, any Ki Detection o- Magic Appraisal used within the 
zone suffers a -140 penalty to its Final Result. Similarly, any type of psychic 
df^'.ection is subject to . . -40 penalty to its Potential, The affected zone can be 
no larger than 60 feet in radius, and is staunnary in the place it was cast. 
Added Effect: +30-foot radius, -10 to MR, -10 to Ki Detection, -10 Magic 
Appraisal and --10 to the Potential of any psychic di 'ection. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 ' • ry 20 (?) Daily 
Type of Spell: Detection 




A P.lrl.: iji|;:J| . 

Enter Anotlieii*'s Nightmares 
Level: 50 Action: Active 

Cost: 120 

Effect: This allows the caster to physically enter in a sleeper's nighfiares. 
The 'ipctk" aster has no control over the dre .m world of the dreamer, ;i ;d 
;;nything that happens there will be rc il to him. The person nuis' have terriDle 
nightniares to be affected by this spell, ani^ '"'^c moment the drt m turns into 
a peaceful dream, or he awakens or dies, the mage abandons the dp im world 
and returns to reality. Any Spiritual spell cast on the dreamer w"' ' 3 affect the 
: ister. The MR or PsR Check for the sleeper has a Difficulty of 140, Om he 
I--. 1 the other person's nightmares, the -ster can jump to the unconscious of 
yet ano-.her dreamer who is physically no more than 30 feet from the original 
sleeper. Naturally, this new sleeper will have the right to his own MR Check. 
If -he dreamer's consciousness happens to be in the world of the Wake, the 
caslEir IS trapped there even when the spell expires. 
Added Effect: ^ 5 to MR or PsR Difficulty, +30 ^mmI to jumping r;^nge 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 50 (3) Daily 
Type of Spell: Spiritual 



Action: Active 



Park Fufm 
Level: 52 
Cost: 100 

Effect: li e body desi^nai:c:d by the caster is transformed to pure dark energy 
and beeo:T.fS intangible to matter and non-energy attacks. While in this state, 
the transformed p'""son gains a ■ fiO bonus t-.- his abilities of Ste.ilth and h-lide, 
and a +30 ' his ResiEtaMe against effects based on DarknctT, In this state, 
tlie damage caused by any att;ic^s based on Light are doubled. The maximum 
Presence that can jg affacted is 100. 

Added Effect: 10 to the maximum Presence that can b- affected. 
Maximum Zeon; I'ltelligence xlO 
Maintenance: ■r^'ery 10(10) 
Type of Spell: Effs' I 

Free Access 

Level: 1-60 



Purclition 

Level: 56 Action: Active 

Cost: 100 

Effect: Perd-ion cause ^ disturbed feeling among those afl ;d, reJuLln? 
their abilities. Those withm its area of influence must pass a MR Check with 
a Difficjj-y of T20, or else receive a -40 All Action Penalty. The a, ^ : ■nvi^.-d 
is that wiihin 15 feet of the caller, automatic -'t . affecting anyone wjr- m th,it 
radius. The penalties for Perdition are not cumulative, and so no oni cvfr 
suffers a doubk pe' ty if in the area of influence of 'nnrc than one S'jch spcT. 
Added Effect: ■ ''i feet to radius and -5 to the M ■' I )ifriculty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (5) 
Type of Spell: Automatic 

Level: 58 Action: Active 

Cost: 100 

Effect: 1 ms creates negative sentiments such .is hatred, f< ■ or anger in the 
people designated by the caster. The radiuv of the spell is 60 feet, and the ^'il"l 
or PsR Check to resist the effects has a Difficulty of 120. Those affected can 
repeat the Resistance Check once per day. 

Added Effect: ■ 30 feet to radius and +5 to M ur PsR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (10) Daily 
Type of Sped: Spiritual 

F I i n 1 1 Jill r'> Tr < c 

Level; 60 Action: Active 

Cost: 100 

Effect; The caster can erase the evidence that he has been in a cer- lin plac-.. 
In fact, any sipn whatsoever of his passing, whether detectable naturally, or h/ 
supernatural means, disappears completely. This spell even provides immuniy 
from spells that permit someone to see the past of a \ icc or an object, hiding.; 
the presence of the caster of Eliminate Traces from the recording of past cvr?ns. 
The only way to overcome the effects of this spell is by achieving a Zen ir-'c^ at 
Track, li.e spell erases all such traces within a 150-foot radius. 
Added Effect: 150 feet to radius. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (10) Daily 
Type of Spell: Effect 

ShiGtd from PosrftiVp 

Level: 62 Action: Active 

Cost: 140 

Effect: This speil enchants a certain area, making it impenetrable (or beinf.s 
naturally i.jsed in positive emotions or Light. Any such i r:, ire entering the 
A>nc must pass a MR Check with a Difficulty of 120 or suffer the f:-.;= of <, 
number of Life Points equal to the margin of failure. Additionally, if the crea'ur: 
fails ii check, he receives an immediate -40 All Action Penalty. The affe en 
inc can be no larger than 60 feet in radius, and is stationary in the place it 
was east. 

Added Effect: +60 feet to radius and -5 to the MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (14) Daily 
Type of Spell; Automatic 

Free A ccesi 

Level: 1-70 

Level: 66 Action: Passive 

Cost: 120 

Effect: Cr ''ss a shadow shield with the ability to swallow any .tr-ck i.^- : 
received. For the defense against an attacking spell to work, il is necessary to 
achieve a Block igainst the attack. If the defender does achieve it, the attacking 
spell miisi then loii: j Cl.ashing Spells Check against a damage of 80. The void 
absorbs half the Zeon of the devoured spell, giving those points to the easier. 
It is also po ibic foi~ it to devour Area Attacks. Thv \' Id will resist 600 poir" 
of damage before 'j'^aking. 

Added Effect: ■ 3 to damage for Clashing Spells and -100 Resistance Po;n^^ 
Maximum Zeon: In'-lligencc x20 
Maintenance: 1 every 20 (6) 
Type of Spell: Defense 
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Level: 68 Action: Active 

Cost; iOO 

Effect: Cr.uscs penalties through an accumulation of pain, suffering, misery, 
..nd oincr negative mystical effects. The aFfected person must pass a MR Clieck 
wini a Difficuil)' of 120 or suffer an All Action Penalty and a penalty to his 
ile'.iitnnces equivalent to the margin of failure of the Check, if he docs not : ass 
rhf Check, the target of Devastate does not have the right to a new cht k for 
n'l lon_^_ ,T"^ the spell is maintained 
Added Effect: 5 to the MR Difficulty 
Maximum Zeon: Intelligence x20 
KaintQnance: 1 every 10 (10) 
Type of Spel): Spiritual 

Mirk of Fear 

Level: 70 Action; Active 

Cost: 140 

Effect: forms a display of shadows in a designated' 'ipot that terrorizes all 
who -:Cic It. Anyone seeing the Mark of Fear suffers the Terror Star.f^ unless 
they beat MR or PsR with a Difficulty of 120. The spell is visible for a radius 
ofonrj r"lk. The condition for being affected is m-"' '• looking directly at the 
Mark of fear. 

Added Effect: ' 1 mile to radius and ^ to MR or PsR Diffictilty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 50 (3) 
Type of Spell; Autoiriatic 

C.iCAsCropilic Darkttoss 
Level: 72 Action: Activs 

Cost: 120 

Effect: C''ca[es d deadly discharge of [darkness with i Ba ; Damage of 150. 
The CnMstrophic Darkness has h radius of 80 feet an ' , an Eni rgy Attack 
Type spe.l. 

Added Effect: i 5 Base Damage and '0-foot radius. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Attack 

Level; 1 -80 

DaFk Maiteriiil Objects 

I evel: Action: Active 

Cost: 150 

Effect: Forms a material object from dark energy. Whether it fs something as 
complex as a clock, or as simple as a sword, the object created cannot have a 
PriTi ice of more than 60, but for all purposes it is treated as having a quality 
of 10. As nn exceptional rtde, the quality of the object does not affect its 
Pr ice. 

Added Effect: ■ 10 to the object's Presence. 
' ■;j.ximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (15) 
Type of Spelt: Effort 

Triivfl iiy Shadov 

Level: 78 Action: Active 

Cost: 250 

Effect: Tn'insports individuals or objects dc.-y.natcd by the caster from one 
shadow lo another that must be less than 60 miles away. The quantity of 
Preicnre that can be transported cannot be greater than 250. If someone 
wi^h , to resist, the MR Check has a Difficulty of 120. 

Added Effect; -5 to MR Difficulty, i 20 to transportable Pi'esencc and -60 
miles. 

Maximum Zeon; Intelligence x30 

Maintenance: No 

Type of Spell: Spiritual, Effect 

Lurd ul NhghtJTiAret; 

Level: 80 Action: Active 

Cost: iOO 

Effect; Permits the control of any type of nightmare. The caster has the ability 
to control a sleeper's dream world, modifying it as if he hao a Gnosis of 45 
^jltbougli i^j not real). If the dream i; 'ed by positive energy, in otiier words, if it 
stops, bnrng a nightmare, his Gnosis becomes only 30. If the dreamer wishes to 
reSiSt the spell, it requires beating a MR Check with a Difficulty of 140. 



1 his spell also hus :i ifrond use, depending on whether or not the cs&ter 
in the Wake. Within the Wake, the caster can control his sLirroundii-i^s and 
acquires the powers of a creature with a Gnosis of 40, as ioiig ai, he is in an 
area strongly influenced by ne,i;[-;tivc cncrr^e^. It he is in an area of neutral 
energies, he is t Mted as fiaving a Gnosis of ?0. 
Added Effect: ■ S to rl^f; MR Difficulty. 
Maximum Zeon: lnteIhg'.; ''Ce x20 
Maintenance: 1 every 5 (60) Daily 
Type of Spell: Spiritual, Effect 

High M^gi^ 

Cr^eate Being of Darkness 
Levef: 82 Action: Active 

Cost: 250 

Effect: Creates a dark being with the appearance of life, btit completely under 
the control of the caster. The entity is developed Lii a Dfing Between Worlds, 
using the powers and limitations of Dark Elementals explained in Chapter 26. 
The being has 600 DP and to calculate its maximum level the ^arV'C •'jlcs a^': 
used as for Create Being from the Path of Crt'ation. 
Added Effect: lO DP. 
Maximum Zeon; Intelligence x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell: Effect 

free A cces% 
Level: 1-90 

CDncealm«ntfroiin Magfc 
Level: Bfi Action: Passive 

Cost: 200 

Effect; Hides the presence of the individual from Automatic spells, causing 
him to be directly unaffected by them. As an .'.xception to ;'j;neral r sle, 
an opposing caster maintaining any Automatic Spell must succeed in fixing h;s 
Magic Projection on the caster who is defendir'- hin"i-,elf tiiing Concealment 
from Magic, as though the Automatic Spell were a Spiritual one [e'/f.n if the 
caster of Concealment from Mfsgic ineets the condition for beinj- iul- i.\ lO the 
Automatic Spell). I he maximum Presence that can be affer- d is 0. 
Added Effect: t.5 to the maximum Presence thri' can bi affected. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (20) Daily 
Type of Spell: tftect 

Kingdom Qf Darkness 

Level: 88 Action: Active 

Cost: 200 

Effect: Creates a 150Toot radius zone around the caster in which total 
darkness reigns. The body of the spellr.ister blends into the '^ih idi-ws, incrciui/ip, 
his resistance to all kinds of detection by 40. To loc; ; him usirf; the sensp^ 
requires passing a cheik of Impossible difhculty with S- irch, or Inliuman using 
Notice. Even while using Ki Detection, it still necessary to I-- t in Inhuman 
level check. In addition, as long as he is one with the F^arkness, the ca<:-2r <■^•' 
transport himself - ,ich Combat Turn anywhere he Wishes within the Kingdom of 
Darkness. The MA of the caster is also increased by 20 points wl :n usirr, - pirlls 
of darkness, and any living being (except Dark Elemeniij;;.) within the covered! 
area automatically loses 10 points of Zeon per Combat I urn (20 point! ;ei- turn 
if an Light tlemental). The spell is stationary in the place it 'v , l :t. 
Added Effect: +150 feet to radius. 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 20 (10) 
Type of Spell: Automatic 

Level: 90 Action: Active 

Cost: 380 

Effect; The target of this spell becomes completely immune to si ipernatur.l*! 
detection, whether mystical, psychic, or bajed on Ki. The only way to iocnf 'he 
person IS through the physical senses such as sigl . .earing, or smell. The m; irr- m 
Presence that can be Affected is 60. 

Added Effect: -5 to the maximum Presence that '.".n be affected. 
Maximum Zeon: Intelligence x30 
Maintenance: I every 5 (76) Daily 
Type of Spell: i ' ipt. i 



i0 



Divine M^gic 

P< I'-on of Dafknicss 

Level: 92 Action: Active 

Cost: 200 

Effect: Fi -i loses the victim in in inescapable world of !)nrkne^s, a sap.vrate 
univefije which hiis no " ■ action with OLir own. While the victim i;. mprisor^'etl, 
he will hnvc no Icnowledge of anything that happens outside the prison, nor 
does, anyone outKidi: have any knowledge of the prisoner's status or activities. If 
the prisoner tfitjs to brt^k out from within, the prison will resist damajje poin*-: 
up to 100 times the Zeon valuf of the spell, which defends itself .Kcorijjnj^ 
the rules of Damage Resistance with nn AT of 10. From the outs^e, 'Jic prison 
can re^t^t only double the Zeon value spent. It can only be damaged by Eriii fjy- 
based Attacks with a Presence t^r eater than 180. The orison recovers from any 
damage with a Regeneration of 19. The spell can be ivoided by pjiisirj- MR 
Check with a Difficulty of 140, bi,' if that lails, the .prisoner has no chancf; To 
clieck ;ain later; iff - want to j^et out, h^ better •■ ; able lo break throuj^h 
the spell. 

Added Effect: 00 to the MR Difficulty. 
Maximum Zeon: l-i:clligenr.e x20 
Maintenance: 1 every 5 (40) Dajly 
Type of Spell: Spiritual 

Free A ccoss 
Level: 1-100 

One With the Darkness 

Level: 96 Action: Active 

Cost: 100 

Effect: Permits the caster enter a ^■j.tc of utter meditntion in whir.ii his 

body becomes one with the Dark. He abandons this world and asc-' "n:s to 

the Flow of Souls to nourish himielf from their en( §ies. Apart Irci-i, ai .J 

without knowledge of anything happening elsewhere, he multiplieii his Zeon 

Reyeneration rate by 10. and cures his wounds with a Healing Regeneration of 

16. Although there is no maintenance cost ff:r this spell, the caster can be in 

the Flow of Souls for the equivalenl of one cay. 

Added Effect: One day additional stay in tne Flow of Souls. 

Maximum Zeon: Intelii ;ence x20 

Maintenance: No 

Type of Spell: Effect 



Dark Asce/ision 

Level: Action: Active 

Cost: 300 

Effect: I'his spell :-.';changes the m.-n-f-iiai e^'iiiiM'*"' f:f a person for divin; •.-r,. i.j^ 
modify'' ' ' .Jirit through pure supcrnatur/.l power. Th\ ■-'■j'cts of Asc.'nsion 
are difl- ,'^,r: depe-nding on whether the spell i castinj; it an hi;v.sclf, or dp 
.■.nair:i?r. When increasing his own power, rhf spell increai^s his Gnosis by 10 
poinis. If u-'.td rjn another person, it can give f'-in as mud Gnosis i^eilrtcl. 

p to a l-^vcl 10 points below that of the caster. For ins nc.., a cpAltr wit" a 
■linosis ol 45 can raise another individua- to at nioii s Gnosis of 3i. This -i^cll 
can affect as many r^irgcts as desired as long as their accumula^i-d Presence ^ 
no higher than 80. 

Added Effect; '0 to the maximum Presence th I. can b-: jflected. 
Maximum Zeon: In^ellig-: nre x30 
Maintenance: 1 ^very 10 (30) Daily 
Type of Spell: Effect 

HoluiLju<itof Darkness 
Level: 100 Action: Active 

Cost: 600 

Effect: T lis speHI unleashes the powci" of Darkness in j .;rcst si ale. swfiepfn;, 
away all before t in the spiritual as well as the material wcjrid. The fr«Kl enrrr / 
sweeps up and dwour: everything, unifying its ex::>tcncc io the Darknr .. 
Th& Holocaust of Darknesi creates a great dome of darkness within v-.'hi;ii 
Bwrythir"i£ is dl',:>Cilvei1', It h.;!i; a "adius of 300 feet, attacks the Fnergy AT, an.- 
causes a Base Damage of 3S0 points. Anyone receiving damage, no .iticr 
how small, must beat a MR Check with a Dilficu'ty of 160 or be joined --virh. 
the Daikncss. and automatic:i W destroyed in body and .soul, it not possibh 
to desigi: ite specific targets within the Holocaust: all exccpi the caste: ar- 
equally allec' :d. 

Added Effect; ■ 10 to Base Damage and doubles the nc-ui of the . .-ell. 
Maximum Zeon: Intelligence x50 
Maintenance: No 

Type of Spell: Attack, Spiritual ^ 

\. i 




0F Creation 



Action; Active 



Mfnrn- Creatfpn 
Level. 2 
Cost: 30 

Effect: CrcUcs a simple object with a Presence of no more than 25. 
Added Effect: Creates oit additional object. 
Maximum Zeon: Intcllige; ■ xlO 
Maintenance: 1 every 10 (j) 
Type of Spell: Effect 



Level; MO 

i^itTUCt 

Level; 6 Action: Active 

Cost: 40 

Effect: Restores a non-organic objt .o its origin. " form from par:', or pi. :> '. 
thai remain. Note that it is necessary to either have . the pieces, or enough of 
the prime material to rebuild the complete ob- otherwise it will oe only partly 
reeo.nstrue ;d. This spell affects objects with a Presence of no more ih.in 20. 
Added Effect; ' 'i \o -^rc n-'.-jximum H'resence of the object 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Effect 



Create Energy 

Level: 8 Action: Active 

Cost: 40 

Effect: Ci'eates one Intensity of one of the three types of existing c i\vi. 

(Cold, i ire. or [ Ktricity). 

Added Effect; 1 1 additional Intensity 

Maximum Zeon; Intelligence x20 

Maintenance; 1 every 10 (4) 

Type of Spell: Effect 

f^^gtjrii^rciLiuji 

Level: 10 Action: Active 

Cost; 60 

Effect; In- . .-.es the ability of a body to heal all typi--^ el" wouncs. I hsi i^pell 
prov.' es I base Regeneration Level of 4 to anyone dsiiignatqd oy rhe i;as"r, 
substituting it for the person's natural Regeneration Level. If .t vncreaSi^s aiicvc 
14, two more Added Effects are necessary instead of one to continue incrcasin;^ 
it more. A Regcnei'ation t.evfl nf" more than 18 cannot be achiev^id through this 
spell unless the caster has sufficient Gnosis. 
Added Effect; ' 1 to the base Regeneration Level 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (6) Daily 
Type of Spell: Fffect 




Levei: U Action; Acti(/e 

Cost: 60 

Effect: Throjah control of mai-ic, the caster c^in alter the form and nat-jrr 
(. n inorj^vinic object, transforming it into a tompfetely diffcfcni thing but ot 
simdsj- apiritual power. This permif, Ihe taslLT to transform something with n 
PrP^f-iKi^ 1^'' 20 or Into somcthint? else of equal or lesser Presence. 
Added Effect: ' 'j to the maximum Vescncc th ! can be aCfectcd 
Maximum Zeon: Intelli^f^ncf xlO 
Maintenance: 1 every 20 (3) 
Type of Spell: ttfect 

Level: i 20 

Resistance & 

Level: . i Action: Ac'Vt 

Cost: '60 

Effect: Stipi ■n;,..irail/ incre ■ .11 Resistnnrr-<; by 10 (DIm" Magic. 
Piysicai. Psychic, jnd Venom) ot an individual. Mustiple castings of this t,pell on 

- ' ■ I ;r1 ; ■ iii si curTi.il.itive. 
Added Effect: ■ 5 to all Rc. stances 
Maximunn Zeon; iruollipym 10 
Maintenance- i ■ ^ry 5 (16) Daily 
Type of Spell: L ifecL 

Level: 16 Action: Passive 

Cost: ^0 

Effect: Forrrv a •^rri<"i' of Fnt/r^y th^i' proti.'i.t^ the caiLcr froi any Siource of 
iti i( . shield will absart; 500 poinli cf damage hefore iji'CMklng, 
Added Effect: 150 ftcsistajice Points 
Maximum Zeof>; lnL£llig.ence x30 
Maintenance: " cvfry 20 (2) 
Type of Spetl D> ise 



Hi:jl 

Level: 20 Action: Active 

Cost: 80 

Effect: Ljj'-i-s whoniever the spell is directed at lo i-ecover 50 Life hDlnts. 
This spell dgej not f>emtit r«wery of permanently los' or dfistnjyeci limbs, 
but doc- t-iimji'itlie the temporary per.! i ; caused by '"niit .i-ls, ufi to a quantity 
equivalent to half L*ie Life Points returned. 
Added Effect: *5 Life Poirlfl. 
Maximum Zeon; lntell'E,encc xlO 
Maintenance: No 
Type of Spell: Effect 

Damage Barrier 

Level: 22 Action: Active 

Cost: 60 

Effect: T''ic supynarurai ersjrgies governed by this spell adhere to the body 
of ("he di:=';:i^nafed individual, and pi'ovide him with ceri.iin innmunity to damage. 
In game terms, h-- obtains a Damage BarrK;r of 30 poinr-, (see Chapter 14). 
Added Effect: '5 to the Darna,;-.: Barrier 
Maximum Zeon: Intelligence xlO 
Maintenance: * >. . ry 10 (6) Daily 
Type of Spell: Effei t 

free Accea 
Level: 1-30 

Create Homunc^rlu? 

Level: 26 Action: Active 

Cost: 60 

Effect; Homunci.ili IS are small magttal eler- .fintals th;i" casters jse c. times 
for various purposes, from espiona:;;i' ro housevv-ori^. Thf spell en-:'- s a zero- 
level mystical bein;-; under complete control of the cas ;r, s per the iniei an 
Chapter 26. It is a Being Bets-.-. ..i Worlds with a Gnosis of 5, but, given iti 
minor nature, th-- following rules af>ply: 

1- First of all. it! • - .ar.icteristics can never be higher than 5, nor ( it have 
any Primary Ability or Secondary Ability higher thar SO, 

2- It aiso suffers .> -2 penalty to si:'e, and it cannot choose Uncommon Sizj . 

3- lit f ;in't conTiiin any Zeon points. 

Each I iomunetrus created mij^hl be completely different. 
Added Effect: - 1 additional hiomunculus 
Maximum Zeon: Intel!. K,-en> :: x20 
Maintenance: I every 10 (6,. Daily 
Type of Spell: Effect 

Minor Change 

Level: 28 Action: Active 

Cost: 60 

Effect: This spell permits altering the appearance of an object or being by 
modifying its form. The change is limited to varying its exterior app-r .tranee, 
and never alters its original qualities or nature. In this way, ii shining short sword 
mi^t become old and rusty, buL could never become a walking stick. In the casi 
of living things, this spell can change things by no morp i- an two points of si£'j, 
ptrhaps makinj; an ugly and overweight man into ; younj] good looking one. 

MR Difficulty to avoid the change is 80. Regardinv^ objects, once affected 
they have no furihtr right to make Resistance Checks, but people Ciin repeat 
the Check once a day if they vv'-- -• to be free of the effecis. is possiWr Lo affc<t 
varic js tarp,ets. as long as thi: stirri ai\ their Pn,- .■■net-, is no higher than 60. 
Added Effect: -5 to the MR and 10 to the m;. -imum Pn kl th r can 
be aff : ted 

Maximum Zeon: Intelligence x10 
Maintenance: 1 every 10 (6) Daily 
Type of Spell: Spiritual 

Imitnce 

Level: 30 Action: Active 

Cost: 100 

Effect; Crcjites an exact copy of an already existing inorganic objui vvii;hin 
reach of the caster. It creates a perfect imitation of the originai riitiiini 
all i(, ■ ■quaiiUev, including the supernatural ones. The copied object con rtot 
have l-'rescnce grsgter than 30. The spell has no effect on magically animated 
crcT.ires, but < n affect meciianical constructions as lon^^ is ihey h,av'' no ioul 
Added Effect: 5 to the maxinnum Presi ice that can be duplicnti'd 
Maximum Zeon; Intellioenrc- x20 
Maintenance, every 20 (5) Daily 
Type of Spelh Uk<A 



! 



[mini unity 

Level: 32 Action; Active 

Cost: TO 

Effect: This spdJ fwrmlu the ^,.1^ ten. or ihose p4;op'.-e C*S!gr"iaU;i by Imn, tr 
immi 'III to % 'Intensltiei. of a plven type of Energy, whether it Is Fire, IE»rtlrfLiijf. 
or Cold. If an arlatk is made ijiing the type of lEne?^ to which trisy are immune, 
each Intensity of immunit/ reducei ths Ba&e Damage by 5 points iind provides a 
^5 to the Hesjilar/ces ap.ainst its cfiecii. 
Add^ Effect; "1 Intensity of immunity 
Maximum Zeon: Intel ■•ru.'- x?,0 
Maintenance: 1 ry io (8) Dally 
Type of Spell: t"cct 

frfif- Access 
Level: 1-40 

Reduction of Oami^g^^ 

Level: 16 Action; P.iiave 

Cost: aO 

Effect: Tf gic ol this ipell affects the povjcr af an attack. reducinR ihe foae 

of its ir. .1 ■.. Upon beint* !..f,T, this spell reduces thft Rase D;3m.\F»e of an attack by 
^0 point- It the d::Tiiiiv- is lowered to sero, tlie attack produfief. no effect. If. for 
t->:.imple. this Eipell is uied against nr atuck with [fciH:; Damaj^c 60, whcr 1 actn.ir ;' 
hits, i; does so if it were an .tttack of only 20. Hcd-.^ition of Damn : must hei 2 

before rollrn>'; . irfy tSce. 
Added Effect- 5 to the Base Damii_^c of the attack 
Maximum Zeon: fnt(^''lj^i:;ni:c xlO 
Maintenance: No 
Type of Spell: Autom itic 

Plv,".ir-I Corxtr-Ol 

Level: 3S Action; Active 

Cost: 120 

Effect: Using rK4 spell, the caster is able to control the body o' i b as thou;-h it 
wcr-. : ^iiTiple puppet, Since the control is purely phyiif.il, not -sf. 'itu,=l, the iubjc-:! 
■jL-inf' c-ontrailcd is not obl^rjed to use ;i"Ty 'njpernatLinl Ability (Magic, Ki, ;ind 
F-,«.hi(" Po-ft^fi'/ .igriinst his wi , 2..thoup;h any naCiiir[Li fi^teTig abilities src under the 
c.Li-.r:-''j- contrt;^. Ri-ststing '"-■e '.pell requires b<y[ing a MR Chec< with a L>fficLilty 
of HO. Tht person being coi'trolleiJ has cht! ri^it to one riftw fes'itaive Check pe 
li.Ty, ird :'so nny time he receives orders ihiat are entirely .igainst his nature. 
Added Effect: ' '3 to the MR 
Maximum Zeon: lnteili^i!*nre x?0 
Maintenance: 1 every 5 ;24) Daily 
Type of Spell: Spiritual 

R;Tl--r AhUifips; 

Levet; 40 Action; Atii'/e 

Cost; 30 

Effect: This spell t':rri|5(}ranily increaVfiS the Seconfl.iry Abilitie- of an Individual, 

pr. -. in- him with a ■ '10 bon . u to divide freely amocii' them, except for those 

Abif 'i'. c-quirinjj knowl 

Added Effect; 10 to bnnus. 

Maximum Zeon; Intelligence x20 

M..iiinte nance: 1 every 20 (4) 

Type of Spell: Ef ii^f 

Fuse 

Level; 42 Action: Ac- /e 

Cost: 140 

Effect: Unite.'i two beingi m singlf body, creating ^ new Individual who 
poiisesses the- characteristics atid abilrtin oftioth. The Ciste^ designates which 
tilpaiCilies prevnit, seiectlng rhi.tfi th?-t he is interested in from each. \f fJhc spell 
loins a fighl^r and i Dsychic, ^rr cxamplt-, the resulting iridivduai csuld h.'ivt 
the fighting; ability of the warrior, the mentiil powers of the mt'ii^j^ist, ami 
E.»ie highest "Secondary Abiliti- of ts.ich one. Control of thD resulting united 
body falls to whichever of Hie two v^ln'r .in Opposes? Check of Willpower, 
.jlthough soinf; c^nricteh sties typic.ii of the other perstmiSiity can be relained. 
The orjj^mai bodies remain in the state they were in before rhc fusion and so< 
when the spell lapses, return lo Ihr stale i^fld condlHon they wc-'c in beforf; t 
was cast. The death of the joint entity causes th? dealh of both ori^;inal peot'le. 
The (Ota! PresetKe of both originals cannot be rnore than It h .ilso poisible 
to Fuse an individual w-icK objects, in wWch c^se the GM tan award the result 
the advTiniagcs and abilities he considers ..lupropriate. 



Added Effect: ^ 5 to the MR find "-S tc the maximurn Presence nflQcted 
Maximum Zeon; IntellifiEnce x20 
Maintenance: 1 ever/ 
Type of Spell; tffect 

Free A ccea 
Level: f -50 

Cruam Memories 

LeveJ: 46 Action: Aiitive 

C4»st: 140 

Effect: PtiMi'is cnrjilon ai new memories in t.l>e target, without nKEissaril;^ 
erasing iTie pre-existing ores. Most of the tiiTiC, unless very (Jeeply-roQled 
nnijmories .are modified, the person affcttcd will (eel slijihtly conftiied', but 
will be convifjiyi^ that his memori'es are real. The cas'.er determines what 
information he is trying to introduce, regardl«i of its compleWit)' or dursti^n. 
Resisting tf'i? i.peM requires heatiri^, a MR or PsR Check w?th a DiffkuU)' t?f tCX3. 
Although tJ-il5 spdl doei'i^'t rtt^iiiire ni;tinreri.nnce, the individual affeclEd has the 
njht to a new Fleajtance Check any 'Jme someiLhing mvikcs hirn iuipeet his 
n-!.-niory might be inaccurate. 
Added Effect; 5 to the MR or PsR Difficult/ 
Maximum Zeon: Intclli^^encc x20 
Maintenance: No 
Type of Spell: ' •iritual 



Action: Active 



Recover 
Level; 
Cost: bO 

Effect' This jpe con • tely re 'ci' - ■, :liC' phr^ical condition of thcj Eubject, curinp 
up ) 300 . :■ I nts of damage ind removins ^lll physical penalties. U'^'.leis rsiJS^d 
by .im|iii* 'itions or similar Irj^,^- ;. This sp<]" doe; not "■:store ''atigue f^inls. nor 
ellminiite negative States caused by iup-.-'^natur.; .<.ans. 
Added Effect: +20 additional I -fc Points 
Maximum Zeon: Intelligence x20 
Maintenance; No 
Type of Spell: Effect 

Acquire Powers 

Levi.'!: 50 Action: Activr- 

Cost: 100 

Effect: Gives th;.- caster, or the person on whom the spell is cast, the nbWW^ 
tp acquire f*ie ahllnies of !iuperr-iatur.aj beinp,s. In pame terms, k pvcs the 
c ar ; ■'■'"f 100 additional DP with which to acquire my af the Pov/ers listed In 
Chapter 26, is though they had a Gnosis of 25. Tht« .also temporiirily iiffecE 
their phy;.|i ,v form. If, for example, soffieone tditain Natural Flight, it would 
b-i- lofiic-' for himi to have developed en^ifmou* wings. The -rfFcclE ef this spell 
an- not cumulative inc a subject can only be alfcct-td by one Acqi ire Po'tvers 
; ■■ I time. 

Added Effect: 10 OP with which i" cqtiirc pow 's 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every j (20) 
Type of Spell: LI 

Level: 52 Action: Active 

Cost: 80 

Effect: Creates a magical being with the .ippnar.ince of lifi?, bui i :.irr.|i!fif-y 
1. ider the contixjl of the caster, he being is developed as a Boni^ ^twern. 
Worlds U5ln| tht^ rukes described in Chapter 26. T'^.e cneatuni is first-fewl' 
with the equivalent of Gnosis 20. TH l' spell doei not permit th^! creation of a 
cne^^ture of higher level than the caster, since it ii basrd on the Ciister'i iplrnuai 
preseriti?, Thr; Monsmj\it/ is not ablr rmst-^ 3 soul, iO it is not poisilc to 
give it indepondeni ii^c. 
Added Effect: ■ I level 
Maximum Zeon; Intelligence xlO 
Maintenance: 1 every 10 (8) 
Type of Spell; Effect 

Free Acceif 

Level: 1-60 





Prntective Aura 

Leveh 56 Action: Passive 

Cost-; 12.0 

Effect: SL.pernaturnlly intr^.iscs the Rf^sistanc^t (VR, PhR, DR, MK. and 
PsR) ol all the designated individuals within 1,500 Icet of the carter by -20. 
Jl - cFf' ^ts of this spell are not cumulative, and a subject can only be affected 
by (j'li-- I 'ro' ;i.^ivc Aura at i time. 

Added Effect: • 5 to ■ihe Re- ■•.i.mces and 150- foot radius 
Maximum Zeon: Intelli, ;nce x30 
Maintenance: 1 i./ery 20 (6) 
Type of Spell: hticct 

»pir4tu^l StAiid^till 

Level; Sfi Action: Active 

Cost: 150 

Effect: tl ; nami indica' is, this sp- '! preserves the spirit of the individual 
Oi"i whnnn it ,_<• t i,, t|- .>ame statt as a* the moment it is 'ist. ' ■ 'm Lhaf 
iiDiTicnr Oil, the orfected person docs not make any furt n' MR or PsK Checl<s, 
jnd rciniins in.ilterably in iU^' uame spirituiil condition, lite person cannot b: 
itfenec by Slates of any kind, either positive, or nt-^;ative. Tde subject can 
rniiL Ihii spell by passing a MR Check with a Difficulty of 100. Naturally, tht-^ 
person affected by this L.ptil t annot iTnke my type ot Check to free bin- ■ " if 
'! whilf" it is in effect. 

Added Effect: 5 to the MR Difficulty 
Maximum Zeon: Intelligcm -20 
Maintenance: 1 cv- -y 10 (15) 
Type of Spell: Spiritual 

Level: 60 Action; .Active 

Cost: 1'> 

Effect: I orm^ a barrie of Energy tb,it pti&tiiCts from any source of attack. Tht- 
sniitld ;i:...,orb 100 points of damA;,)e b"'r "c breaking. If it is not destroyed by 
the end of the combat turn, l automatically recovers all lost Rcsi; ince Points. 
Added Effect: '20 Resistance Poini-. 
Maxinaum Zeon: lntelli^;ence x20 
Mainteoance: 1 every 10 (15) Daily 
Type of Spell: Defense 

Viulity 

Level: G Action: Acn .'e 

Cost; IDO 

Effect: l "!! spell crc^:zt2 -late of =.-.jpernat(.iral vitality in an individual, increasinf 
-IIS in.ixiTiurri ! ife PolnCS by '50 while the ipt;ll is maintained. I h-2 effects of thi^ 
TMitll .11^; rn>r; ctpnulative, and only c-nc casting Ciin .affect a subject at a time. 
Beint^s with Damage Assistance .apply ihiis quantity "o their Damage Rciistanct 
' III! 

Added Effect: i 5 to inaxim m Life Points 
Maximum Zeon: Iniclligenr- 20 
Ma iote nance: 1 ..-very 10 (15) Daily 
Type of Spell: Effect 

frtt' A tcest 
Level: 1-70 

Crtmfflrfe Creation 

Level: 66 Action: Active 

Cost; ISO 

Effect: Cr Slates an Otiiect with a Presence of no more 'ban 50, The creation 
ir>4'." iippc.3r in a location that is logical for it, according to its natu i. It would 
nol be pcisible. {or inst^ince, to conjure up a '.mall mountain in mid-air, and 
rhen let ^nll on sofiieone. A'. ■ 'imit, the Pi'escnce of th. obj( <'X ' innot bi 
iTioi- ih'n twice the Base Prcscr.Cv of the caster. For example, a fifth-lcvc 
■ hari'jicr vmU a PrcLence of 50 could tfi^-refore ere i-..L- objects with a maximum 
f' -vcct of 100 (if he pays enoughs Added Effects, of course). 
Added Effect; ^ j -c- the maximum Prs -;nce of the object cr ited 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (1.5) Daily 
Type of Spell: ,^;:-.ct 



Reinforce Magif 

Level: 68 Action: '^assive 

Cost: 100 

Effect: Reinforcu Mag'C .idds sirenpth to .mother spell launch c-i.bei' at Lhc 

same time or that is being maintained. In game terms, it adds an Added Effect 

to i^c- Zeon valu-' ff the Strengthened spell. Once the spelt l.^pse^, the Added 

power disappears. 

Added Effect: I Added ES'lect 

Maximum Zeon: intellig(:>nce xlO 

Maintenance: 1 every 10 (10) 

Type of Spell: = : ct 



Action: Active 



Transmute 

Level: 70 
Cost: 2'^0 

Effect: The caster transfori s an inorganic object, converti-.;^ ii to a different 
one of similar spiritual power, i his permits the caster to modify sonai'thing 
with a Presence of 50 or Ici: n: ) something else of equal or lesser Prrjsenc-:, 
If the object is superrwtural, or c cially powerful, <; tan n.^ist by p.iisin^- .3 
MR CI- t.'ck with a Difficulty of 120. If the transmuted Presence is over 100, two 
Added Fffects ar-* ncci's.!-ary in place of one to increase the n>aximum value 
thi ' can be affected by 5 points. 

Added Effect: 5 to the MK Diffici. ly and 5 to ■.nc ■■■..sxi- lum Prc:st'nce 

th<'-i can be affected 

Maxinnum Zeon: In' liigence x30 

Maintenance: No 

Type of Spell: Spiritual 

Metama rp hism 

Level: 72 Action: Active 

Cost: 150 

Effect: Us this spell, the casrnr can l insfoi'm a pet-son or objeci inii.i 
iny thing he wishes (a mouse, a statue, etc.) as loif.; is the Prciuact.; of the 
r- w form is no* bi'Jhpr Ih in ih^: tEirgcL's original Preiance. Lrvtng rlilngs 
metamorpho; -lud into non-livir •; objects continuf' to be aliv-e In their new 
forms even if it happens that they cannot move or bn the. When the spell 
laps( , the individU'll or ob,:.-: '. returns to its origln.':l fc-'ni. Met.ifnorphlsir. 
does not permit the Gcquisitton of etseniLial powers or abilities, trxcept ihtjse 
possessed by nalurn.! i'lving creatures with a Gnosis of zero. Rcslslm^, this ^pell 
r^:-quirc5 passing a MR Ci^pck with a Diff'cuity of 120, It rs only possible to 
re[ :at the Resistance c eck once per day. 
Added Effect: 5 to iiic MR 
Maximum Zeon: Intelligtnce x20 
Maintenance: I every 20 (8) Daity 
Type of Spell: Spiritual 

free Acc«ii 
Level: 1-80 

Recreate 

Level; ,'6 Action; Active 

Cost: 300 

Effect: Mnnipulatinj^ the essence of both matter and soliI, the caster Is able 
to restore any damage or lo.;.-. m Individual or object m-rht nave suffered. 
The caster can riecNle vviiich parts to recreate, and is not obii>^atec| to restore 
the targ to i:s original state. If he t '.es the spell on a one-eyedi, on«^^n^med 
person, the easier can Recreate only the eye, only th arm, or both of tfiem 
It once, CdStinj" -.his spell on a woum lei. individual or a damaged object makes 
my drimaj,^ or penalty di'iappears automalically (as long as the c-tster wishes ll 
to, of course). Recceatc i-so eliminates the effects of any Supii;.-ni!iLfrnI AbilitKt 
th it have diminished the individual or object ;ihysically or spiritually; I' restores 
cil memorri'S or OP. 

This ^pell has only two limitations. The first i ; that il affects > ilv lo; s or 
damn;?c suffered .jrtific illy, not dtie to nj'urril or positive change, it therefoi'c 
c.-snnot "restore" a person to an earlier state that was d.imaged or inferior. 
Secondly, it has no irisdiction over deceasecj souls, or thO'jS that have p.assecl: 
nto the low, so is unable to return the dead to life. The maximum Preivfifi'- 
that can be affected ;s 60. 

Added Effect; • 5 to the maximum Presence th.:J i. in i ■. aftect.J 
Maximum Zeon: Intelligenc- ;-r40 
Maintenance: No 
Type of Spell: Lffccl 
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Create Being 
Level: 78 
Cost: 250 
Effect: ( I 

complet'-'ly 
di'vt )pecl 



Action: Activr 



Mtci a ci'eature witli !>ie .ippeiica' ■ of life, bul 
Lindur tht control of the caster, i nc entity is 
■• is a Being Between Worlds, with 600 DP .mil ,i 
Cirio'.-is of 2j. Given thnt their existence is directly tied to cJie 
soul of the caster, the number of bcirijis that cire created by iind 
that depend on him (whether throuf^h this spell or the Level 82 
spells of the minor Paths) will limi' the maximum levfjl of the 
entity. The creature can therefore h<ive at most the level oi i!^ 
crt .-r. ir minus the number of crticies ht has magically crenlcd 
1=1 I is maim ininj!, "or example, if the c is: ur ci^ea^ei only a single 
being, it can have ;it most one level less thar Irs creator, two 
Iweh !■ ss if there arc Lwo bcins;;, three lesi if he is maintainini^ 
thp' ■ ■•ntitit--, c-rc. If one or mri-re- beings were .already created 
at the highest possii:)le level for tfietri. and the Ctistei thereafter 
creJtei another, the earlier ones .iutomaticnlly drop one level 
imrnediaLc^y. The lev;:-il ■ f the entity is mf-.'surerf by l!"- ■ uantity 
of DP it possesses; a creature with 850 DP, tor instance, would 
oc a level 4 creature. 
Added Effect; -i 50 DP 
Maximum Zeon: lritelli;^ijnce x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell: Effect 

Chimera 

Level: 80 Action: Active 

Cost: 250 

Effect: The caster, or whomever fie designates, ceases to be a 
natural being to beco'iie -i Ek-ing Between Worlds with a Gnosis of 
j"", enjoyinj; all the advantages and disadvantage;; that implic. IHc 
also obtains 150 additional DP to use to choose between Essential 
Abilities and powers frona the CreatKii-n of Bit-n^s. described 
in Chapter 26. It also permits him to choose up to 50 DP in 
Di idvantatJ,es or penalties to obtain additional points. 
L-iif".') DP raises tlie Cf-'^icter Level. In case of partial 
imprnvement. if for invianrc he only gets 170 DP, the chai'acter 
still i iproves two levels, but when he goes up another level he will 
i-eceive jO aditional DP to l. p. This spell vvorks only on Natural 
creaturei, and so rannot be za-a on Beinii; Betwt . Worlds or 
Spirit's to iniii'i'-,: ,e their ibilivuS. 
All itie pjow'.-r's diid gifts acquired througii this spell depend 
directly on the phy^ir.ul body of tlvc individual, and so if by any 
mciins he returns to his prior state, or his sOul transmigrates to another body 
or ' ill, '■ ■ lutomaticaily loses the ,idvant.ig£;s received. 
Added Effect: ■ 10 DP and ' 5 DP in optional disadvantages 
Maximum Zeon: Intc" ce x20 
Maintenance: No 
Type of Spell: ffert 

High Magic 

Zone of Safety 

Level: 82 Action: Active 

Cost: BSD 

Effect: Lr ites a magical zone inside which no pe:" on or object can b harmed 
II any way )y anyone or anything. A persor within the zone could not, for 
initajrun;, break down a door or even h.--m a cockroach by steppii ■ on it oy 
ni-'itaKfir. Zone of Safety automatically af' . . s anyone within the area, including 
r.^*ic lio-iStr. Tlie affected are,"i has a radius of 300 feet and remains wfiere it was 
cast without being mc^/able by l! ■ ■ .ten To overcoair; the effect requires beatli t-^ 
:\ MR Check with a DiMiculty of '.U. It "s only pos-iifak to repeat th-c Resistance 
check once pet day, t^/en iriomeone h.js left the zone and then returned. 
Added Effect: 5 to the MR Difficulty and ■ 150 feet in raditis 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 10 (^'i/ Daily 
Type of Spell: Air matic 

f rflp ji'L Liiess 
Level: 1-50 




Trie birth ofg new belrjq 

Mnintain. Magic 

Level: 86 Action; Active 

Cost: 7 SO 

Effect: Affects an existing active spell, tying it to the world in a mori-; l.istin 
way. In game terms, it adds SCO points of Zeon to keep up maintenance of thf 
designated spell. Remember these points do not add to the spi ower, or-.v 
to its Maintenance. 

Added Effect: +50 toward the Maintenance of the dcsignatec .oull 
Maximum Zeon: Intelligenre x40 
Maintenance: No 
Type of Spell: Effect 

Provide Sbui 

Level: 88 Action: Active 

Cost: 500 

Effect: Through this spell, the c^stc i:i abfc to create a complete soul, i^ivini' 
the breatii of life to nn object pr body able to contain one. If the souJ is providec 
to a magically engendered crtriiture such as those developt'C: with '-'^e level 79 
.pell of this Path, or with the level 82 elemental spells. Provide Sou,' n-.akes i^v 
unnecessary to continue maintaining those Spells to sustain the creatUfia. The- 
creatLire thereby breaks any bond it has with its creator, obtaining frei* will H 
just one more Being Between Worlds, 

Not all souls created by this spell are cai^'nl'- of enterinc the body ii iro whifi 
they are introduced, It is pos.sible to provid' souls to bo. I." • )r objc^t^ wHh i 
Prcsen' ■ ■ of no more tfian 30. It cannot be use J lo provide .. 5ou 1^ SDmethinji 
that .... idy has a iiving soul. 

Added Effect: -S to the maximum Pr-..:- nee that can be iff' '.'':d 
Maximum Zeon: Intelligence x40 
Maintenance: No 
Type of Spell: Eff'Kt 





Cr-eater Creation 

Level: 90 Action; Aclivi^ 

Cost: 100 

Effect; Gives the castci' tlir- i-ift i>f treaiing at wlitm, awarding him 500 
c points Lo distribute frcci/ between various objects O'" constr uctions. 
He cjr cre.ate any inanimate object he wishes, from rv;tlc-- to mountin,,., j 
long js ctie^ Pr^>^enf« of filch of his cff-^Tions is iiO', -ff -: iter than 180. 
Added Effect: i 50 additional Prt -rnce Points tc iir c otit 
Maximum Zeon: Intelligence x40 
Maintenance: 1 every 20 (20) Daily 
Type of Spell: Effect 

Divine M^*c;ic 



Action: Active 



Etcrna.! Magic 

Level: 92 
Cost: 600 

Effect: As ttic nam'j indic..il.L-s. thfu spell ziffects another existing one, 
■-riormouiiy reducmt' (or even ^eliminating) I".'. Mnintenance Cost, tli^rniil 
M ■ffects vary accordintJ to whetfjer or net it affects ^ spell wfth Dsily 
m-;ii en.incE. IF the spell in question is- Daily, ttcrnal Magic vCabilizes it, iTiaking 
m '^■'lance unnecc^ary. The spell continues being <:iintrolleil by W-, cd^itcrr, 
: will contintif' in effeci even al'or !■ ■■ieath. If ihc sp'-'l'-. nirii-ntcnanct; 
'etjun^H'Tient IS "per ■ jat lurn," it becomes one requiring, only Dr.ily 
tqEjinlcnanc!.:. ttf.Ti' il M.,.: . only influences spells with ?. Zconic value llX) or 
Ic5s arKJ ihat have a Path Level less thnn 80. 
Added Effect: ' 10 to its mnxiinuni V 'On value 
Maximum Zeon: Intc-yhgence x50 
Maintenance: No 
Type of Spell: Fffcct 

Free Access 

Level: 1-100 

The BaiTfer 

Level; % Action: Active 

Cost: 800 

Effect: This iinu^i.i.il sp-sll form'j ii breach m reality that i-:. capable of separatinj^ 
the world into two parts. Thrs scpraralion cannot be pccc!":ived naiurally, even 
by those capable of seeirTjs; majjic. It m.^y adopt .'vny appearance, From being 
iCDmpJetely invistblp to looking like ii simple stone wall. Whiitever form it trjkes, 
it ^loes not |>enr-ii anyone so niu<.h as a glimpse of what hides beyond it. 
Uswnlly none are aware of its cxistcr.£c, even when attempting to go tliiT.ui.i;h 
iL If someone attempts to cross (t, they exrs at another point of The "Sarrier. 
compfete))' unaware of what is behir-d (it iij even possible to turn directly around 
without noting it). Transport ■% not automate, rather, littlt^ by littlp. reality sttiris 
adiipting to the exit location almost imperceptibly (Inhuman difftulty for Notice). 
\;, ,1 ■■ Mv-viple, Thr- Barrier can be used over an island, to separate it from the 



rest of the world. That location dis,appe.irs from view, and art^ ship sailinj; in 
thr ."iri?a will s^ only w:.ntT, being transported immcdialiely to a^DC^€:r pisce 
lo innocently continue therr voyage. The fcirrier need not be madt absolutely 
perfect. Thi; airter Ci?n choose TO dt-liber^Jtely leave pi'Ssi^grt or openings, in 
one or both rfiretltins, to use for crojimg. There are certain requiinenxenE fcr 
someone to Dc abte t-o pass Uitrsugh It. To start wlrh, it mu^i he s>on^eoi>e wiih a 
Gnosis greatfir than 2.5 who knows of The fiiirrler and KS e>;4cl lOtauon. ifbo&i 
conditiofis are fulfilled, he n^ust pais iH MR CNcck with a Difficulty of 120 to jrot 
through. If he fails, he can only ncpeat thtt check once per day. 
T+ic 5pcll can affect a territory of 60 sqiLins mite.s, or e5<iended lr> u lir.i-; of 
the same length, Onc^ cm. It remains in the inr+ie location. 
Added Effect: ■ 5 to the MR Difitulty I'jid 60 miles 
Maximum Zeon: Inicll.,i7,cncc ••■.SO 
Maintenance: I i;ve.';/ 20 (40) Daily 
Type of Spelt: Effect 

TTie Gift Of Life 

Level: 93 Action: Active 

Cost: 800 

Effect: The caster is imbued with the ability to o^e-ne a new fonn of life, 
the newborn of ^ r,\ce that never existed before. The creation can be ol iiny 
iW.'i (Nai- la' Spiritual, or [^L■^wccr^ Worlds) and can be tied to n partKular 
cFrment, the maxiiriLiiT! level of the cnr-.-iturc cannot hit"- hi:^hpr '.han th,i! of his 
creator. Ttie creator should c:hoosi the Gnosis of h . ere ition, aw.irdin,? 'i! no 
fnore than Ten polr.tii les', than Ins own. 

*n ihf be^innin^; it will be a first levet crcT-tire, althou f it is a Natural Being 
with a Gnosis 3fi of less, it wi'i'i be gi'.'en 50 DP witli it '-i '.: seie^ i additional 
racial powers ,indl abiiitift'.., employing (.Jie fulc? described m Chapter 26. 
Added Effect: ' to level if the creation is a Between Worlds or Spiritual 
Being and MO DP if • is i; i Nftturai. Belnp^ 
Maximum Zeon: Intc < on^.e r.'^O 
Maintenance: No 
Type of Spell: LUect 

L&veh 100 Action: Active 

Cost: 1,000 

Effect: Permit'i ^lie ■lastt'r tu obtain absolute power over cri.-ation, givrng liim 

li-e ability to crea!c nnything he wishes: Continents, oceans, *ind even ef'tlre 

worlds. In j^ame tcrrr-is, if granci 5,000 Presence Points to create whaitrvier the 

Caster wishes, .is '^vng ;js it doesn't exceeiJ '350 points o' Presence. 

This spell i_an illso impose new rules of reality: alter jjravity, modify ["•■ i-,"n'- ii 

vi^hich time passes, and so 3rth. Anyone with a Cnoijh less than 1 if that ,< 

It"'" caster is LTffected by such ranges. 

Added Effect: * 1.000 Pre'- ice Points 

Maximum Zeon: Inteiligcn'.-: xSO 

Maintenance: No 

Type of Spell; iLffect 



Book, of Destruction 



Action; Active 



Fragility 
Level: 2 
Cost: 30 

Effect: This •4'::1! alters 'he solidity of an object, reducir.j^ .iji sturdincss and 
Ticking *t e^-sy to bn k. Anything affected automatically loses its Dam^igt^ 
Barrier; if the spell is -y..: on arms or armor, their Fortinidi? receives a ri-rjucfion 
of -2. This speil affects objects with a Presence of no mor?: than 30. 
Added Effect: -5 to the maximum Prc5C"rE that can oe affectc-cl anc -1 
ii! fortitude 

Maximum Zeon: intelligence xlO 



Action: Acti' 



Level: 6 
Cost: ^0 

Effect: Di'fn,:intl&s obju^l -lode of v-arious [pieces, li affects manMnate 
ob;^r:.ts With a Prrsence o' r-u more tifjn 20. 

Added Effect: b id the mriximum Presence c.in l>e affeilcd. 
Maximum Zeon: inteliigence xlO 
Maintenance: No 
Type of Spell: Effect 



Maintenance: 
Type of Spell: 

f rc il A ccess 
Ltvd: MO 



1 every 10 (3) 
bffect 




Destruy 1nt;en$itii«s 

Level: 8 Action: Active 

Cost: 40 

Effect; Destroys one intensity of om^ of the tl'" . :ypes of cxisSng energies 

(Cold. F-r^i, or D'tctricity), 

Added Effect: -1 additional inii'nsit.y 

Maximum Zeon; Intelligence x'lO 

Maintenance: No 

Type of Spell: Effect 
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HifTor Dcstructioi FreeAccej5 
Level: 10 Action: Activt Leve(: 1-30 

Cost: '.lO 



Effect: Affects the essence of a lifeless material object, di- oying it compieteiy, 



Wnund 



,is loii^, ,\s its Pn^sencf is no gred'er than 20 

Added Effect: ■ 5 to the maximum Presence that can be affected. Cost: HO 

Maximum Zeon; Intelligence xlO Effect: Wouficj. affects the phy^ ' Londition oi in individLial, doing damaf,!: 

\ ^ Maintenance* No '-° '^'^ health, it pi-oduces wounds and damaoe eqtu'J lo 20 of hii current \.\ft 

Type of Spell; l:ffect Points, not of his ictal. Resisting thi: f.pefl require beating MR t Jieck with a 



Difficulty c I 120. 

Sphere of Destruction Added Effect: > of Life Points and 1 ,o the MR Difficulty 

Levei: 12 Action: Active . Maximum Zeon: Int . ix'.r : : x 10 

Cost: 30 Maintenance: No 

Effect: Projects a ball of magical energy. Sphere of DesLCuction is an Ener-: - Type of Spell: Spiritual 
Attack lype with a Base Damage of 30. 

Added Effect: 5 to Base Damage iJti:^crciy K,i 



Maximum Zeon: Intelligence xlO 



Level-: 2B Action; Active 



Maintenance: No ^0 
Type of Spell; Attack Effect: The magic Linleashed by thiia ipell penetrates the soul of » . vn'.tini. 

dissolving his reserve of Ki. The victim miibt beat a MR Check with ,3 Dillhcuity 
Free A CCCTS of 120, or he loses as many points of Ki as the level of failure. T he Criscer chooses 

Level; I -20 the order and distribution of points lost amon^ the diffei'enr char.acteristics. 

Added Effect: S to the MR Difficulty. 
Inci tJ iSB Weakness Maximum Zeon: 



^; Level; 16 Action; Active 



Intellipente xlO 



Maintenance; No 



^ost: 50 Typg of Spell; j^pini^^al 

Effect: This spell finds a being's weak points, and makes them weaker 

!.upernaturally. In game terms, it doubles the penalty the individual suffers fcu" FrOdUdi^ Darrl^gi: 



any vulnerability. For example, an elemental who is especially vulnerable to 



Level; 30 Action: Active 



light would suffer quadruple damage, instead of double damage, from an attack Cost: 80 

tisin^ light, while a character vulnerable to poisons would have his VR reducc-i Effect: Through the use of this spell, the t as i-r automatically LaL-'.;'s a wound ; 



L to a fourth of its usual vakie. lo avoid being affected by Increase Weakness, its an individual's body. If the victitri doe'- not beat a MR Chc'-k with a Diliicuhv of 

' 9 . \ tiirg^t needs to pass a MR Check with a Difficulty of 120. if he fails, he can only 120, he suffers 40 points of direct damage. Creatures with Damage Resistance 



roll the Check again when he is affected by his weakness, multiply the ciamage by their Resistance multiple. 

Added Effect: i-5 to the MR Difficulty Added Effect: 5 to the MR Difficulty and 10 to the damage received. 

Maximum Zeon: Intelligence xlO Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (S) Daily Maintenance; No 

Type of Spell: Spiritual Type of Spell: Spiritual 



Level: 36 Action: Active 

Cost; 80 



Ma^ic Destruction Destrwtion of Senses 

Level: 18 Action: Passive Level: 31 Action: Active 

Cost: 60 Cost: 100 

-Cr Effect: Destroys a spell whose Zeon value is no greater than -10, Since Magic Effect: The caster cuts off the senses of an individual who fails a MR Chjck with 

n.' strurii.'tn is passive, it can be employed to nullify any spell launched in the a Difficulty of 100. The caster can choose which senses to take. 

■i,iir": ^01 bat turn. Added Effect; 1 5 to the MR Oifficulfy. 

Added Effect: -3 to the Zeon valu( 3f tli- Del! Maximum Zeon: Intelligence xlO 

^Jj Maximum Zeon; Intelligence x30 Maintenance: 1 every 20 (5) 

Maintenance: No Type of Spell: Spiritual 
Type of Spell: bffect 

Aggravate Oant^ge Level; 1 40 
LlfvU'l; 20 Action; Passive 

Cost: 60 MyiliL BulL 

Effect: Inn enses the Hase Damage of any attack (physical or supernatural) by 
' 30 points. For example, if an attacker is wielding a weapon with a Base Damage 

of 60. using this spell increases it to 90. in spite of its being a passive spell, it Effect: Projects a mystical bolt that affecl'. ^ -.ingte Uirgr,:. The attack 1:, .:<, 

must be era before any dice arc rolled, to make it possible to calculate the fncrgy Attack Type with a Base Damage of '00. 

— n|)ponents' respective attack and defense factors. Added Effect: ■ 5 to F^ase Damage 

2 Added Effect: S Revstance Points Maximum Zeon: Intelligence x20 

^r* I Maximum Zeon: Intelligence xlO Maintenance: No 

V Maintenance: No Type of Spell: Attack 

^ Type of Spell: Effect Unravel Ties 

imff' Destruccion of Matrices Level: Action: Active 

Level; 21 Action: Active '^'^^ 

\^ Cost; 80 Effect: Using this spell, the caster undoes any type of tie that pt-rmits a s[iin"- ..j/ie>- 

Effect: This spell unravels the energy matrices of a Psychic Power whost ^° Control his creatures. It can be used with equal effect o<i cither the centre 

P-i:.-: ntial is no iriore than 80 (thai, s to say, of Medium Difficulty). Sine: 1- li ,1 f^c controlled creature, but it is always the ciG.=,tL-.r of the aound whose m. is 

^* ^ pa; . vc .pell, it can be employed to nullily any Psychic Power launched iti the checked. If cast upon the creaturp. It affects only ihe ties binding the iwo of Ihcm, 

M same combat turn '-"^^ '^^ ^^^'^ directly against '.he; summoner, it brciiks an addttionsi br^ndir^ for 

Added Effect: 10 to Psychic Potential of the powoi hat can b'.: .Ifccted f^''^'-"'"/ P°"^^' ^^ich the controller fails a MR with a Dif(icu:f^/ af 120. 

Maximum Strength: Intelli =nce x20 Added Effect: i 5 to the MR Difhculty 

Maintenance: No Maximum Zeon; Intelligence xlO 

Type of Spell: Effect Maintenance: No 

Type of Spell: Spiritual 



Destroy R^ixtSiTice^ 

Level: 40 Action: Activt 

Cost: BO 

Effect: The person .Trfccted by this .spell has all his F^e^istanc , reduced by an 
.iinoLrnt equal to the mnrgin by which he did not pass aii MR Ch[;!ck with a 
[Mficulty of 120. 

Added Effect: 3 to the MR Difficulty 
MaKtmum Zeon: lntellij:,:.-[ic'- x20 
Maintenance: 1 every 10 (8) 
Type of Spell: Spiritual 

' indo States. 

Level: 42 Action: Active 

Cost: 120 

Effect: Immedintc.Hy undoes any o' fhc* States d-'bcnbed \n Chapter 14, or 

others thai are equivalent to them. This spell can affct as many targets 'li 
df. rn(j as lonj; a.s their accumulated Presence is no higher than 120, Ihi: i^pell 
Linnut undo "le penalties to action cause;l by a Critical. Resisting tht spell 
require-, bcalinj; a MR Check with a Diffitdlty of 100. 

Added Effect: 5 to the MR Difficulty an'' 10 to the maxirntini Prev:.-i'ce 

ihul. ran be affected 

Maximum Zeon: Intelligcnc-' x20 

Maintenance: No 

Typo of Spell: Effect 

Lev«l: 1-50 

Diimi? of Destruction 

Level: 46 Action: Active 

Cost: 100 

Effect: UniL'a.shes a dome of supernatur.'.l energy that bursts over an area of 

30 ■ " m nidii.is. it is not possible to choose targets within the area. The attack 

is an Encrg/ AtlaCK Type with a Base Damage of 80. 

Added Effect: '■ 5 Base Damage and 15 feet to radius. 

Maximum Zeon: Intelligent x20 

Maintenance: No 

Type of Spell: Attack 

Zone of Decay 

Level; 48 Action: Active 

Cost: 140 

Effect: I I'li'i spell covers a fixed area of 30 feet In radius, within which .ill forms 
of iifr brt^in to rot 3iid decay at an accelerated pace. Anyone found within the 
Zone of Decay loses 10% of their total Life Points unless they beat a MR Check 
with a Difficulty of 100. b-ich turn they remain within the Zone they must 
iiiafie a new check, regardless of whctli!-"! 1"!>ey passed a previous check or not. 
The 'ondition for being affec.co is simply being within the area. 
Added Effect: 15 feet to radius and i 5 to the MR DifficL[lty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (14) 
Type of Spell: Automatic 

Auri -rvf Dr-5;t"ri irf"mpi 

Level: SO Action: Active 

Cost: 1M.1 

Effect: Cnrfiants a place or obj : . creating in the 'Area an aura of m;- :ic that 
d "oys everything that comes into con ict with it. Anyone who to > es it 
luoL be a MR Check with a Difficulty of 80, or he loses as many points of Life 
f^oini.s equivalent to the Failure level. The naximum Presence of the object or 
pjflce .'.fferted is 60, However, even if thi; object is very l.irgc, the aura cannot 
e't-cr.c ntore tfian five fcct long. This spell can affect even its ^.-jS^er. 
Added Effect: - 5 to Presence, -5 feet and +5 to the MR Difficulty 
Maximum Zeon: lntelli«i?r-,[-,e x20 
Maintenance: 1 every 10 (15) Daily 
Type of Spell: \ Meet 

Level: S2 Action: Active 

Cost: 140 

Effect: Alfects the memories of an individual, making him forgt " whatever the 
^ ' r wishes. The- spell do'^s not affect a person's abilities, only their conscious 
ncm ■■ ic MR or PsR to avoid the ••(kCTi- is 100. 
Added Effect; i 5 to the MR or PsR Dtincufty 
Maximum Zeon: lntelligene,_ x20 



Maintenance: No 
Type of Spell: Spiritual 

free Access 
Level: 1 60 

Block L&arnmg 

Level: 56 Action: Active 

Cost: 120 

Effect: "Riis sp^ impe<teTiie ability of an individual to learn, completely [. i ■. ng 
him from developing or acquiring now knowledge. Whst- a person is Lir-d(n- the 
effc'tf' of this L.Tii;ll, he cannot acquire new ExperienC'' Points or .rievelop any abilities 
or powers, lo avoid th.e effects of the spell, he i"' 
Difficulty of T20. It is only possible to repeat the fles 
Added Effect: ■ 5 to the MR Difficuh.y 
Maximum Zeon: lntelli.',ence x20 
Maintenance; I every 10 (12) Daily 
Type of Spetl: Effect 



:. beat a MR Check with 
■nee check once per day 



Action; Active 



Ftsrbid 
Levef: 58 
Cost: 100 

Effect: The cas -r vetoes some specific action by the snell's victim, completely 
pronibiting him irom even attempting to do it. The spc; I orbids only Active 
Actions. Resisting the spell requires beating a MR Check with a Difficulty of 
120, If the forbidden action is very gonsral, like attack or move, the tar-' ! can 
add ri special bonus to his MR between ■ 10 and i 30. 
Added Effect: -5 to the MR Difficuliy 
Maximum Zeon; Intelligence x20 
Maintenance: 1 every 20 (5) 
Type of Spell; Spiritual 

Destroy Powers 

Level: 60 Action: Active 

Cost: 140 

Effect: The person affected by this spell Is compffirfly unable to use any of his 
supernatural powers. He is thereby preventecJ fron- usir-g any magical, p:,ychic, 
or Ki poVf-ers ht possesses. Mystical beings also lose all '.heir powers (ak.hough 
not their natural abilities). To avoid the effects of the spy^ll, its i.ii-get mtist beat 
a MR Check with a Difficulty of 1?0, 
Added Effect: 5 to the MR Difficulty 
Maximum Zeon: Intelligcno: x20 
Maintenance; 1 every 10 (14) 
Type of Spell; Spir itual 

Greater Mystic Bote 

Level: 62 Action: Active 

Cost: 150 

Effect: Projects a powerful supernatural bolt, Tlie attack is an Energy Attack 

Type with a Base Damage of 150. 

Added Effect: 1 10 to Base Damage 

Maximum Zeon: Intelligence x30 

Maintenance: No 

Type of Spell: Attack 

Level: 70 
Duiti ay Will 

Level: 66 Action: Active 

Cost: 160 

Effect; This spell affects a 30-foot radius art , within which any iniivicj^ial 
who does not bsat a MR Check with a Difficulty of 120 automatically lo-soi the 
ability to make decisions. While a person is influenced by this spell, he cannot 
undertake ny Active Action, even moving, except in case pf necessity. 
Added Effect; +15 feet to radius and i5 to the MR Difficult^' 
Maximum Zeon; Inloli iience x20 
Maintenance: 'I every 10 (16) 
Type of Spel); Spiritual 




Zone of >A/eakne$^ 

Level: 68 Action: Activs^ 

Cost: 200 

Effect: With tli.s spcl! the; caster weakens the fibers of reality itself within i 
piven area, making everythinj^ inside become frrtgiie and vulnerable. Any damaiv:' 
produced within the spell's arcQ is automatitally i;}[!Libled, and charnctets suffer 
Critfcals as though their entire body was a vulnerable point. Structures £ind 
constructions automatically lose their Damage lifirrier, and obj' ts with 
a Fortitude rating such as iwords and armor suffer a ■ [■> penalty The 
spell affects an area with ti radius of 60 feet, which reinains stationary 
whi."r« 1', i'. cast. Any living beinj^ can avoid the apeTs effects by bf:iilr-£. 
3 MR Check with a Difficulty of 140. The condition 'or being affccic-rl by 
the Zone of Weakness is simply to be within its aro"i, and it is only po-^sible 
to free; onfself by leavinj^ i:, sinrc it is only permitte " to repeal, 'he 
l<csist;'-,nce C'h'rk once per <' ay. 
Added Effect: . 5 to MR Difficulty and ^30 feet 
Maximum Zeon: Intelligence x20 
Maintenance; 1 every 10 (20) Daily 
Type of Spell: Automatic 

E^sicnce of DesCnjurtitin 

Level: 70 Action: Active 

Cost: 150 

Effect; The caster alters the material of • _.ody, 
transforming it to a form of purely destructive energy 
capable of devouring everything it comes in contact with. 
While in this state, the body can only be damaged by attacks 
capable of affecting sLipornatural targets, and anyone coming in 
contact with him must beat a MR Chec-L with a Difficulty of 80, 
or lose as many Life PDint!i a'j the Failure Level. The maximum 
Presence that can be afftcicd is 100. 
Added Effect: ' 5 to tiv maximum Presence affected 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10(15) 
Type of Spell: Effect 

Level: 72 Action: Active 

Cost: 20i:i 

Effect: The caster is capable of producing the death of a 
living be»n;5 by separating his soul from his body. The power 
of if'.'i spell is so great that it can kill even spiritual beings 
or n- Tomontic creatures, conv^'-ting them to simple dead 
squIl or even destroying i! cm coinpietely. To resist the 
effet:!; of this terrible spell, it is necessary to bent an MR or PhR 
against 120. 

Added Effect: i 5 to the MR or PhR Difficulty, 
Maximum Zeon: Inte iijience x20 
Maintenance: No 
Type of Spell: Spiritual 

f FL-t Accttii 
Levei: 1-80 

Level: 76 Action: Active 

Cost: 25:J 

Effect: Likf ,i deadly vortex, the Devouring Zone spreads, shreddinp; 
the essence of everything it findi. in its path by slowly consumifig it. Urtk' 
by SiUlc, l:ht things thiL £pdl reaches weaken until tficy are unmade, 
whether they cin; TirvLerial objects or living nelnga. tvery day the victims 
(either people or things) remain within its area, they must beat a MR 
or PhR of 140, or temporarily have the"' Base Presence reduc:.-d 
points. If their Presence falls to zero, they decompose leav'-^^i-" litiJe tracE, 
1 vir.^' beings, also receive an addrtional All Action Penally eqtJiv3li''nt to 
twte the Presence Pcn^if-'V lost. The spiritual damage is recoupi >! it a 
rate of five points per dny once the person Ir^-ves th. .irea of the ipell. 
DeVQurlrv^ Zone affects an area with a radius of 1,500 feet, which remains 
si;nior try wlicre it is cast. 

Added Effect: 1 1,500 feet to radius and ' 5 the MR. or PhR Difficulty 
Maximum Zeon: Intellipi • :■ :0 
Maintenance: 1 every 1 '(. )) .''ally 
Type of Spell: Automatic 



Destroy Cap^hHitees 

Level: 73 Action: Active 

Cost: 150 

Effect: Tliii tpell destroyi part of the abJitiei. or poweri of m indivictujl "Stripping 
him of them forever, ttie easier Irecly r^ma/i;-. 
50 QP the affrasd pereon, chcxHint 
the Qjpacitifji or fields .iFTerrfjd. -He lould. 
for insta.Ticc, cut tine pcrstmi Attack Ability by 
30 DP tinc" E.ikfi the rcmalnir^i', DP froiti a Sccrjndnry 
Ability hp." :.hooses. Ii is also possible to destroy tht 
SupcrnatLTil Powers of mystic :l crcattires with This spell, 
using the value in DP listed in Chapter 26 kir r i^ncc 
Destroy Capabilities also permits on , o si rip advantrLj^c 
chosen with Cre-ilion Points, at a cost ot iOf CP. 
I he MR Difficulty to avoid the effects is 120. 
'Added Effect: i .5 to the MR Di-Miculty and -10 DP 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Spirittial 

Sf^vpi ^itUCenct^ 

Level: BO Action: Active 

Cost: 340 

Effect: As though wi( >dinij a knife of nothingness, the c.:stc!' 
can cut through reality itself, .innihilatinj:;, .inyiMi-.r. in his path. 
Anything that comes in contact with the sped is desiroyed 
physically and spiritually. l€-.iving no sign that it over GKistcd. 
7he spell permits cll'her cutting a line 30 feet lonj; or 
focusing all its power in a iingic point, dc-iitroying pverythin^ 
it lotiches completely unless the required Resistance Check 
is successful. In spite of being a Spirituip ipell, liivc Cut In reality 
is perfectly visible even to those ''innoable of seeing triafiif.. Th>t 
objecti or individtials ctii off by Sever Ex. ■ nee are de^t.'ayed 
completely, and do not return to the Flow of Souls, I'he MR D'tfic^hiv 
to resist llie effecrs of the spell is 120, but if foe ' on ,. '.injik' pDint. 
becomes 140. 

Added Effect: ■ JO feet to the line and Wo ne MR fJifficulty 
Maximum Zeon: x30 
Maintenance: No 
Type of Spell: Spiritual 

High Magic 

RaJn of Destruction 

Level: 82 Action; Active 

Cost: 250 

Effect: This spell unle shes a storm of selective- I ■.■■;is thai dciitroy on:., \\v-: 
targ'Sts design.iced by the caster within a 150 -foot radius. It Ins Rhi^e D.inriiige 
of 200, and attacks on tht Fnergy Al. Additionally, if it impacts a [iirgci .\M 
c:iUEes damage to him, Ihi; •.■iclim must bc.jt .i MR Ch&t:*. with s DUfrcc ty of 
140, or he loses a quantity of Life Points equ ■ to the M ir->iin of ^.-llur'e. 
Added Effect: -r^O-foo" -adius, i-5 to Base Damage ai j MR Di iliy 

Maximum Zeon: I lel'igunce x30 
Maintenance: No 
Type of Spell: Attack 

Level: 1-90 

De5tnacl;5Dn of Z^fiin 
Level: 86 Action: Active 

Cost: 200 

Effect: By directly affecting the ■ lence of m;i; ic, this ipe# Is cap^bie 
dissipatifc I he power of anotf- 1 active spell, automatically cf'-^^.iilisNnig IE 
Zeon value by 60 points. If ihe diminished spell is llierehv' reduced below iss 
base cost, it disappears. 

Added Effect: -5 to the Zeon ol ihe spell. 
Maximum Zeon: Intelligenct; x50 
Maintenance: No 
Type of Spell: Effect 




Sweep fmm the Heaven? 
Level: 88 Action: Active 

Cost; 300 

Effect: By stea.'in^, nwa/ iL^ very esfiencc, t,'-,i'i -.pull t<ikei ,iway the divine 
presence of an entity, temporarily iransforming it (nto an earthly crciture. In 
tftprn? of the. rules of the game, the creature fiffected by the spell has its Gnosis 
vTilur reduced by 10. That reciuction affects the powers or abilities of the entity 
that depend on Gnosis, and so it cannot use them while in tht reduced state, 
Resistinj^ the spell requires beating MR Check with a Difficulty of 120. It h not 
possible to repeat the Resistance Check while it remains active. 
Added Effect: -5 to Gnosis and i 5 to the MR Difficulty. 
Maximum Zeon: Intelli.i^ence x30 
Maintenance: 1 every 5 (60) Daily 
Type of Spell: Effect 

Level: 90 Action: Active 

Cost: 2'jO 

Effect; liiis spell forms a sphere of absolute void that absorbs into itself all 
physical ard spiritual matter around it, unmaking tnem completely. The dome 
hai , 15 -foot radius and must be lot..i).ed in an open space. Onc( ist, it 
remains fixed in that location until the spell ends. Once created, it begins to 
sue in anything within a 50 meter ranus. The power of attraction of the spell 
emp;oyr, Dn equivalent Strength of 1-1, arrd anyone falling in an Opposed Check 
of characlenslic'j will be drawn toward it at a rate of 30 feet for every point of 
difFcrcnce. i he void is so powerful that anything coming into contact with the 
sphere vvf'akens until it disappears. Each ("'■mbat turn a victim remain within thf^ 
dome, he i"ust beat two distinct Resistance Checks with a Difficulty of 120; one 
i' 1 MR Check which if failed causes him to lose a number of Zcon equivalent to 
;hc 'Tiarj'jn of failure, and the other is a F^hR Check, which if failed causes him to 
lose as inr.ny points of Life Points as the Mar .'m of Failtire. When a victiiTi has lost 
all Zeon, he begins to permanently lose one .loint of Power for every 100 points 
of Zc'on he would continue to lose. If hi^ Power falls to zero, or he dies from 
loss of Life Points, his being is totally swallowed by the nothingness. Although 
the c .tci r.. rol. drawn by the attractive power of the dome, he will suffer the 
effects of I he Void if he comes in contact with its rrucieus. 
Added Effect: ■ 3 fe^t to radius, -^150 feet to the area of influence and ■ 5 to 
th( MR and PhR Difficulty 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 10 (7.5) 
Type of Spell: Effect 

Divine Magic 

Levfil: 92 Action; Active 

Cost: 350 

Effect; Pro^'ides the ability to destroy part of the material world on a grand 
d-iintc^rrdirg even large constructions such as entire cities or vast areas 
of land. This '■oel' can affect as many inorganic objects as desired as long as the 
sum of the^r ' sence is no higher than 100. 

Added Effect; -10 to the maximum Presence that can be affected. 
Maximum Zeon; Intelligence x30 
Maintenance: No 
Type of Spell: Effect 

free A tcess 
Level: 1 100 



.n.ih 



Action: Active 



Level: % 
Cost: '"•00 

Effect: I lie power unleashed by the destruction of souls sweeps away the 
spirii.Linl matter nround the caster, ending the existence of anyone who does not 
resist its effecis. Any individual within an arefi of 3 miles frorVi the point where 
the spell is unleashed by the caster mus' inak: ' a MR Check against a Difficulty of 
100 or have his soul completely disintegrated, causing immediate death. 
Added Effect: 3 mile radius an J ^ 5 to MR Difficulty 
Maximum Zeon: Intelligence X'^O 
Maintenance; No 
Type of Spell: Automatic 



!/J:'i/iwiu . 1// /i 



Chaos 

Level: 98 Action: Active 

Cost: 700 

Effect: Chaos is a spell of almost insuperable power, since r is C2p:ible of 
shaking the very pillars of reality. Upon bein^ 'jnleashed, the caster c.iuses the 
order of thinr^-j to crumble, aitei'in; the 'lalance of •■II 'hings n i-i ^.ompl(^tely 
unexpected way. Inside the zone of Chaos, nothing work'- :is it should, and all 
event; tn unnatunlly twisted. For example, chaos can affect grrivity, makin':" 
som tilings as light as feathers and others as heavy ie*cl. It ^'.in affec! '.ni 
w( ther, catising icy winds only yards from Lri.>pi< 'I gales or fie. ' waves, .his 
spell does not affect only the natural elemcsats, thc^ugh. It can influence the 
f'.'u i:gs and instincts of living bein-";, makir -. 'overs hate each other with a 
p.iEEion, or irreconcilable enemies form bonds of peace. The speil can even 
affect the passage of time, making i; flow more quickly or slowly (it tannot be 
used lo travel to '.he past, however), 1 hat is to say. Chaos is capable of affecting 
practically any imaginable facet of reality. 

The caster can ;:■■. :--iate a specific aspect of reality he wishes to alter, or on the 

other hand, transform it completely. In either case, this spell does not give th<.' 

caster direct control over what is changing, so the results and consequenc-'S of 

events can be. as the name of the spell implies, complcjicly chaotic. 

Chaos cove "'i a maximum radius of 60 miles, and is static in the place it was 

cast. It autoiT stically affe-^ts anyone with a Gnosis of Ti or less. 

Added Effect: 1 60 miles to radius and i1 to tht.' Gnosis that can bo" 

affected. 

Maximum Zeon: Intelligence xSO 
Maintenance; 1 every 10 (70) Daily 
Type of Spetl: Automatic 

Level: 100 Action: Active 

Cost: 1,000 

Effect: This spell permits the caster to desi/nate an .ispect of t jslr'nc, nni 
as far-reaching as a city or race, or as precise as a single specific individL>a>, 
and simply make it so it ceases to exist. The unmade iTrm or person is erased 
from reality with all the consequences that implies, sn ihat it never did exist. 
No one who knew of what was unmade remembers it, and ill events it :;i.y 
have affected arc idified as though what was unmM' -■ had no part in it; even 
returning to lifi those whose death the unmade mi;," have C/u^ed (as long as 
their souls were not destroyed). Only entities with a Gnosis of more than 40 
will be conscious of what happened. It is only possible to make one MR Check 
against a Diffic ty of 1^0 to avoid the effects of th<s spell, even if st aflccts n 
multitude of persons or objects. The MR C -.cck is made using the highest 
resistance that anyone or anyone to di' .ilfected by Unr^vation has at that e>£.Sf« 
moment. It is not possible to unmake elements of the i>,ast, only thinr th.-it are 
currently present. 

Added Effect: i.5 to the MR Difficulty 
Maximum Zeon: Intelligence x50 
Maintenance: No 
Type of Spell: Automatic 





Action; Active 



Ratse Wfnd 
Level; 2 
Cost: 30 

Effect: Raises wind up to a maximum of 10 mile;; per hour. The spelli ster 
nr'CTi-; to be in the open or in tin are,i !<ely to exp( ice wind drafts. Maximum 
wi[kI draft width is BO feet. 

Added Effect: -i-5 miles per houi -id 1 15 feet wide. 
Maximum Zeon: lnteilig!-:iK e xlO 
Maintenance: 1 every 10 (3) 
Type of Spell: Effect 



Level: 1-10 
Move 



Action; Ac 



ectf witTtout 



Level: 6 
Cost: 30 

Effect: This spell allows th^: ipelkaster to move inaninnate object? witTtout 
physical contact over a distance with n maximum speed ??c:Liivalc;nl: to Flight 
Value 10, The maximum weight h-.- can affect is 60 pounds. ' i 
Added Effect: ^ 20 pounds. 
Maximum Zeon: Intelligenc': xlO 
Maintenance: 1 every 10 (3) Daily 
Type of Spell: Effect 

Fr 

LeveL- 1-10 




Wpiijhr Rfiduction 
Level: 10 Action: Active 

Cost: 40 

Effect: It rcdu ■;s a material body weight by 60 pounds. 
Added Effect. 20 pound. 
Maximum Zeon: ^ntelligenGe x30 
Maintenance: 1 fi\ ry 10 (4) Daily 
Type of Spell; I ffect 

Stop B reach in;c 
Level: 12 Action; Passive 

Cost: -10 

Effect: The target of thij ipell docs not need to breathe and is !• mger 
aflected by lack of air. A spellcaster ni ly apply this spell to many individuals 
as he wishes, as long as the sum of thi-'ir combined Presence is 80 or below. 
Added Effect: ' 10 to the maximum Presence affected. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (4) Daily 
Type of Spell: Effect 

J-Zl-i: A CCL'Si 

Level: 1-20 
Free Motion 

Level: 16 Action; Active 

Cost: 50 

Effect: The target of this spell is able to inove freely along any type of solid 
surface, completely untouched by gravity. Individuals under this spell are able 
t-o waii< on water or run on walls and ceilings. A spellcaster may apply this 
■■•ii'l' to as many individuals as he wishes, as lon^ the sum of their combined 
Pre ince is UO or below. 

Added Effect; MO to the maximum Presence affected. 
Maximum Zeon: Intellif^cnce xlO 
Maintenance: every 10 (5) 
Type of Spell; I ffect 

Free A c«iT 
Level: 1-iO 





















Air Blow 





















Level; 20 Action; Active 

Cost: ^0 

Effect: The ... ter unlc-:-.hes -i potent .nr blow t.h..i. c i either hit i sii",nle iontv 
distance tai^et or hold ,1 group of people together over a distance, ihi bl.ist c' 
air will cover a maxinaum are ■ of 15 fcrt wir- anc '.^^ert prcssL'\-- t-quivalef^i tc 
Strength 6, When directed at a single ta-.. et, a 4 bonus to Strength is Hpplicd, 
"[ hough modest, a blow of air can cause re j| ■Jam?..i;e equivalent to tvi'icc '.he boi ;i is 
of the blow's Strength; such ar ittack uses the lm-;^act Attack Type. 
Since th is an air-proa iKicd blow, only those, who pass an Absurd- Icv^'! 
Notice: C 'ieck, or who nre nble to see magic, wilt perceive the attack. Once 
a spollcjstDr raises the iinpm:: Strength over 12, he will have to •..u- J .iddtv. 
effects to !nrr'?'5se the spcil's Strcrith by 1 poii 1 thereafter. 
Added Effect: ' 1 Strength and 15 feet wide 
Maximum Zeon: Intelligenv e xlO 
Maintenance: No 
Type of Spell; Attack 



Action; Passive 



Level: 22 
Cost; 50 

Effect: This spe;l forms ar ^ir barrier that offers protection against ill kinds 
of attacks, except those based on Elet'iricity or Energy, In addition, t! -~ strong 
winds raised will hinder any physical projectile fired or thrown by the ei ■my, 
c !■ ing a ■■■50 pefialty to the pro]ectflc''j rinal Attack. T'"- ■ 'Held can t ,e up to 
300 daina^;e points before breaking. 
Added Effect: 100 Resistance f'oints 
Maximum Zeon; Intellige . x20 
Maintenance: 1 every 10 (5) 
Type of Spell; Defense 

Level; 1 30 

rraniipor' ' 
Level: 26 Action: Artive 

Cost: SO 

Effect; The rei jientofth sp- i mn be transported up to a maximum i' -" iit' 
of 150 feet, fh; spell allows individuals to puss through pf^ysica; objL.. ., sucli 
^s walls or doors providec- thtsc arc not basec' on en^i^i'gy. A spellcaster may 
ajjply tnis spell to as many individuals as he wishes, as long as the sum of tht- 
combined Presence is 60 or below. 

Added Effect: ■ *0 to maximum Presence affected and 150 feet 
Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell; Effect 

frf'-'T' A cceis 
Level; 1 30 

Flight 

Level: 30 Action: Active 

Cost: 60 

Effect; This spell grants targets the ability to move with Flight Value 4. Onct i 

spellcaster empowers this spell to move beyond 10, lie will need 1.,) use 2 

added effects to increase -he Flight V.ik.e by 1 point. 

Added Effect; 1 to Flight Value, 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 5 (12) Daily 

Type of Spell: Effect 



Action; Acti' 



Level: 32 
Cost; 60 

Effect; "i'n's spell incr: fises a sub I'Ct's rear'.ion time by addir ■, 1 - ^O bonus 

his Initiative. If Inib =tive is increased over 200, the castor must usi two aad 

effects to inert ■■ : by 10. 

Added Effect: 10 bonus to lnitrativ._ 

Maximum Zeon: Intell . ence xlO 

Maintenance; 1 evc^'y 'I'J (3) 

Type of Spell: Effect 

^ihtSTfUSfd {>\' €) if w Yi^Ij 
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Level: 1-40 
ElEvrtrify 

Level: i6 Action: Active 

Cost: 30 

Effect: This Opel's electrifies physic.il bodies, inflictin? strong discharge on tlio.sc 
WHO touch fliem. Anyone who comes into physicai contact witli an electrified 
bod/, induding the caster himscif. must pass a Physical Resistance Check {agai it 
a Difficulty of 100) per Combat Turn to avoid losinE^ a number of Life Points equal 

0 lialf his level of failure. This effect is considered an Electricity Attack Type. The 
electrified body can't have a Presence gn ".ter than 40 and mtist be less than three- 
feet in M.ifc. 

Added Effect: +!> to PhR Check difficulty, '] to maxim urn l-rLEence :iffected 
and i feet to size affected 
Maximum Zeon: Inte 'igencc xlO 
Maintenance: 1 every 10 (8) Daily 
Type ofSpell: Eiffect 

1 I L '. ,-1 i.Ll.'i.i 

Level: 1-40 
Air Cut 

Level: 40 Action: Active 

Cost; 60 

Effect: This spell produces a strong gust of wind capable of nflicting cuts on 
any "ui facc it conies into contact with. The cut will affect a 10-foot line where 
no target, can be SL;;vL".t;d. The Base Damage of this spefl is 80, and it: uses thv 
Cut Attack Type, reducing enemy AT by 2. 
Added Effect: 5 feet. 
Maximum Zeon: Intelligence x20 
Maintenance: No. 
7ypc of Spell: Attack 



Action: Ai tivc 



Level: 42 
Cost: 80 

Effect: lis spell in< ■ iscs its tt.-.-:l's speed. In game t rms. it doubles 
.he fi-r jer-round ratio allowed to character: Liy their Movement Value. A 
spehc aster may apply this spell to as many individuals as he wishes, as long as 
' he bum ol th ir combined Pr " ■■ "-^ or below. 
Added Effect: -"10 to the maximum Presem ffcctcd. 
Maximum Zeon: Ini- Iligencc xlO 
Maintenance: 1 every 10 (8) Daily 
Type of Spell: Effect 

f 'i 

' ' ffv p A< •■- ■ 
Level: 1-50 

Lijghtnln]^ 

Levtl; '6 Action: Active 

Cost: tiC 

Effect: This speli sets off a 100-point Base Damage lightning strike. After hitting 
'> ii . !-"ii -ct, clot triuty bounces once to the nearest body in a 15-foot radius, causinc 
aev^ attick with identical characteristics. Although the caster can not choos- 
L ^Drcnd tariJpt., he is exempt from this second attack, If the SLirrotinding area 
is empty. '" ng wil either vanish harmlessly or hit the groLind. 
Added E Mi ct: 1 additional bounce, -15 feet r:, iximum bouncing distance. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Attack 

Level: 1-50 
Whl »'lw5iid 

Level: IjO Action: Active 

Cost: 140 

Effect: llic casU;r raises a whirlwind with a maximum 10-foot radius that 
Icavti rolhrcih Dut a trail of destruction bchin ! it. Any Subject within its area will 
automniifi'i'*!'' rKei'^'^- m attack (with a 180 hinal Attack score and a 40-point 
I Dannge on the Impact Table). In addition, all those affcc :d will have to 
[ an Op:30sed Strength or Agility Check against the equivalent of ■'"rcnoth 
'1 OtIiCTA'ist:, the whirlwind sucks them into the air. Victims trapped within the 
\--t,T|wind sufl'er -60 All Action Penalty for as long as they remain inside. 



Once the spcl! ends, stispencied bodies will (all from a distance of between 100 
and 130 feet. The only condition for being affected by the v/hirlwind is being 
inside the area from the first round after the whirlwind has been cre.i?'§d. Tine 
caster may propel the spell with speed 8. It has no effect upon immaterial 
bodies or those not affected by air. 
Added Effect: 5 feet to the spell's radius. 
Maximum Zeon: Intellif.cnce x20 
Maintenance: 1 every 5 (28) 
Type of Spelt: Automatic 

EtbereaJ form 

Lpvet: 52 Action: A:cive 

Cost: 100 

Effect: This spetl f insforms a de'-i:/nated body into air, rendering it intangible 
and therefore immur to all matter and non energy based at:tacki. I oi as long 
as the spell lasts, the subject can move throtigh "he air with a speed >. ^Livalcnt 
to his natural Movi nent Value, and he will only be visible to individcrrs who 
pass an Almost Impossible Notice Check or a Very Difficult Search Check. 
Those who can st'-e magic can also see the ethereal individual. Although unable 
to p.iSL. tnrou.i.^h physical mai'.-^r, cthere : bodies may travel through any cracks 
or gaps that allow the p.".'.sage of air. The maximtun Presence affected by this 
spell is 100. 

Added Effect: 10 to the maximum Pr.^i.-nce affected 
Maximum Zeon: Intelligence xlO ' 
Maintenance: 1 every 10(10) 
Type of Spell: Eiffect 

Level: 1-60 
Air Control 

Level: "iS Action: Active 

Cost: 80 

Effect: This spell endows the caster with dom.inion over air and any other 
gaseous ;ubstance in a 150- foot radius. The wizard can manipulate wind 
curr£iT;i ar.-" ~ ■ ;eous elements, using them at will. For instance, he could 
deprive an entire area of" air or change the course of a tornado. If cas^ • ainst a 
being made of air, the caster can attempt to control it - provided the en ture 
f lis ar MR Check , ■ nst a target Difficulty of 120. 
Added Effect: ■1-80 feet and -5 to MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (8) 
Type of Spell: Effect, Spiritual 

f rtJt; A ccsss 
Level: 1-60 

Level: 60 Action: Active 

Cost: 80 

Effect: This sptfi gr^nti control over the form and direction of electrical sources 
not exceeding 5 ntensities. If faced with a being made of electricity, the magician 
can control ir provided the creature fails an MR Check against a Difficulty of 
140. 

Added Effect: 1 1 electricity intensity and < to MR Diffictilty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (8) 
Type of Spell: Effect, Spiritual 

Defensive M O v s i , : ■ 

Level: 62 Action: Passive 

Cost: 120 

Effett: This spell illows the magician to move away from the i- ach of .in 
aUritk. Vv'hen cast, 'hi^ spell uses the caster's Magic Projection Ability in place 
of his Dodge Ability. A mage can defend himself this way a maximum of thrDC 
times pii' Combat Turn. For the purpose of countinji penalties as.'iinst Area 
Attacks, the spell grants the caster a speed equivalent to Movement Value 8. 
Added Effect: ■ 1 Dodge per turn and '1 Movement Value to exit areas 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every '0 (12) 
Type of Spell: Defense 

Free A ccMj 
Level: i-70 
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Teletraniportacion 

Level: 66 Action: Active 

Cost: 150 

Effect: Th(' ' ster, or the clitirn-rei' appointed by him, cin be transported to 
a maximurr distance of 5 mile;.. This ipell iillows individLials to pass through 
physi-:'al nbject"'., provided these ^ve not made of energy. The spell may affect 
many individuL'ils as the caster wishc-s, as long as the total Presence of the 
-■'"ected characters remains Linder 80. 

Added Effect: ^ 10 to maximum Presence affected and twice the reach 
Maximum Zeon: Intelligence x30 
Maintenance: No 

Type of Spell; Effect . - ' 

Level: 1-70 
Immateii^ality 

Level; 70 Action: Active 

Cost: 120 

Effect: The designated body becomt'i. completely irnmateriat, thu- Turning 
intangible to all non-energy based crcattrrcs, objects, and attacks. While 
remaining in this state, the subject in question will not be able to touch or be 
touched, and he can pass thi'ough riny material not of a supernatural origin. If 
a mage casts this spell on an unwilling tai-gct, the subject in question will have 
to pass a MR again.st 100 in order to avoid being affected, Should the target 
f ill the Check and become immaterial, he will be entitled to a new Check each 
u.iy. I he caster can affect creatures up to a maxim ttm Presence of 80. 
Added Effect; ■ 10 to maximum Presence affected and i-5 MR Dificulty 
Maximum Zeon: Intelligence xZO 
Maintenance; 1 ever/ 10 (12) Daily 
Type of Spell: Spiritual 



Action: Active 



nui ' it ant 
Level: 72 
Cost: 200 

Effect; This spell cn ■ tremendous gale that sweeps away everything 
in a one mile-radius area. All characters inside the area must pas';. .i Check 
againsr Strength 12 or be taken by the wind. Al! construction with i\ Damage 
Barrier lower- than 60 shatters automatically, while those with a Barrier under 
120 suffer 10 points damage per round until they ai^e utterly destroyed. 
Construction with a Damage Barrier hi ner than 120 reniains Linai'fectcd by 
(He ici-dritch hurricane. 

Bodies dnig^ied l;y ' "■■ ■ wind remair n the air until the spell wears off, at which 
I'tne they plunjic to the ground. Di- i<ii to the ground may vary acT^rdinf ro 
thr' O'Viiircnment and the magician's will although under no circumstance can 
it cxcei.nl' ''00 feet. Characters who pass the Opposed Strength Check an safe 
^nd will not have to make further Checks as long as they remain immobile. It 
is up to the GM to apply whatever boniiS he deems fit to the Strength Check 
of those affected. 

Added Effect; 150 feet to radius 
Maximum Zeon; Intelligence x30 
Maintenance: 1 every 20 (10) 
Type of Spell: Automatic 

free A cees r 

Level: 1-RO 
i'Udiij /Vlt 

Level: 76 Action: Active 

Cost: 140 

Effect: This spell solidifies the very air, producing resistant, compact matter, 
1 he naag;ci:an may choose its form and location, but the area of the solidified 
.\ir i^ litnltfd to sn 80-foot radius. Possible uses of this spell are obstructing an 
entrance with a solid bloc\ of air or building an invisible bridv'e to cover a gap, 
for exaiTiple. Only enc'py damjmj; weapons can harm s« -d air. md it will 
resist up to 150 points of damage every 15 feet before breaking. The only way 
:lii\ substance can be seen is by the viewer passing an Inhuman -level Notice 
Check or an Ab-u I'd -level Search Check. 

j he spell could also be used to fence people in, preventing them from moving 
about freely. When Lised with this purpose, attacks may be performed lollovving 
the Irnpping rules; no penalties apply to the magician's Projection Ability for 
performing this n-ianeuver. Solid Air affects all individuals inside spell area as if 
It pos'..c'-.'.r'd Strength 14. 



Adtlod Effect: ->-80 feet to radius 
Maximum Zeon; Intelligence x20 
Maintenance: 1 every 20 (7) 
Type of Spell: Effect, Attack 

*"■(•■:■■■'■■■■ .'I cc(*js 
Level: 1-80 

Woaiher Cortrxr) 

Level; 80 Action: Active 

Cost: 220 

Effect: With this spell, a magician can fully cor.'rol the we,;ther withir "• ':iile 

radius. |-|' the power fo modify any meteorological ;1cment at will, r.hu; 

gradually creating the desired climatic sit^iation. 

Added Effect: +'i miles to radius. 

Maximum Zeon; Intelligence x30 

Maintenance: 1 every 5 (44) Daily 

Type of Spell: Effect 



High Magic 



Action: Active 



Crpate Sytph 
Level: B2 
Cost: 2.50 

Effect: 1 his spell creates a seemingly live creature completely under the n- . ' n' 
control. This entity shall be developed as a Being Between Worlds, suuiect lo ihi 
eleimental powers and limitations of Air elementals established in Chapter 26. 
The creature shall have 600 DP and its maxinaum level will be calculated us ■ ■■ th' 
same rules as in the spell Create Being from the Path of Creation. 
Added Effect: SO DI 
Maximum Zeon: Intelligence x30 
Maintenance: 1 ve j 5 (50) Daily 
Type of Spet): LfMLt 

free A cccss 
Level; 1-90 

Syperior PsychoWnesis 
Level; 86 Action: Active 

Cost: 160 

Effect: This spell allows a ^pellcaster to move organic and inorga.nic bodief v 
a distance, sparing the need for physical contact. Obif . ts moved by thit sp -11 
can travel up to a speed equivalent to Flij;lit Value 10. Superior PsychokineLi'. 
can affect a maximum weight of 100 tons. Living creatures may resist ihi'.. s|.>tHi 
by passing a MR Check with a Difficulty of 100. 

Added Effect: Twice the maximum weight and ■ 5 to the MR difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (32) Dally 
Type of Spell: Effect 

LeveJ: 1-90 

Level; 90 Action: Active 

Cost: 180 

Effect: The magician is able to transport the magical sources supporlmf^ .^a 
active spell froim one place to another In this way, the m^i.ge can s'elor.ire sptHs ?.! 
will. A character casting thi5 spell can relocate any manxaincd spell with a Zeo.n*;, 
v;i :,ie lower than 100 points - including thosf? not under his control. MaxiTium 
relocation distance is determined by the general rules of r4agic Projection. Thre 
spell can be used against place-oriented, individual-oriented :ind objKt-or.iriiird 
spells. When performing the relocation of an Spiritual spell, all e.llccts ane treated 
exactly as if the spell had just been cast, allovv-ing the new target ti.> (Si-Fencf i^ims^lf 
with a nortnal Resistance Check. 

Added Effect: - 5 to the Zeonic valtie the spell can affect. 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 10 (18) Daily 
Type of Spell: Effect 



it 



Di vine Magic 

Pji^sfve Magic 

Level: 92 Action: Active 

Cost: 300 

Effect: ni. .-ell envelops the mngician's essence, allowing tnagic ir lli>w wiLhin 

b*m in an In5tin< tive mannec. "I he caster is ,ti one wilh magic, and they respond to 

"■."•■iti as a single entity. As long as lie maintains this s)dcII, alt other spclh that he 

i.icrforms occue as Passive Actions - including Ai' itk and Spicitual spells, i ni; pell 

affects a maximum Presence of 80 points. 

Added Effect: ■ 5 to maximum I'resenci if^-cLed. 

Maximum Zeon: Inrclligence x30 

Maintenance: 1 every 10 (30) 

Type of Spell: Effect 

Frctf Ac cuss 
Level: !-100 



new r oll only if 



Action: Active 



Lord of the Air 

Level; 96 
Cost: 500 

Effect: Tliis spell grants a eharactet control of all air or electricity nudoi. 
re/ardless of the number of intensities they are compo -d oi. within a 60-mi;- 
radius. I his dominion also allows for weather manipulation .'tncl the cre.i'.ion 
r-^ ;. ak'?, srorms, or gusts of wind of all sizes. Ali air-based crc^jiui'K with n the 
ipell area will be immediately controlled by the caster unlcsE they pass an MK 
Ciieck with a target Difficulty of 1^0. Once passed; they will not be required 



Lo make another Check. • -ftecLed parties are entitled to 
(hey alter theii' h.ise ResisLinc't;. 

Added Effect: '60 miles Id radius and ■ 5 to MK Oificulty. 
Maximum Zeon: Imcll-gcnce x30 
Maintenance: 1 every 10 (30) Daily 
Type of Spell: A -omatic 

Level: MOO 



A Place in the Wbrtd 

Level: 00 Action: Act.ve 

cost: ^50 

Effect: By performing this spell, fhe character modifies the very order of 
the soul network, tluis alteriitg reali'y itself. Even when not able to ch^nj^c 
the essence: of things, or their shape, the spell grants tht caster the flbllty 
to move th>"m arounc: and place them anywhere he wishes - with no othr.-r 
limit than his own will. Any object or being, both physical and spirii:.;al, can 
be telefinsported anywhere. There is no per round limit to the numl;-::' -nr 
condition of thin ^hat can b' moved and relocat ■ only way a c'-araclcr 

or en. iturc can avoid tht- ef'i'cts of the spell is to '...cceed on .) MR Check 
with a Difficulty of MO. I his .: II' s an •: of influent is 30 milip-s, AH belrtgs Or 
creatures withi'^ the area .Jtomati illy affected. 
Added Effuct: 5 mik/-. to radiu.s and 5 to the MK Dirictiity. 
Maximum Zeon: '^itelligcnce x40 
Maintenance: ■ ^^/ery 10 (45) 
Type of Spell; Automatic 



Booi^ OF Water 



Action; Acti 



Soring'. 
Level: z 
Cost: 30 

Effect: This spell draws forth any nearby Lindcri^roLind current or stream, 
caustiij; 1 spring to How from the spot designated by the oy. ' ;r. The spell 
,irr(!irr5 natural liquids within 300 feet of the character tasting the spell, but = 
C.:Ui not overco'--:- '-aergy barrier's. 
Added Effect: 100 feet to radius 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (3) Daily 
Type of Spell: Effect 









Cold Immunity 

Level; 12 Action: Active 
Cost: 50 











Level: 1-10 
Create Chllt 

Level: 6 Action: Active 

Cost: 30 

Effect: This spell creates one ice or cold intcrsity. The t mperalLirc will remain 

^nblf! for as lonp, .is the mage maintains the spell. 

Added Effect: 1 cold or i( ■ intensity 

Maximum Zeon: Intelligence xlO 

Maintenance; 1 every 10 (3) Daily 

Type of Spell: Effect 

free 4ecejf 
Level: 1 iu 

Aquatic Capiibility 

Level: 10 Action: Active 

Cost; 50 

Effect: 1 nis '.pell granisHs recipient the ability to breath and move 'i ■ --ly in an 
aqwiic enyironirient. The tartlet ol the '••■■ell tan use his maximum Move lei 
Viiic, l>rcatJic liquids, aJid re-a^t any ai ount of pressure while ui'd'-rwa r. 
The caster' n'^jiy apply thi^ 'ipell to a;, many individuals .js he wishes, is long as 
ihf'ir to 1.1 1 f-'resencc- ■ iores remain are not above 50. 
Added Effect; 10 to maximum P'.sence affecled 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (S) Daily 
Type of Spell: Effect 



Effect: I his spell j ; its the recipieii: irnmunity lo 5 . ■ nsitic; of ct ■.! When 
suffering an .iirack based on that element, every level oi iniDr.E-ty to whi(:h the 
character is immune decretises die fitlack's Base D^ima^p by 5 ponits .ind give* 
the immune character ' 5 to Resistance Checks ;lg.lin:^i: told c.-l'fefa s. 
Added Effect: Immune Lu an additional intensity of cold. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (3) Daily 
Type of Spell: Effect 

Level: 1-20 

Protection Bubble 

Level: 16 Action; Passive 

Cost: -IC 

Effect; ' his spell creates a buh jic of niiigiciO energy around the caster that stops 

all atiacKs with a Base Damage of Kii than 40. An attack with i Base Dinn.i^e of 

40 or higher destroys the bubble. 

Added Effect: '10 to Base Damage. 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 20 (2) 

Type of Spell: Defense 

Free A^ceii 

Leveh1'20 

Wster Impnct 

Level: 20 Action: Active 

Cost; 50 

Effect: The spellc.aster unleashes an offensive ■ rst of water Allhou^h tUn- 
attack usfis the Impart Table, it can dam;.ii;e energy. The spL -'s liiic Damapc e 
■40 poini'j. However, It also hits the target with an add iional- ifyip'lct of Strengl.K 
8. A charai'ier c.in raise the impat ' Strength by using an Addtd Effect If the 
im<pact Sirengih Inertaiies 'o 12 in this way, it v^ill cost two Added EflsLts to 
increasi the impact itrcngt" by ! poin: thereafli-r. 
Added Effect: 5 to damag^^ .ind +1 to impact Strength, 
Maximum Zeon: Intellivenrt' :<10 











I'ldin (.cridni-e:: inu 

Type of Spell: Attack 
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A w^tcr ctcmcrrTtgl barrj from the Cregta Urtiitite Spell 



Action; Artive 



Liquid Control 
Level: 22 
Cost: 6C 

Effect: Thii "pell grants the caster complete control of one ^.jliyn of liquid 
mass. The magp can alter the physical characteristics (such as color and clarity) 
of tfie liquid, as well as modify its mass density. The liquid mass c.=in even move 
on its own. When this spell is cast against a water elemental, the magician :...in 
control the creature if it does not pass a MR Chetk with a Difficulty of 100. 
fclementiils will receive an additional MR Check if their contnoller gives them 
an order in direct opposition to their nature. They afso receive an MR Check 
each d.iy. 

This i.peli can also manipulate the bloodstream in living organisms. However, 
victi-'V. receive -40 to their MR or PhR Check in such Lases. Bloodstream 
manipulation allows the spellcaster to cause an All Action Penalty and 
damapc per' round equivalent to half thi failure level. Victims of bloodstream 
manipulation can make an additional MR Check to fr( ■ themselves from the 
mage's influence every 5 Combat Turns. 

Added Effect: Doubles the amount of liquid that can be affectsjG and ■ 'j to 
MR Dificulty 

Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (6) Daily 
Type of Spell: Spiritual 

fret A tcifis 
Level: 1-30 

Freeze Emotfons 

Level: 26 Action: Active 

Cost: 60 

Effect: This spell freezes a person's feelings, rrantin^ him psychological irninunity 

to all emotional states. The caster may apply this to as many mdividuals as he 

wishes, as long as their total Presence is not above bO. 

Added Effect; 1 10 to maximum Presence affected 

Maximum Zeon: Intclligencf <10 

Maintenance: 1 every 20 (3) 

Type of Spell: Effect 



Free A ccEss 
Level: MO 

Concrol Cofd 

Level; 2^0 Action: Active 

Cost: 50 

Effect: This spell grants the t, M'.-- an ability to control the equivalent of 5 
iitensitii.'s of cold or ice. Control Cold cmpowc-'^- the -rsste^ to alter potency to 
hsh its vfliue, changing t!'--:-' '.hape or even sculpting it as he pleases. Whei- this 
sjell is directed at a being made from cold or ice, the spell caster can control 
it - provided Che creatunc ^ails a MR Check with a Difficulty of 100. A . i . ; Mrr 
-.■on trolled in this way can make a new MR Check each day or when receivin;-' 
command., completely contrary to its nature, 

Added Effect: +1 controllable Intensity of cold or ii s ind '5 to MR taffjet 
Dificulty 

Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (5) Daily 
Type of Spell: Spiritual 

Free 7 i . 

Level: 32 Action: Active 

Cost: 60 

Effect: This spell inflicts intense cold on oni in- viuual or sever people it 
once, Ireei'ing their bodies while enclosing ti- -m in ice prisons. I . ^^.'^-.e l".i^ .-. 
15-fQOt radius and an MR Difficulty of 120 (140 when concentrated upon a 
single opponent). The consequences of the .j II will vary depending upon thr 
victim's failui'e level. A difference of i. . than 20 points will produce Mir- ir 
Paralysis, Ic^ than 80 points will produce Partial Panjiysis, jn-d ii difference 
equal to or greater than 80 points will provoke Tom' Paralysis. 
Added Effect: S feet to radius and +5 to the MR target 
Maximum Zeon: Intelligence xlO 
Maintenance; \ r-very 10 (6) Daily 
Type of Spell: Spiritual 

Level: V40 




Level: 1-40 
Create Liquids 

Level: '10 Action: Active 

Cost: 80 



Jfp Ai-r.ick 

Level: '1? Action: AcLivc 



Level: i 50 

.:iiililtlon 
Level: 46 Action: Active 



tiii vjUoU 



Level: i-/0 



^1 



kt Screen Liquid Body 

Level: 36 Action: Passive Level: ^1 Action: Active 

Cost: 60 Cost: .00 

Effect: This .spell forms an ice barrier t;hat offers protection from any source Effect: This spell transforms a targeted bod/ into a liquid substance immune 

oi ili.-ick. Wliencver tlie slaicid successfully repels a Light- or Darkness-based to many types of attacks and susceptible to form shut it the speilcaster's . f*i 

cri;;(,t',y air.ick, it can reflect that attack usinf^ the same Final Attack Ability ai will. This limited metamorphrsm is very effective, be.,iu:-,;. ,(iiyone who sei.'i '^TT*' 

ihi- :'ii ii;!nal strike. The ice shield can take up to 400 points of damage before a charactei- affected with this spell needs to pass a Very Difficult level Notice 

bi ■ -king. Check to perceive his body's liquid nature. This liquified form can turn if. limbs jK . 

Added Effect: 100 Damaf^i Points. into various physical weapons with a '5 quality bonus. 

Maximum Zeon: Intelligence x20 Although not, strictly speaking, an immaterial being, liquified bodies 

Maintenance: 1 every 20 (3) can f>3ss through any hole or crack that water can. While in this state, -^-^ 

Type of Spell: Defense . diarscters are utterly invulnerable to non-energy rr jmaging Thrust and Cut 

attacks. Furthermore, Impact attacks will have half their' regular efl,'Ci Lipon 

them - unless they car damage energy, in which cas- they wil' still have full r 

effect. Liquified characters do, however, become vulnerable to paralyzing cold 

effects, sufferin;^ -20 penalty to Resistance Checks against them. This spell 

affects a maximum Presence of 100 points. 

Added Effect. 1 10 to the maximum Presence affected 

-r. ,1 ,, f . Maximum Zeon: Intelligence xlO ."T 

Effect: This spell produces two gallons of water or a similar liquid substance. ^, . ^ " iM 

u. . n ■ u- L u u Maintenance: 1 every 10 10) ^V' ■ 

l-i 'he cv.o^ where a sustance s Presence is higher than water, the GM may ,r ,„ .. 

r ■ : r ■ . ^ u Type of Spell: Fffect tlV^ 

rc'':re rhe quantity as he sees fit. Mystical liquids can not be cr iicd tising *•) 

thi'. ^;:c'll. f,.,.,. AcCEn 

Added Effect: Double the amount of liquid created Level- 1-6U * 

Maximum Zeon: Intelligence x20 /f, 

Maintenance: 1 every 10 (8) Daily Refle-Ct States 

Type of Spell: Effect Level: j6 Action; Passive 

Cost; 120 ^\ 

Effect: The caster creates a mystical mirror, with the ability to reflect any 
supernattiral state of which the spellcaster, or a nearby individual, may be a 
Cost: !10 victim. The effect automatically reflects upon the originator, who mtist pass a 

Effect: I h,s spell release: n strong ic( attack that can damage energy. The r^,^ (-^^^^^ ^if,, ^ [jiffjculty of 120 in order to avoid falling victim to his own 

.r!lca-,!cr can drcide whether to attack on the Cold or Thrust AT. Either way, powers. For example, if a caster falls prey to a terrible pain of a magical nature. ■ 
th^ LIS .1 100-point Base Damage. fl^i^ ^p^n ^vould force the character who caused the pain to p.iss a MR Check or ^"i 

Added Effect: ■ j to Base Damage, undergo the same suffering. This spell requires no maintenance; the reflected 

Maximum Zeon: Intelligence x20 ^(.g^.g remain for as long as the original targe*- contiiuies to sirfer the ill 

Maintenance: No effects. Each effect can only be reflected (or tried to be reflected) once. 

Type of Spell: Attack Added Effect: S to the MR Dificulty 

Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spetl: Automatic 

Level: 1-60 



Cost; "^0 

Effect: This spell tur ns a body into crystal, rendering it fragile and brittle. The ^ Storm 

■ " j individual must pass a MR or PhR Check with a Difficulty of 140 to stop Level- 60 Action* Active 



<5 



body from freezing and being subject to immediate Minor Paralysis, Cost; 120 ji^^ 

addition, all damage received will automatically be a Critical, regardless of its Effect: This ^|>ell creates a heavy i- .: storm that freezes anything in its path. ^^ 

viluc. Creatures with Damage Resistance won't suffer automatic Cricicals, but Anyone within its range must pass a PhR Check with a Difficulty of 140 every ^ ^ 

■,p.f: dr,c', render their entire body a vulnc ible spot. 5 Combat Turns or automatically suffer a lO^point cold-based damage, plus 
Added Effect: + 5 to MR Difficulty cumulative -S AH Action Penalty, Due to the intense blizzards called forth 

Maximum Zeon: Intelligence xlO ^i^^^ storm, perceptive ability difficulties increase by two levels. The storm 

Maintenance: 1 every 20 (4) 1^-^^ ^ maximum 150-foot radius within which no targets can be selected. All M' 

Type of Spell: Spiritual creatures inside the area of this spell's effect after the first rotind it appears 

must makt -heir Resistance Checks. The spell will remain stationary. 
Added Effect: 1-80 feet to radius 
Maximum Zeon: Intelligence x20 

Hr»fk*ct€<d' ControF Maintenance: 1 every 20 (6) 

Level: SO Action: Active Type of Spell: Automatic 

Cost; m 

Effect: Llns spell mystically ties the victim's body to the taster's, forcing the 

tar;jet io niimic the spellcaster's every move. In a way, the targeted individual 

bcliavc5 :s a mirror image, automatically duplicating his dominator. In order 

to rcsiM this spe I, the target must pass an MR Check with a Difficulty of 80. 

, , auie lo aaei tneir course aiiu sirengtn. inroupn riit; u^e or iiiii speii, -j mage j v . 

/e subsequent ( lecks if the spellcaster forces them to engage in ,, ^ , , . , , #>> 

, . can even create small underwater earthquakes, tidal waves, or reverse the T ' 



Tidt CuilLruL v Sj^ 

Level: 62 Action: Active TiV^ 

Cost: 150 , 

f 

Effect: The caster gains limited control of river and sea currents, and he is 
able to alter their course and strength. Through the u^e of this speil, -j mage 
can even create small underwater earthquakes, 

courve of rivers, The maximum area of influence is a 1,500-foot radius whicl 



VidiriT) rr 

1 ;-Uion mtirely contrary to their nature 

. , , , _,, _ , .j„ „ , cuuFw wi rivers, i ne maxiinuni arcvi ui innuence is a i,juu-iuui rauius \vriiLn ik. 

Added Effect: 1 5 to the MR Difficulty , „ , , , v 

. , „. ^„ the spellcaster can relocate as he wishes. 

Maximum Zeon: Intelligence x20 -j. . ^ ,. /Vifi 

„ . , Added Effect: 1-300 feet to radius 'r^' 

Maintenance: 1 every 20 (4) 

Maximum Zeon: Intelligence x40 
Type; of Spell; Spiritual Maintenance: 1 every 10 (15) Daily 

Type of Spell: Effect 



3)' 
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Free Access 
Level: 1-70 

Water Confinement 

Level: 66 Action: Active 

Cost: 1-10 

Effect: This spell produces a huge water m ■ that swallow al dividuals 
it cntountc^rs. Whoever is Trapped inside will move as if divin<3 and wil iooi. 
drown unless he is able to breathe ir. liquid environmen' . I'olient '.irrentis 
push prisoners instd" the center of the prison, making it diffii^ult for t en 
to break free. An esc .>e attempt require p;,issinj;; an Oppost^d Stren h 14 
Check, However, chai'acte : receive ■ 1 bonus to their Check "ur vwLT/ bwim 
level above Easy that the/ ; iss. The water mass appears ai a cnht 30 ftet widp 
and 30 feet high. All creatures insi:lc the area of tiiis spell's r iTect if'.er the first 
round it appears must make their Opposed Checks. 
Added Effect: ^0 feet to lenfJth 
Maximum Zeon: Intelligence x20 
Maintenance: 1 ever/ 20 (7) 
Type of Spell: Automatic 

FrvE A ccesx 

Level: 1-70 

ti i .1 t'-.-r 

Level: 70 Action: Active 

Cost: 200 

Effect: As implied by its name, this spell creates in immense .■ acial zone 

around the caster, total!/ independent of ihe prevailing weather conditions. 

The surroundings will immediately be covi-red with ice and snow, whil" 

the temperature will drop several degrees below freezing. Natural weather 

pheii'ii — c-na will not affect the cold for as long as the caste r maintains the spell. 

It covers a one mile radius. 

Added Effect: "half mile to radius. 

Maximum Zeon: Intelligence x20 

Maintenance: 1 every {■10) Daily 

Type of Spell: Effect 

Tfunamj 

Level: 72 Action: Active 

Cost: 250 

Effect: I his spell raises a devastating mile-long 'Isunami that ravages the coan. 
The eldritch Tsunami destro/s an/ construction with a Damage harrier less than 
80, while construction with Damage Barriers greater than 80 suffer v'-eat :lamage. 
All individuals within the area of impact suffer the logical consequence;. 
Added Effect: -1 mile to length. 
Maximum Zeon: Intelligence x30 
Maintenance: No 
Type of Spell: Effect 

Frem A ccess 
Level: 1-80 

Saul Rcflectian 

Level: 76 Action: Active 

Cost: 200 

Effect: This spell produces the spiritual reflection of a person or creature. The 
TPsi.ilt is an animistic cop/ of the individual, featurin," • ich and ever/ qualit/ 
present in the original. Ttiis entit/ is identical to the ori;^inal except it is a spirituil 
being. Although endowed with the capability of intemcting with the r^ai world, 
and visible to ever/ora, it is immune to n or.-:; nergy -based attacks. Powers of th;. 
original creature that depend on Gnosis higher "Jian 25 cannot be duplicated. 
The reflection will obey the spellcaster'i orders, but it can only materialize in the 
presence of the subject upon whose likeness it ha5 fceen created. This spell can 
create a cop/ of an/one's soul, provided he has a Presence less than AO. Unwilling 
participants can attempt to resist the spell by passing a MR Check with a Difficult/ 
of MO. The spell will not work upon the caster himself. 

If a spfllc.istur uses Added Effects to increase the maximum affected Pi-esence 
to 60, it will take two Added Effects to increase the maximum Presence by 5 
thereafter. Only one reflection spell can be active upon the same individual at 
a single time. 

Added Effect: i 5 to maximum Pi'escnce affected and ,) to the MR Dilici '/ 
Maximum Zeon: Intelli ?nce x20 
Maintenance: 1 ever/ T (20) 
Type of Spell: Automatic 



free A cceu 

Level: 1-80 

5lf>w Time 

Level: 80 Action; Active 

Cost: 200 

Effect: The ipell iti.'i upon the ^pace-time fibers of a specific section ol reality, 
slow.. . • doW'"i Its :• Ki. in si h a way tha: time pass; ■. Ji a mucti slov^er rale for 
ever/one inclu. ng thi caster. The iffectad arg5 is monienrariJ/ Wpjraierl 
i im reality. One iniiuitt nside the a .-a equals onr' hour oulside. The spcH'i 
:innl radius is 300 I ^i" around the caster, but it will exterKd 30 I'cet oer round 
from the t.me it is first cast. 

Individuals entering the z.one after the spc I has h' n Li.'t will -■■ equally 
affected. Only entitle:, vvith Gnosis over 30 can avnii: the conseyuente. of 
spell by passing an MK Check with a Difficulty ol 120. 
Added Effect: 150 feet to radius and ■■ 5 to the MR Dificulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (20) 
Type of Spell: Automatic 

High M^gig 

Create Lln<ffne 

Level: 82 Action: Active 

Cost: 250 

Effect: Thii spell creates a living water :re.iturc completely under the ma|ici,LT"'. 
contrc . This entity is developed as ■ Beii * Between Worlds subject to Mv 
elemental powers and limitations of Witer elementals covered in Chapter 26. 
The creature has 600 DP and its maximum level is calculated usinj- !h( .amt 'iiles 
as in i"he spell Create Being from the Path of Creation. 
Added Effect: 50 DP 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell: Effect 

Free A ccess 

Level: 1-90 

""i ' rfie Magic 

Level; 86 Action: Passive 

Cost: 250 

Effect: This spell ■■'.•(!! freeze ma pic, temporarily stopping spells and MnKllrij;; 'heir 
effects. Spells do no' vanish while they are sti ■>ped. However, t^■<^:y are suspcndtc' 
and unable to affect anything. Susp- > : . I spells do not rcquiiT mainteriance while 
in this state. Freeze Magic does affon noi\i spellcaster-controlle'd ana ch rd-party 
spells, provided their Zeonic value is not above 150. The suspended spell will rr^a.- 
activity as soon as a caster ceases to maintain Freeze Magic. Since this i= j Paiifvc 
spell, it can suspend other spells used in the same -ound it is cast. 
Added Effect: ■ 5 to total Zeonic value affected 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell: Effect 

Level: 1-30 

Inside the Mirrar 

Level: 90 Action: Active 

Cost: 300 

Effect: The spellcaster can conjure up the t- Hcct '^n ot' T-STTllOry, 'ihui 
creating a pai-allet reality in the ima^",' and like' . of a iclual selling. T>ic 
I'cflection will be identical, duplicating the exact condii in of canstnictian. 
flora, nd weather present in the ofjginnl at the time this spifi Is Cast. 0^^:/ 
living organisms with a Presence of 20 or higher and locations wil^" cxccptlDftftL 
characteristics escape duplication. 

The caster creates several doors cor lecting the real world to hii cr^.iLiftri 
wha'wer place cr form he desirtM at the time of c;istir,i? ihc jpciL TbrCfT t& no ( 
limit to the number of passages that 1 cin create - rDravided there- is at Isast i 
This spell ■ m reflect a maximum area of 1,500 feet 0 radius. 
Added Effect: i-SOO feet to maximum idius 
Maximum Zeon: Intelligence x40 
Maintenance: 1 every 10(30) Daily 
Type of Spelf: Effect 




Divine M^gi*^ 



Action: Active 



Lord of\ce 

Level: 92 
Cost: 500 

Effect: This sp I f ints the caster contcol of all cold or icp nuclv- in .1 60-miie 
radius - M::j;,-|i-Tin ' , of their number of intensities. He can decrease wc ither 
teiT>«eraujfe within the area of action and crystallize ice wherever needed. Any 
cold'bnstid creature inside the area must pass an MR Check with n Difficulty of 
140 te resist domination by the caster. Th-E-se beings receive another MR Check 
nytimc they alter their Base Resistance or when their master give": them a 
comiTicii id tl iat goes against their very nature. 
Added Effect: 1 60 miles to racius ri-d +5 to the MR Dificulty 
Maximum Zeon: intelligence x30 
Maintenance: 1 every 10 (30) Daily 
Type of Spell: Automatic 

Level: 1 100 
Lord Lif Water 

Level: 96 Action: Active 

Cost: 300 

Effect: Th(s spell grants absolute control over all liquid substances in a 60 
mile radais. The caster can manipulate oceans, rivers, and lakes of any siit. 



molding them at will as if they were extensions of himself. Any water-based 
creature inside the area must paSi a MR Check with a Difficulty of 140 id r&st 
domination by the easier. These beings receive another MR Check anytime 
they alter their Base Rp;,i!-;^ance or when their master givi_". them a commiand 
that goes .^^.i nst their very nature. 

Added Effect: ^ 60 miles to raditis and 1 5 to the MR Difi< r.y 
Maximum Zeon: Intelligence x30 
Maintenance; 1 every 10 (30) Daily 
Type of Spell: Automatic 

Lvvel: 1-100 

A PVt 1i;ci. World 

Level: 100 Action; Active 

Cost; 450 

Effect; Thi'^ spell freezes reality, grinding the pass.age of time to a complete 

halt. Existence h ftxjzen for the duration of the spell. Only the castei" can move 

and act freeiy upon his surroundings, but he is unable to r-v',enerate Zeon. Only 

entities with a 35 Gnosis or higher who pass a MR Check v/ith a Difficulty of 120 

can avoid the consequences of this spell. 

Added Effect: 5 to the MR Dificulty 

Maximum Zeon: Inl 'ligence x40 

Maintenance: 1 every 5 (90) Daily 

Type of Spell: Automatic • 



Book of Fire 



CrpjiCe Ftre 

Levef: 2 Action; Active 

Cost: 3fJ 

Effect: This spell creates a fire with an Intensity of 1. The flame is magical and 

does not require any fuel. If p' ■■ . :: upon flammable material, the material will 

coDLin'je burn naturally even after the spell has ended. 

Added Effect: ■ 1 fire intensity. 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (3) Daily 

Type of Spell: Effect 

Level: 1-10 



Action: Active 



Put Out Ffre 

Lev©l; 6 
Cost: jO 

Effect; This spell reduces heat or fire by 1 intensity. Bear in mind that some 
■^oLHCci of fire, such as volcanoes, reproduce themselves automatically when 
nc! completely extinguished. When cast upon a fire-based being, the creature 
'jjI'its 5 poinfj of d.irnage for every level of diminished intensity - provided 
he Iflii!. am MR Check with a Difficulty of 100, Accumulation creatures get 25 
d'Tia^^c point', for e-ich intensity. 

Added Effect: rin reduced by an additional -1 intensity and i5 to MR 
Difficulty. 

Maximum Zeon: Int&Jllgence kIO 
Maintenance: No 
Type of Spell: Effect, Spiritual 



Detect Heat 

Level: 12 Action; Active 

Cost: 60 

Effect: This spell enables the caster to locate any source of h'-at in an 80-foot 
radius. The caster cm feel intensitity level and siz< of the heat, and can even 
perceive heat coming from warm-blooded creatLires. but not from inanimate or 
immaterial beings - SLich as golems or undead. Living creati.ii ^ can resist this spell 
by passing a MR Check with a Difficulty of 120. 
Added Effect: '-30 feet to radius and 1 10 to MR Difficulty 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (6) 
Type of Spell: Detection 

fmti A ccEss 
Level: 1-20 



Action: Active 



Free A eceu 

Levet! l-tD 



^^^^ 



Firr t mm unity 

Level: 10 Action: Active 

Cost; '.■•} 

Effect: Mils -^pcll gran : the spellcaster, or whoever he designates, immunity 
■.0 5 ic\,'tls of heat intensity. When attacked from such an element, the Base 
Darn--. 1 is reduced by 5 points for every level of intensity to which the 
cna'^iCttr is immune. In addition, ths- immune character receives a 1 5 bonus to 
i^eshtiincci against fire for '.i<:h level of intensity. 
Added Effect: ' 1 Intensity immunity 
Maximum Zeon: Intelligence x20 
Maintenance: 1 evei-y 20 (3) Daily 
Type of Spell: Lifect 



Ffre Can 
Level: % 
Cost; 50 

Effect: This spell projects a 50-point Base Damage fire attack which explodes 

in a 15-foot radius. The caster can not select targets within the explosion area. 

The attack qualifies as a Heat Attack Type. 

Added Effect: 1 15 feet to radius and '■ 5 to Base Dam.^o.e 

Maximum Zeon: Intelligence x20 

Maintenance: No 

Type of Spell: Attack 

fret A cceis 
Level: 1-20 

Level; 20 Action: Active 

Cost: 50 

Effect; This spell grants the caster control of fire up to 5 levels of inien ■ . He 
can alt' r different aspects of the flames, such as color of flame and smoke 1 ey 
produce. If faced with a firc-bascd creature, the magician cm control it ' "'"it,' 
creature fails a MR Check with a Difficulty of 100. 
Added Effect: 1 1 level of fire intensity and ' 5 to the MR Difficulty 
Maximum Zeon: Intelligence xlO 
Maintenance; 1 every 10 (5) Daily 
Type of Spell: Effect, Spiritual 
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Fire Biirrier 

Level: 22 Action: Active 

Cost: 50 

Effect: This spell cneates a strong fire. Any character attempting to break 

through the wall receives an automatic attack with a Final Attack ability of 240 and 
an 80-polnt Base Damage using the Heat Attack Type. Suffering damage does not 
prevent a creature from breaching the wall. The barrier has a maximum height and 
length of 10 feet. In addition, the caster may use the wall as a magic shifrlrj' against 
att.icks based on water, cold, tir (ire. In this case, the v/all takes up to 300 damage 
points before breaking. 

Added Effect: "5 to Base Damage, 3 feet to height and length, and +50 
Resistance Points. 

Maximum Zeon; Intelligence xlO 
Maintenance: 1 every 10 (5) 
Type of Spell: Autoinatic, Defense 

Level: 1-30 

Eglicuu^ Weapon 

Level: 26 Action: Active 

Cost: 50 

Effect: This spell infuses a weapon with fire, thiis upgrading its attack irito a 

Heat Attack Type. This eldritch fire increases the weapon's Base Damage by 10 

points without .altering the weapon's Fori i: tide. 

Added Effect: +5 to the weapon's Base Damage. 

Maximum Zeon: intelligence xlO 

Maintenance: 1 every 10 (5) 

Type of Spell: Effect 

Level: 1 30 
Henc Wave 

Level: 30 Action: Active 

Cost: 60 

Effect: This spell projects a powerful high-temperature wave tb'it has a 50-point 
Base Damage using the Heat Attack Type, Since waves nre invisible lo the human 
eye. the victim must be able to see magic, have thermal vision, or pass an Absurd- 
level Notice Check in order to avoid a Blinded penalty against this attack. 
Added Effect: +5 io Base Damage 
Maximum Zeon: Intelligence x10 
Maintenance: No 
Type of Spell: Attack 

Atnd the Ashes 

Level: 32 Action: Active 

Cost: 60 

Effect: This spell transports the caster's senses to the past, endowing him with 
the possibility of seeing the causes of a specific fire. The caster must be present 
in the remains of the fire, but is not aware of reality around him while he is 
performing the spell. The spell allows for a one-hour time regression. 
Added Effect: Doubles the regression time. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Speit: Effect 

Free A cceij 
Level: 1H0 

Raise Wcath*r Ttyn'pptJ raturfc 
Level: 36 Action: Active 

Cost: 60 

Effect: This spell causes temperatures to rise 50 degrees Fahrenheit in 
a one-mile radius. The caster may use Added Effects to inc>.iase the rise in 
temperature up to an additional 50 degrees, but beyond that, it costs two 
Added Effects to raise the temperature further by 1 degree. 
Added Effect: 1 1 degree and 1,500 feet to radius 
Maximum Zeon: Intel^ii^ence x20 
Maintenance: 1 every 5 (12) Daily 
Type of Spell: Effect 

free Accejs 

Level: 1-40 



Fir^ Mine 

Level: 40 Action: Active 

Cost: 80 

Effect: This spell Ln.,i.tes an igneous mine ready to explode in a 30-foot r-ioii.ss m 
the caster's command. The attack has an 80-point Base Damage using the He^ 
Attack Type. The extent of the potential damage is determined by proKlrryfty. If Ehe 
distano' between a character and the mine is more than half the explosion ,ini;t, 
the hapless victim must defend against an attack with a Final Anack Ability of 240, 
or against a Final Attack Ability of 280 if the distance s less. At a distance oi l<5& 
than five feet from its sotirce, the explosion h.is a Final Attack Ability of 3lO. The 
: .:vjter may activate the fire mines at any time as an active action. I he fninos fiff^ct 
everything in their raditts, including the caster. 
Added Effect: i 30 feet to radiu? ind !) to Base Damdge 
Maximum Zeon: Intelligence x20 
Maintenance: 1 .very 5 (16) Daily 
Type of Spell: Effect 

lncr«a.5€ Critical 

Level: 42 Action: Passive 

Cost: 60 

Effect: This spell acids n -1-20 bonus when calculating Critical L-.ki-.h for sper/'ic 

a"acks. fhi'-. spell must be cast before rolling any dice. 

Added Effect: i-5 to Critical Level. 

Maximum Zeon: Intelligence xlO 

Maintenance: No 

Type of Spell: Effect 

Level: 1-50 



Action: Active 



Drv 

Level: 46 
Cost: 80 

Effect: This spell immediately dries any wet body in a 15-foot radius. A ithi^e 

may use this spelt to harm water ek mentaK Such ccf^atures much pasi .i MR 

Check with a Difficulty of 100 or suffer dam ape equal to twice liis-'r Failure. 

! iving creatures targeted by thrs spell must pas a MR Check with "i DiffiLLilly 

of 100 or suffer damage equal to half their Failure. 

Added Effect: i 5 meters to radius and i 5 to MR Difficulty 

Maximum Zeon: Intelligence xlO 

Maintenance: No 

Type of Spell: tffect, Spiritiiai 

FreB Access 

Level: 1-50 

Mck 

Level: 50 Action: Active 

Cost: 80 

Effect: This spt heats up any inorganic object the caster desires 150-loot 
radius, causing it to reach extremely high temperatures. The intensi-j' of tht 
heat ;auses any object that fails a 60 PhR Check to melt in a number of roLinds 
equal to its Fortitude. Anyone in contact with the objec n question muj wet 
rid of it, or they will suffer injury. Injury rolls occur on Table 73. 
Added Effect: -'-30 feet to radius and -5 to MR Difftciilty 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (8) 
Type of Spell: Spiritual 



Action: Active 




Body of Fire 
Level: 52 
Cost: 100 

Effect: 1 1 s spell transforms a designated body into fire. Once transfcr:ned, 
a fire body becomes immune to all non-energy-, cold-, or water-based attacks. 
All elements used to extinguish fire (sand, foam, etc.) will injure the chfiracter, 
however. The target receives a 30 Resistance bonus for he.nt based effeeb as 
long as he remains in this state. Anyone who comes into contact W\V-i the flames 
that make up a fire body must pass a PhR Check equal to twic^ "'^r-' ti'nnsformed 
character's Presence or suffer damage equal to half the f. ilure level. If a characte" 
has fire protection, he receives a '5 bonus for every AT point against h 'a-. 
that rail. This spell can affect a maximum Presence of 60. 
Added Effect: i 10 to the maximum PresenC' 'fected 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (10) 
Type of Spell: Effect 
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Free A cceis 
Level: 1-60 

VFtTil Sacrifice 

Level; Action: Active 

Cost: 120 

Effect: rhi5 spell allows a spellcaiter to consLimc liis own vital energy in order 
to I'lii LMsc 11^ physical capnbilif :;s whenever I'le requires. This spell grants the 
P?.v-\''tr ?i ill lily lo temporarily sacrifice Life Points in order to receive a bonus to a 
'.pCLifit ic!ion. For every 5 Life Points thus spent, a diameter receives -■ S to oP"- 
of ni'i roll'-., C' ■r.tures with Danifige Resistance shall multiply these points by ■ ir 
OR iTiLilnplf. This bonus applies only to physical actions, but it can be added to 
PrifViar/ Abilities ■■ such as Attack, Defense, or Magic Projection. Even though 
':hi-^ 
lb, 
is t' 
Life 
Re 



. Pas;,:vc action, the sacrifice must be declared prior to rolling the dice. 
:lk-.stermay also bestow this ability upon another individual, in which case 
T'cipient decides how many points to spend. Characters recover sacrificed 
ini.', ai ."1 rate of 10 per day, independently of the character's natural 
uicn or any healiiig spells he might employ. The maximum number of 
Lift. -.'o rA-; that a character can spend per round is '10. Effedi; do not overlap, and 
only one spell of this class can be held active upon a specific individual. 
Added Effect: ' 10 to the maximum Life Points spent per rotind. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (6) Daily 
Type of Spell: Effect 

free /I c cess 
Level: 1 60 



Action: Active 



Level: 60 
Cost: 100 

Effect: Tivi's ^pcl! calls fire down on any tr.i ^et within a ISO-foot radius rca 
ba; il-.i ,i'-.lei dc'i';.',mics. The spell caster rolls the dice to attack every tarvjet he 
intend-, lo iiv iiicrate, adding a ' 100 bontis on Table 73: In Flames. Creatures 
can resist ihis <.pell by passing an MR Check with a Difficulty of 140. 
Added Effect; 10 to Table 73 result, i 5 to MR Difficulty and < 80 feet 
to radi 

MaxiiTium Zeon: Intelligence x10 
Maintenance: 1 every 10 (10) 
Type of Spell: ALitomatic 

CanEUime Essence 

Level; 62 Action: Active 

Cost: 120 

Effect: Tr.iv spell creatL-'s a terrifyir ,■ supcrnaturni aura around the spellcastcr that 
Lvi destroy tlic vital essence of people, consuming tiieir energy and preventing 
nr-Ti from h&.=ilinf; by natural means. Anyone in a 30'foot radius must pass a MR 
Check -vvfth a Difficulty of 120 or suffer damage to Life Points and Zeon equal 
:o iIk--i'- I niltu-e ife Points lost through this spell can not be recovered naturally; 
he ill- ni.i;.^i( IS ri'nuin-d restore the health. Spcllcasters can only recover lost 
J"uii 'jv ,ibs(irbing it from other spell casters or from m.agic containers. 
Added Effect: 15 feet to radius and +5 to MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type ot Spell: Spiritual 

fret Accssi 
Level: 1-70 

Pi^tr.' S-iirrifice 

Level: 66 Action: Active 

Cost; 120 

Effect: Tnis spell /.Hows tf- spelicaster to consume his own magical energy 
in Older lo incrcise his M<-.'-.ic Accumulation. It grants the caster the Passive 
abiliiy of '.pending Zeon points in order to receive a temporary bonus to MA, 
For ever/ 10 points spent with this purpose, the character receives a -i 5 bonus 
on lii^ MA until the end of the turn. The maximum number of Zeon points ^ 
char.ntrr i ii --.,ic*ifice per round is 20. Effects do not overlap, and only one 
spp- of \ '-]\-\ cLiss can be held active upon ;i specific indlvidtiai. 
Added Effect: -i 5 to the maximum Zeon points sacrifi' ;d per round 
Maximum Zeon: Intelligence x20 
Maintenance: 1 -very 20 (6) Daily 
Type of Spell: Effect 



Free A ccc$^ 
Level: 1 -70 

Direct Cf Strcal 

Level: 70 Action: Active 

Cost: 100 

Effect: This spell causes an internal explosion in an • - i'Vidual, rc:iujtlng In iin 
automatic Levt t.'O Critical ■- although the :i'p,et can f ounter.ifi n with hh 
PhR as the general ruP ,. die .te. A taryvt c.-iii re^j jt thl-i '.pell Py pa'sin;.>; an Mf< 
with a Difficulty ol MO. 

Added Effect: 10 to Critical Leve im : S to MR L,.-- ctilly. 
M.Ljt'imum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spetl: Spirr.ua! 

MagrC for C^piici tf c^'^ 

Lev*!: 72 Action: Active 

Cost: 120 

Effect; This spell allows a spelicaster to consume hi own ZfiOn in ordw Id 
tempoi-arily increiise his Characteristic', and dependatii, ,>ijiiities. Jhh t^scll grants 
the castv.r the P.i.ssr.^e ability to sjain ■ 1 to one of his Characteristics" (urii'l the 
end of the turn) for every 20 Zeon points he sacrifices. The maximum n timber 
of Zeon points a character can sacrifice per round is 40. Effects do not ovcrLio. 
and only one sell of this class can be held active upon a ipiCcif^'C individual. 
Added Effect: -tlO to •■maximum Zeon points sacrificed per turn 
Maximum Zeon: Intelligence x20 * 
Maintenance: 1 every 20 (6) Daily 
Type of Spell: Effect 

Free Accen 
Level: 1-80 

Pire Storm 

Level: 76 Action: Active 

Cost: ^50 

Effect: The caster selects an area within wh--h a ticavy fire storm .ipp- irs, 
burnif ■ everythif ..-iside it to the ground. Every turn, individuals enconi|-.i:.';.:-d 
within the area will suffer ati automatic at ick with a Pinal Attack AbiliEv of 24G 
using the Heat Attack Type. This at; tck possesses a fi.-iM.; Dar of 100. The 
storm irea has a maximtim 80-foot radius and affects all within, including the 
caster. Th' jell i :-mains stationary. 
Added Effect: ■ 80 fes i to radius 
Maximum Zean: Intclfgence x20 
Maintenance: I rvery 10 (15) 
Type of Spell: Automatic 

f ftj-c A ctcis 
Level: 1-80 

Consume LSf« for Magic 

Level: 80 Actiif>n: Active 

Cost: 120 

Effect: This spell allows the spelicaster to consume hb own vitii! cncr^ m 
order to increase his magic reserve. This spell grants the Passive Ability to 
temporarily sacrihce Life Points to recover Zeon. For every 5 LP "incririced, 
the caster receives SO Zeon paints to spend. Damage Resistance creT-urcs wdl 
increase this number according to their DR Multiple. Life Points lost thra^i.;ti this 
spell recovers at a rate of 10 points per day, regardless of ihe character's nah.: .'d 
Regeneration or any healing spells he fTiight ernploy. The maxiiTiLim number o-'' 
Life Points a chai acter may sacrifice per round is 20. Effect c .5 not overlap, -.na 
only one spell of this class can be held active upon a specilic Individ., tl. 
Added Effect: 10 to the maximtim nutnber of Lif- Poiris • icriflced per 
round 

Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (6) Daily 
Type of Spe)): Effect 



pi) \ 



\i'. 



High M^gic Divine M^gic 



(•I . 



Level: 82 Action: Active 

Cost: 250 

Effect: This spell creates a live fire creature completely Linder the magician's 
control. 7"his entity is developed as a Being Between Worlds, subj'i.l to the 
powers nnd limit^itions of Fire elementals in Chapter 26. The creature has 
600 DP. ,-ind its maximum level b calculated using the same rules as in the spell 
Crivitt- Being from the Path of Creation, 
Added Effect: ^50 DP. 
Maximum Zeoni Intelligence x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell: Fffect 

Level: 1-90 

Level: 86 Action: Active 

Cost: 250 

Effect: This spell product-;. 10 levels of fire intensity. The created fin.- by this 
spell continues to burn without consuming anything for the duration of the 
spell. If set on flammable material, i burns naturally after the spell has ended. 
Added Effect: 5 levels of fire intensity 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (25) Daily 
Type of Spell: Effect 

Level: 1-90 



Level: 92 Action: Active 

Cost: 250 

Effect: This spell binds other individuals' essence and vital force to the CT-Icr, 
'.'nabling him to consume them for his own advinMge. In gam ig ".'.i i" >, r. 
allows thi; L-ntity to use the Life Points and Zeon of those affected by the spill, 
for sacrifice spells: Vital Sacrifice, Magic for Capacities, Power Sacrifice and 
Consume 1 iV' lor Magic. This spell -ias a onc-iT-ile permanent area within vifhich 
the C:istei* is free to select as many targets as he wishes. MR to resist the spel- is 
120. 1 he affected parti':; wil be entitled to a new roll every day, or at the tin- 
their energy is being eonsumed. 

Added Effect: 1,500 feet to radius and 5 to MR Difficulty 
Maximum Zeon: Intciligcnc;. -20 
Maintenance: 1 every 5 (50) Daily 
Type of Spell. Effect, Spii-itual 

free AcceJs 
Level: 1-100 



Action: Active 



Action: Active 



Level: 90 
Cost: 200 

Effect: This spell creates .:, 200-point Base Damage fire explosion in 
fool radius. Even though this spell can damage energy, it uses the He 
lypc. I he caster can not select tai'gets within the explosion area 
Added Effect: 1,500 feet to radius 
Maximum Zeon: Intelligence x30 
Maintenance: No 
Type of Spell: Attack 



a 1,500' 
at Attack 



Lord af Fare 
Level: 96 
Cost: 300 . 

Effect: T'hc caster controls all heat nuclei in a 200-mile radius. This domnion 
extends control over planetary magma, thus allowing the spellcaster to produce 
volcanic eruptions. All fire based creatures within the. spell area art subji t i 
tha S|>;-'lcaster's control unless il'^y pass a MR with a Difficulty of 140. AfVctea 
creatures are entitled to a new roll only if they alter their base Resistance. A crc ..tune 
that passes the check ni.!ju not reroll unless its base Resistance decreas; . 
Added Effect: i 60 miles to radius and +5 to MR Difficulty 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 10 (30) Daily 
Type of Spell: Automatic 

\ ri'L' ^4 r.L<.">i. 

Level: 1-100 
ArrTiagedthjii 

Level: 100 Action: Active 

Cost: 450 

Effect: The definitive fire spt;ll allows the caster to consume a portion of 
the world's very essence, incinerating everything, including souls. Armagedcon 
inhibits iiny form of existence in a five-mile radius. Any and all organic or 
inorganic entiti- ' inside the area musi pass a MR check with a Difficulty of 140 
every minute to avoid being physically and spiritually incinerated. No lift onm 
can be born or created in the spell's zone of influence for as long as the spell 
is maintained. 

Added Effect: i 2 miles to radius, and -i-5 to MR Difficulty 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 5 (90) Daily 
Type of Spell: Automatic 



B00KL OF Earth 



Detflct Minerals 

Level: 2 Action: Active 

Cost: 20 

Effect: The caster can detect a particular mineral's location in a 30-foot 

rnciui. The spell also gives an approximation of the size and purity of the 

source. Energy based barriers can not be overcome. 

Added Effect: -5 meters to radius 

Maximum Zeon: Intelligence xlO 

Maintenance: No 

Type of Spell: Automatic 

Free A cccii 











MineraJ Control ' 

Level: 6 Action: Active 

Cost: ^0 











Effect: fhis spell enables the caster to move, reshape, and control sny minrral 
substance with a Pres"'iice of 30 or lower. However, the caster cannou endow 
a mineral with capacities it does not already possess. In other words, the c:ister 
may reshape a pebble into an arrowhead, but he- could not make it inflict 
elcctric.il damage. Some golems and ston. elementals can be controlled with 
this spell. Mineral based creatures may avoid the effect of ' lis spell by pissifig 
a MR Check v-'ith a Difficulty of 100. The control check must be repo.ited 
iinme lai ly if the creature is given an order completely opposed to its ivitLire. 
Added Effect; ■ 10 to '-"axiinum Presence iffected and -5 to MR Difficulty 





Level: 1-10 


Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (3) Daily 






Type of Spell: Effect, Spiritual 





1^ 



i4A 



Imd: 1-10 

Level: 10 Action: Active 

Cost; "'0 

Effect; li .in i-en'.cs a physical body's weight by 20 kg. 
Added Effect: ■ 10 kg. 
Maximum Zeon: Intelligence x30 
Maintennnce: I ijvery 10 (4) Daily 
Type of Spell: Effect 

Transform Mineral 
Level: I J Action: Parisivc 

Cost: ^0 

Effect: 1 hi-: T.-pcll tl-an^cs one type of material into another, modifying its 
natunl uji" nositiun. It tan affect rDcks ana metals with a base Presence 
not h:phi-r Hi an .10. Fo'- istancc, it can turn a piece of limestone into a 
gold nui^grf. li can transform up to 20 pounds of materiai. 
Added Effect: ■ 5 to the maximum Presence affected and ■'■ 20 
pounds 

Maximum Zeon: Intflfgrnce xlO 
Maintenance: 1 every 20 (2) 
Type of Spell: Lffect 



Level: 



Firmness 

Level: 16 Action: Activr 

Cosfc bG 

Effect- Thi'.> '^pi I' en-hances the endurantf- of 

divicLiaf, ')!" obiects, making them more 
resistant to dsmage. When cast upon a 
iiVKi'.- i:- r'.'-niini. It ^/iints a -^20 bonus to 
PhR Check io avoid the effects of a 
Critical. Oi"! the other h.ind, when applied 
10 an objct.i with fortitude, it increase; -t 
by 2. Lach firmnes<: spell can affect only- 
one boc)' or cbjc;.i at a time. 
Added Effect: i .S to PhR or ■ 1 to 
Fortitude 

Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (5) Daily 
Type of Spell: Fffec! 

Level: I . .) 
Slnne Bjlrvier 

Level; A) Action: Passive 

Cost: (: 

Effect This jpell a material barrier allowing 

the ■.c<'lk:;ister to repel any damaging attacks including 
those based dp* energy. However, this shield is unable 
toa Spirliu.ll effects that only call for MR or PsR. 
The spell c in liike up to 600 points before being broken, but 
it has a D.iiri-.?c Sa'Tier of 60 agair-':: -physical attacks. 
Added Effect: ■ 100 Resistance 'oinf. and i 5 to Damage Barrier 
Maximum Zeon: Intelligence- x20 
Maintenance; 1 every 20 (3) 
Typo of Spell: Defen-k: 

Level: }J Action: Active 

Cost: GO 

Effect: Ini. s;j;-|' decreases motion and reaction speed of the 
Hcctcd ndivicuaf If the affected character does not pass a MR 

with .1 Difficulty of 120, his Initiative decreases by 50 points and a 
2 porialty is applied to his Movement Value. 

Added Effect: 5 to MR Difficulty, -5 to Initiative and -1 to 

Movt.i-ii.iit V.Tae 

Maximum Zeon: Inf. ISii^ence xlO 
Maintenance: 1 every 10(6) 
Type of Speil: Spiritual 




Action; Active 



Free A ccess 
Level: 1-30 

Level: 26 
Cost: 80 

Effect: This spc creates a physical shell with an AT 1. a. '"St all kinds of attack, 
except eiierjj^y-based attacks. Even :. .-iugh it is con'.,:i: .-::d armor, no ..".-lalties 
arc applied to the turn Initiative for usm^ extra prateotion layers. 
Added Effect: ■ i to Armor Type. 
Maxii num Zeon: Intcll enci kIO 
Maintenance; 1 every 5 ( > ) Daily 
Type of Spell: Effect 

Fr6* A tttrss 
Ue^al: 1-30 

Magnetic ShicM 
Leytl: 30 Action: Passive 
Cost: 50 

Effect: By controlling m.-ij^nfitic fields ai-ound 
him, the spcllcaster raise ' shield with the 
ability of repelling any attack c I a merallir 
naiu^-e made njjainst him, includ.ng bullet*, and 
arrows nijd dirti with rnir-E<.if tips. The shteIdH 
maj retism causes dis';,:rtion that results in g 
-30 penalty to the at lacker's offensive ability. 
Fhe shield wiil take up '.a 300 damage pom*--; 
before being broken, but it wil' only b:- iffecied 
by energy damaging ailacks. This barncr is virtually 
cicss again-;: im--7.tc"ial or Sptrriial af ck=>. 
Added Effect; 1 100 Resistance Points, 
laximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (5) 
Type of Spell: Defense 

P.i-if Thr augh Solid Matter 
Level: ii Action: Active 
Cost: 80 

Effect: This spell enables one or mere iubjccts, as appointed by 
the spetlcaster. to pass through scjiid objects. ' 'le recipients of the EpelS do 
not exactly become immaierial. as they are still affected by he.^l: or tplu, 
but they can completely ignore all things non-energy b.ised. In this way, 
characters can decide to pass through -inything from walls to sword blades as 
if they did not exist. It is possible for the caster to determine what materials 
can be passed through and which cannot. The maximum total Presences that 
can be affected may not exceed 100. 
Added Effect: +10 to the maximum Presence 
Maximum Zeon: Intelligence xlO 
Mamtenance: 1 every 20 ('I) 
Type of Spell: Effect 



Action: Acrivf' 



Earth Sp^ke 

Level: 36 
Cost: 80 

Effect; Gi.-iiit stone spikes erupt from thi- ground and impale targets on 
the surface. The spell allows fr..! \ maximum of two '.pik-^s. •'■.iKh 
with a 60 point Base Damage in the fhru^. Attack 
Type; th^y cannot affect imma:. bci-^^i, or those 
only damaged by enerprj', unless E.irin Spike is comtilrvesl 
with an Enchant spell. Each spike may be i.ced to attack the 
sair.e, or different targets. This spell cannot be cmpfoyed to perform 
spell ckish. 
Added Effect: One additional spike 
Maximum Zeon: Intelligence x10 
Maintenance: No 
Type of Spell: Attack 

f^ree A ccets 
Level: 1-40 




Level: 40 Action: Active 

Cost: 60 

Effect: I his magically increases a targeted object's or weapon's breakage by 
four points 

Added Effect: i-1 to the object's Breakage 
Maxfmum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (6) 
Type of Spell: tffect 

Level: 4? Action: Active 

Cost: 120 

Effect: This spell allows the caster to read the story of an object or person he 

comes into contact with, including the most impor tant events in which it has 

been involved during the past year Individu. i; have the chance of repelling the 

spelt if they pass a MR with a Difficulty of 8i 

Added Effect: +5 to MR Diffictilty and an additional year 

Maxinnum Zeon: Intelligence x20 

Maintenance: No 

Type of Spell: Effect 

Free A ccesf 
Level: 1-50 

H .1^1 tiiiitLc Contfol 

Level: 46 Action: Active 

Cost: 100 

Effect: This spell grants control over the surrounding magnetic fields in an 80- 
foot radius, allowing th( caster to freely move any metallic body with a force 
equivrilent to Strength 13. Magnetrsm control is such that actions are executed 
."IS an atitomatic effect on metal. For instance, a character using liis spell could 
pnraiyzc someone on a full armor, or snatch the sword out ot his hands, in 
tht^se cases, it is possible to avoid such effects by passing an opposed Strength or 
A}-;i'ity Check. This control is an active action, therefore the caster must have the 
action in order to perform it, and consequently this cannot be used as a defense. 
Against objects or creatures only partially composed of metals, or those that are 
energy shielded, the control is reduced to Strength 8. 
Added Effect: +80 feet to radius 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (10) 
Type of Spell: Effect 

Free Accew 
Level: 1-SO 

I 

Level: Action: Active 

Cost: 160 

Effect: This spell employs magic with the purpose of forging objects, using the 
equivalent of a Forging ability of 100. Since the action is based on supernatural 
powers, none of the time modifiers in Table 17 apply, and no forging 
equipment is required. This spell does not produce the materials, such as steel, 
needed for creating specific items; the spellcaster must provide them. 
Added Effect: i 5 to Forging ability 
Maximum Zeon: Intelligence x30 
Maintenance; No 
Type of Spell: Effect 

SO:li-iJ ciody 

Level: 52 Action: Active 

Cost: 100 

Effect: The targetc-d body becomes immensely solid with stone-like resistance. 
When cast upon individuals, they receive a natural armor Type 6 (except against 
energy) and a Damage Barrier of 100. The character's muscles strengthen for 
as long as he remains in this state, increasing his Strength characteristic hy 2 and 
defrs^v.mg his Movement Value by 2. The transformed body resembles a different 
material depending on the additions employed in the spell; iron, granite, steel, 
diamonds, etc. The (maximum Presence that can be affected is 100. 
Added Effect: '10 to the maximum Presence affected, +1 to natural AT and 
■ 10 to Damage Barrier 
Maximunn Zeon; Intelligence xlO 
Maintenance: 1 every 10 (10) 
Type of Spell; Effect 



free Access 
Level: 1-60 

Reif ^Fin ce 

Level: 56 Action: Active 

Cost; 100 

Effect: This spell confers the temporary ability to absorb almost any dani;ij^t: 
inflicted on an individual. It provides 500 additional Life Points, which h\<- ..' 
the targeted individual to use the defense rules of Damage Resistance Deings. 
These extra LP are subtracted before any of the target's actual LP. Its Armor 
Type depends on th' • racter's si^e, as it is described in Chapter 26. The 
target of this spell cannot use any defense abilies for as long as the s::ell s 
maintained. Resistance spells affect only one individual at a time. 
Added Effect: 50 extra LP 
Maxinnum Zeon: Intelligence x20 
Maintenance; '1 every 10 (10) 
Type of Spell: Effect 

Level: 1-60 

Level: 60 Action: Active 

Cost: 140 

Effect: This spell transforms a physical being into a stone statue. Thr -rarr^ctcd 
individual cannot move: and has no awareness of the events going on around 
him for the duration of the spell. This spell can be maintained for years, but the 
affected being does not age. As soon as the spell ends, the individual returns :o 
his original condition. Any damage or breakage inflicted upon the statue nay 
result in damage, or even death, of the actual character. The tatget of this speil 
can realist its affects by passing a MR Check of 120 Difficulty. A subject affected 
by a Petrify spell is entitled to a reroll .after the first day he has been affecteo, 
and later, once a week. 
Added Effect: ' 5 to MR Difficulty 
Maximunn Zeon: Intelligence x20 
Maintenance: 1 every 20 (7) Daily 
Type of Spelt: Spiritual 

Level; 62 Action: Active 

Cost: 150 

Effect: This spell casues a violent, but highly concentrated tremor that splits 
open the earth, creating a fissure 10 feet wide, 30 'ect long, and 60 - 150 
feet deep. Individuals in the area of the fissure must priSE .■in Agility Check lo 
avoid falling.; mside and suff'^-ring the appropriate imp. -ct damage. Constructions 
in the area of the fissure can also be severely damage, but any stucture wth 
a Damage Barrier higher than 40 is not be affected by this spell, since ih r 
structure is too dense. 

Added Effect: i-10 feet long, i3 feet wide and -5 to Damage Barrier of 

constructions affecteo 

Maximum Zeon: Intelligence x20 

Maintenance; No 

Type of Spell: Effect 

Free A ccqss 
Level: 1-70 

Rev(rr^L(? Gravity 

Level: bb Action: Active 

Cost; 200 

Effect; This spell completely alters gravity in a particular area of the planet, 
reversing its force. In a way, it turns the world upside down, bverything 
encompassed within an 80-foot radius immediately starts to "fall" into thi it;y 
up to a maximum distance of 150 feet. The caster may set limits on this spell, 
such as only affecting the interior of a designated structure. Naturally, objects 
rooted or otherwise fixed to the ground will not fall. Individuals may avoid the 
effects of the spell by passing a MR Check with a Difficulty of 120. The anai dl 
effect remains stationary. 

Added Effect: '-SO meters to radius and height 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (40) Daily 
Type of Spell: Automatic 

Free A ccesj 
Level; T-70 



Mineral Creation 

Level; 70 Action: Active 

Cost: 120 

Effect: I he spellc;]sier may use tliis spell to create anything he wishes, 
provided it is compOi.ed of minerals or metal. The created object cannot 
have a Presence higher than 40, and it must appear in a logk i location 
according to its nature. 

Added Effect: ■■b to the maximum Presence of the created object 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (12) Daily 
Type of Spetl: Effect 

Terrain Eruditian 

Level: 72 Action: Active 

Cost: 120 

Effect: The caster gains immediate and total knowledge of everything in 
contact with the ground for several miles around him. Both constructions 
and living creatures can be detected straightaway, provided they are not 
immatei ial. This spell does not affect encrgy-sealea places. Terrain Erudition 
covers a 1,200 foot radius around the ister. 
Added Effect: 600 feet to radius 
Maximum Zeon: Intelligence x30 
Maintenance: No 
Type of Spell: Effect 

Level: 1^80 
Esrthqualfe 

Level: /6 Action: Active 

Cost: 150 

Effect; This spell causes a de vesta ting tremor in a 1,600-foot radius with 
enough potential force to destroy a city. Any construction with a Damage 
Barrier lower than AO is be immediately destroyed, while the rest suffer 5 
points of damage in the first round; this damage is doubled every subsequent 
round (10 in the second, 20 in the third, etc.). Constructions with a 
Damage Barrier higher than 150 arc not be affected by the earthquake at 
•ill. All individuals Inside the spell zorf suffer the appropriate effects from 
fjlling debris, depending on their surroundings. 
Added Effect: ■ 800 feet to radius 
Maximum Zeon: Intelligence x20 
Maintenance; 1 every 10 (15) 
Type of Spetl: Effect 

Level: 1-80 

Gravity Destruction 

Level: -'0 Action; Active 

Cost: 180 

Effect: This spell creates a high pressure gravity bubble that can tr<\p any 
physical entity and damage it to the point it bursts. Trapped creatures must, p;\^: 
a PhK with a Difficulty of 180 every round, or be subject to damage equal to 
half the failure level. The victim receives a ■ 5 bonus to the PhR roll for every AT 
point ag,iinst Impact. The extreme pressure prevents the target from escaping 
the area of effect unless it passes an Opposed Check against a Strength of 
16. The power of gravity is so strong that even immaterial beings are partially 
affected by It, although they can apply a -'-40 bonus to their Resistance controls 
and : 6 to Strength, The spell affects everything in a 60-foot radius except for 
the caster. Tl'ie area of effect remains stationary. 
Added Effect: 15 feet to rao'us 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (18) ' • 
Type of Spell; Automatic 





High Magic 

CrEste Golem 

Level: 82 Action: Active 

Cost: 250 

Effect: This spell creates a living earthly creature completely under the caster's 
control. This entity is treated a; i Being Between Worlds and is subject to the 
elemental powers and limitations of Earth elementals coverec in Chapter 26. 
The creature has 600 DP, and its maximum levei is calculated using the same 
rules as in the spell Create Being fram the Path of Creation. 
Added Effect: +50 DP 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell; Erffect 

Level: 1-90 

Gravity Increment 

Level; 86 Action; Active 

Cost: 200 

Effect: Th.- spell increases the atmosphere's mass in a particular area, thus 
aL-tmenting the pull of gravity and with it, the weight of everything contained 
in trie zone. In gaming terms, it automatically doubles he weight of everything 
In a 1,500-foot radius. 

Added Effect: Each Added Effect increases thr; weight multiplier by one 
(triples the weight, quadruples the weight, etc) 
Maximum Zeon: Intelligence x20 
Maintenance; I every 10 (20) Daily 
Type of Spell: Automatic 

f r ec A f cuss 
Level: 1-90 



Meteor 

Level: 90 Action: Active 

Cost: 200 

Effect: This spell :iiiows the caster to call down a smali iTictcor from tine heavens 
that smashes into the earth with devestating force. Everything within 30 feet of the 
meteor's point of impact suffer a Base Damage of 100 points against the Impact 
AT, plus an additional 100 points of damage against the fHcat AT. Everything 30- 
150 fc'Ct from the poini of impact suffei^s the effects of the expansion wave, which 
immediately hits with the force of a Strength 14 melee ^ittaf t and inflicts a Base 
D;tmagc of 60 points. Any point in space the caster can h considered a valid 
LaiT^et for this spell. The meteor takes IdIO i A rounds to impact after the spell has 
been cast. Each additional meteor, rrnde possible liirough the spelt's Adgled. Effect, 
strikes IdIO rounds after the first. The caster can direct each metecr at'a different 
target, but all targets must be designated at the iime the spell is cast and cannot 
later be changed, eve n if the meteors have not yet impac: , d. 
This spell c' ; not take full effect when cast indoors, or in subterranean spaces, 
so Its consequences may be altered depending on the environment. 
Added Effect; One additional meteor. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell; Attack 

jQlVlNE 

Ginavlt^ Cantrcii 

Level: 9] Action; Active 

Cost: 350 

Effect: This spell grants complete conti'ol of all gravity forces in a particular 
area of the plarrt within a 60-r"ile radius of the caster. Insi-.1e this ar a, the 
spelicaster has absolute dominion of gravity, allowing him to increase or 
dcti .. sc Its affects up to ten times its original value, or reverse it. Everything in 
thr area is automatically affected. 
Added Effect; +30 miles to radius 
Maximum Zeon: Intelligence x40 
Maintenance: 1 every 5 (70) Daily 
Type of Spell: Automatic 



Frc?t> Access 
Level: t-100 

One w5th the Earth 

Level: 96 Action: Active 

Cost: 300 

Effect: The spelk liter merges h c- .■■'>< with the world, obtaining com[^lrte 
control of all mine il and metallic elements in a 60-iTiile rac This allows hin 
to altei" the face o1 the earth by cvf-.r.tmg or removing mountains and v-illr ■. ■;, 
redirecting rivers, and so forth. Every stone-based creature within the spel'^ area 
is required to pass a MR with a Difficulty of 140 in order to avoid being subjccl ro 
the spellcaf ■ ' will. Once passed, no rerolls are nccLssary The affected p,i-::p.s 
are entitled to a second roll only when they have altered their base Resistance. 
Added Effect: -^60 miles to radius, and +5 MR Difficulty 
Maximum Zeon; Inte'ligencc x30 
Maintenance: 1 every 5 (60) Daily 
Type of Spell: Automatic 

Level: 1-100 
A'coniic Control 

Level: 100 Action: Active 

Cost: 450 

Effect: The caster is able to njold atomic matter in his surroundings like clay. 
To him, everything that moves is nothing but a set of atoms to manipulat- uc 
wishes. fHe gairis full dominion of all organic and inorganic matter within a 00- 
foot raiiius that does not pass a PhR or MR with a Difficulty of 140. There is no 
limit to what the caster can do with body or object under his dominion; he r y 
alter its shape and appsiirance, transform into anything else, or simply sc .tor 
its atoms, thereby causing its complete destruction. Since thi spell only fleets 
physical matter, it lias no effect upon souls or completely immate il be ■ =. 
Added Effect: feet to radius. +5 to MR or PhR Difficulty 
Maximum Zeon; Intelligence x40 
Maintenance: 1 every 10 (45) 
Type of Spell: Automatic 



Book of Essence 



Natural Affinity 

Level: 2 Action: Active 

Cost; 30 

Effect: This spell alters the essence of an indrvidi.ial, allowing him to bond with 
w.rh natural lieings so that such beings recognize the individual as one of their 
own. For inst,ince, this spell could be used to gain wolf affinity, so that wolves 
would recognize the character as an actual wolf. This spell can affect up to a 
total 60 Presence. 

Added Effect: ■ 10 to the maximum Presence affs 'i d 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (3) Daily 
Type of Spell: Effect 

f rpe A cce» 
Level: 1-10 

DeCtiCt Essence 

Level; 6 Action: Active 

Cost: 30 

Effect; The spellc '-r is able to detect any being's base essence in a 30-root 

radius. The caster does not obtain real information about creatures but is 

able to recognize its elemental bonding and is later able to identify Deings with 

the same type ol ■.-^■icnce or rate. Avoiding the effect requires passing an MR 

with a Difficulty of 100. The spellcaster needs vsme eviderirc- of an entity's 

presence nearby in order to feel its essence, "his spell can iffec ' .■i' Kia! 

creaLurf invisible to the human eye. 

Added Effect: i 5 meters to radius, i 5 to MR Difficulty. 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (3) 

Type of Spell: Atitomatic 



Free Accesi 

Level: 1-10 

Cun>n-iurii<Aff on Thrdugh Essen^Ce 
Level; 10 Action: Active 

Cost: 30 

Effect; The spell establishes a connection between ihe • '■ r and ini . her 
living being, making it possible for them to communiCiilL'' spiritually. S^nce this 
spell does not rely on spoken language, it is even possible to co^mur :"ite 
with plant"; or animals. The spell only affec heings with a Presence lev.';, 
than 40. 

Added Effect: +10 to the maximum Prest.:nc Tectod 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 5 (6) Daily 
Type of Sped: Automatic 

N.«''.i'-.il K n dw I edge 

Level; 12 Action; Active 

Cost: 40 

Effect: This spell permits the analysis of ail the informa: on pc ; nii'it o 
spf'i'ific k-nd of natural being, such as plants or animals. A spellcaster using this 
spell might ex.imine a str'ange p'iini and dc jrmim its toxicity, or ide?"itify \mt 
special properties. It can only affect olani Ttd animals with a Pn.'i'.'nce lov;i; 
than 30. 

Added Effect; 1 to the maximum Presence afftL'tiJ 
Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell: tifecl 

Level; 1 20 



Healing 

Level: 16 Action: Active 

Cost: 80 

Effect; Tl"i(s ^.pcll in^itintly heals one target creature by restoring up to 30"' of 
lost LP. The- spell cannot recover lost limbs, nor can it eliminate critical based 
penalties, but it does stop all types of bleeding. Damage Resistance beings only 
reco^'cr half that pi ■ ccntage. 
Added Effect: +5? life points 
Maximum Zeon; Intelligence xlO 
Maintenance: No 
Type of Spell: Effect 

FfM A ccesj 

Level: 1-iO 




Level: 22 Action: Active 

Cost: 60 

Effect: This spell allows the caster and one or more other creatures to share 
sight and hearing. The spellcastcr may choose deny access to his own senses. 
The maximum diri.-.nce aiiowed for ll^: connection one mile. Re^ ung the 
spell requires passing an MR or a PsR with a Difficulty of 100. All affeCi-C'ri 
parties are entitled to a new Resistance Check each hour. The spell may affect 
scvei^al individuals simultaneously provided the total of their Presences is not 
hi-:;her tl- m 100. 

Added Effect: t-o the maximum Presenci affecreri, i 5 to MR or PsK 
Oi-ficulty and 1 mile 
Maximum Zeon: Intelligence x20 

Maintenance: 1 every 10 (6) Daily 
Type of Spell: Spiritual 

fnc AccttMS 
Level: 1-30 



Action: Active 



Modify Essence 
Level: 26 
Cost: 50 

Effect: This spell allows the caster to modify his own, or another 
subject's, essence at will. The spell does not grant speca ibilities as 
part of the change, but it doc^ temporarily alter the animistic base 
of the being. In this manner, the spell could turn an elemental's 
earth essence into cold, causing it to become particularly vulnerable 
to heat-basc-J effects and attacks. If the c :ature should possess 
powers exclusive to the clement being modified, it temporaialy loses 
those powers. To avoid this effecL it is necessary to pa'^^ i MR with a 
Difficulty of 140, 

Added Effect: ■ 5 to MFl Difficulty 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10(5) 
Type of Spell; Spiritual 

Free A ccesi 
Level: V30 

Saul PoifDA 

Level: 30 Action: Active 

Cost: 60 

Effect: Soul poison is a supernatural substance inoculated in the 
Eoul of thr targeted individual which sprtsd through all of his body. 
The caster is free to decide the effects of the poison, following the 
description on Chapter 14. The substance's level cannot exceed 20, 
Th.-. qDell can crerre antidotes if there is enough information available 
about the original poison. 
Added Effect: ■ 5 to poison level. 
Maximum Zeon: Intelligence x10 
Maintenance: No 
Type of Spell: Spiritual 



Action: Active 



Ct^iTJTfs^pell 



Soul Barrier 

Level: 20 Action: Active 

Cost: 60 

Effect: "^his spell creates a barrier that stops all Spiritual attacks affecting 
5upern-itMr.i '^.csistances. In other words, the shield can be used to stop the 
attacks th.it would force the caster to roll for MR or PhR, It is not capable 
of jCopping attacks that cause damage with added effec^ , such as Rain of 
DeMrucUofr. The shield itself does not have Life Ppoints. since it does not 
protect against damaging impacts, i ne barrier cannot stop attack attacks that 
require a l^esistanc'' Check of 120 or higher. 

Added Effect: to the value of Resistances that can be stopped 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (6) Daily 
Type of Spell: Defense 



AnT3lyie Soul 
Level: 32 
Cost: 60 

Effect; This spell allows the caster to spiritually scrutinize individujI'T 
or creatures, obtaining detailed information about their natural 
capacities and powers. Although the spell does not confer access to 
subjects' knowledge, or the level of the abiliiics that d( ;'end on ■, the 
caster can measure their spiritual potential its innate i_,,pabilities. For ins; \nr'-\ 
when directed at a supernatural being, the caster will discover his powers ant 
thc<r level, but he will not be able to tell what the creature is / ■■■ ' 3 do, or 
hovv good a fighter he is. The target may resist this spell with a MR Check ol 
120 Difficulty 

Added Effect: 5 to MR Difficulty 
Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell: Automatic 

Free A ceejs 
Level: 1-40 



'A 



Acquirer Natural Ccipntitk'^ 
Level: 36 Action: Active 

Cost: 120 

Effect: This spell grants the chance of acqi.iiring the abilities and chai^acleri^.tics 
of Dxistjng plants or animals. It gives the target 50 extra DP to acquire sttundary 
abilirifs, csscnti.'l il/iliti(."v, or powers described in Chapter 26. Only secondary 
abilitii". from the physical fields of Agility, Perception and Strength, and only 
ip(.-c.-.i powers with Gnosis 0 requirements < -n be chosen. DP are invsted 
accordiiig to the chara ■:er's class. Primary Abilities ma/ not be incre.iStJd, with 
this ^pcll, not can stipernatural abilitn-S to be ;icquired. Tli s spell can tcmporBriiy 
:iifect the target's physical appeai\nncfi-. For instance, a character acquiring an 
increased dafmnfje Natural Wf-apon might sprout horns. A character canxt- ly 
be affected by one Acquire NntumI Capacities spell at a time. 
Added Effect: 5 DP 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 5 (2-^) Daily 
Type of Spell; Lffect 

Free Access 
Level: 10 

Revil-ciliie 

Level: 40 Action: Active 

Cost: 100 

Effect: This spell cie.ites a 130- hot radius ai'ca around the -.-..ter. within 

which all living organisms are ti'eated a-; bavin; Regeneration 16. 

Added Effect: ■ 60 feet to radius 

Maximum Zeon: Intelligence x20 

Maintenance: 1 every 10 (10) 

Type of Spell: Automatic 

Lift Mind 

Level: 42 Action: Active 

Cost: riO 

Effect: Thi'-, spill connects tiae caster's essence with any living organism with 
Gnosis 10 or lower, including plants and animals, within a 1,500-foot radius, 
fh;- sp(T ciiables the spellcaster to sense the events irrounding the affec;^ I 
pat l'MS usDig their perception, but it will not enable him to exert any control 
upon them. Since the caster is also tiansmitting part of his spirit, lie can ca; r 
apcIlL through the conntected !arget with half his usual MA. Any Spiritual spell 
cast upon the targeted wr^antsna will also affect the caster of Life Mind. The 
tTirgeied oraganism can resist Lie Mind by passing a MR with a Difficulty of 
30. Ontu t'stabliiihc-d as z f,uesi in a specific body, the s) M< a-?^ can jump 
on to any si.rbject in the radius of effect, provided the new targe 'liis the 
Resistance. An individual passing the Check cannot be affected -v the spell 
fndf;pendently of the ca<-it 's attempts. Affected people do not usually realize 
they Eire being used even when spells are being cast through them. Anyone 
hosting the raster's essence who (caves the area of effect of Life Mind is freed 
Irom trie cavier's influence. 

The carter may specifically target any appropriati organism within tl" ■ pell's 
iriM of (.Tfcct that he is aware of. bLit Life Mini i^annoi be used to d' 'cct 
the prt'bJ.'i !t (■ of living O' ;anisms. If the spellcaster h.. no obvious target, he 
CGn direct liie power of the spell to simply join with the nearest appropriate 
target . if there is one. However, this method can be of very linaited use. since 
i[ is qtate possible the nearest living organism would be nothing mnr^- than a 
blade of fji-ass. 

While this spell is effect, the carter is not aware of events taking place- around 
hi'. I ri k; being, 

Added Effect: ■ 300 feet to radius and to MR Difficulty 

Maximum Zeon: Intelligence x20 

Maintenance: 1 every 20 (6) 

Type of Spell; Automatic , 



Frc!L« A ccGSf 
Level: 1-50 



Alter Growth 

Level: A6 Action: Active 

Cost: 100 

Effect: !■ spell modifies the natural development rate of any Riven org.ini?m, 
it either douL!-;s, or cuts ifi half, the aging speed of a liviny; body with a Presence 
no greater than 60. ReSi-^'Jn.-j the -jllcct requires passing a MR witfi a OiiTic.ay 
of 100, This spell is not capable of stoppi.-if. if'e passage of time alto ', in; 
matte'- how many added effects arc employed; however, . ^in d'-lay if ■ 
considerably. For instant . in tlie case the ,pcll is cast with five added effecti to 
quitTcn aging, each new day will count as 64 days for the tar^ercd ind'ivduail. 
Added Effect: Doubles or cuts in half 'he growth rate ir;ain and 5 to the 
maximum Presence affected 
Maximum Zeon: liuellijience xlO 
Maintenance: 1 every 10 (10) Daily 
Type of Spell: Spiritual 

Level: 1 -50 

Natural Imitation 

Level: 50 Action: Active 

Cost: 60 

Effect: This spell creates one or more na ral ^.nimaln inaor the sp,°flr I'^rf-ri 
absolute control. The creature jmust be i Gnosis 0 animal, bui may be iVtxn 
any species. A single cq',tiri- of this spell cri-ates up to two leveb of cr-^aturcs, 
allowing the cast ' create o single level 2 crtatuic-, or two level 1 crcaiures, 
Animals ir chapter 25 c,:n be used as a reference. 
Added Effect: l level 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (3) 
Type of Spell: Pffcct 

SpiritinT Form 

Level: 52 Action: Active 

Cost: 100 

Effect; This spetl transforms an individual' ; aysical form into spiritual n-ailpr, 
rer.J- rinp, him invisible to those unable to see spirits and inL^ingible to a-' nori- 
energy-bavod matter. The target can also SLirvive without physi- I ner(."!i.:tii:s 
including oxygen, walor, and food, for as long as he f. aiains in tm si,.'c. liit 
afffctcd character uses the "-ules for Spiritu.i' Beings described in Chapter 26. 
The rr: 'ximum Presence that can be iffected is 60. 
Added Effect: to the maximum Presence affected. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (10) 
Type of Spell: Effect 

fine AiLC&ti 
Level: 1-50 

NatumI Control 

Level: 56 Action: Active 

Cost: 100 

Effect: By irieans of this spell, the spellcaster gair 'bsolute t'omlnion over 
a single living thing with Gnosis 0. Valid targets include animals, plants, and 
even regtilar humin brings. The caster transmits his orders directly througfi a 
mystical connection, without the need of language. Resist 'ig ?he effects of 'iic 
speli requires pas'.-ng a MR with a Difficulty of 80. Psychic Resisliincc cannot 
be used for resisting the spell, "-zc it's the subject's essence, and nc mind, 
that is being controlled. The target is enti: >-d to a new check every day, and 
every time it receives an order conipletely against his n.:turc. The tare^el rnay 
leceive a 20 bonus to the MR check if give n extreme or>';^r, such sacnFlcing 
its own life, or slaying a loved one. 
Added Effect: i 5 to MR Difficulty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (20) Daily 
Type of Spell: Spiritual 

fret A (.cc'ii 
Level: 1-50 





State Induction 

Level; 60 Action: Active 

Cost: 100 

Effect: i cough soul i-.ianipulation, the subject can be induced into Finy of the 
oiinc'r ir stiit-s described in Chapter 14, except death. The caster chooses the 
siX'ufii sr.ite at the moment the spell is cast. The MR Difficulty for resisting the 
spell I-, 80. Characters may add a HO bonus to their rol T the iiidueed states 
aru Co-nr;!.! or Complete Paralysis, 
Added Effect: i-S to MR Difficulty. 
Maximum Zeon: Intelligen': :; x20 
Maintenance: No 
Type of Spell: Spiritual 

R' turn tp the Flow 

Level: 62 Action: Active 

Cost: 100 

Effect:: lliis spell sends .i spirit back to the I low o' Souls. It can affect both 
dtjd -^ouli .iwaiting The Calling, and creatures of a spiritu.al nature. The essence 
vanittiss once it arrives to the great beyond unless the entity has a Gnosis level 
biph enough to allow it to go back to the world. Undead are automatically 
dpsiro/cd by this spell. The MR Difficulty for avoiding the effects of this spell 
is 120. 

Added Effect: i 5 to MR Difficulty. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Spiritual 

fre*! Accesi 
Level: "1-70 

Shi^Fd Arba. 

Level: 66 Action: Active 

Cost: 120 

Effect: Thi', spell h.iunts a specif ■* i""a making it impossible to be trespassed 
■y LcrMiii bei[tj',s. The spellcaster decides which beings' access will be restricted, 
and tlierc is no lii^iiL to the number- of creatures he can choose. For instance, 
e could forbid the entrance of fire elernentals, or only allow the entrance 
nf luin.ur.. The affected area has a maximum 60-foot radius and remains 
statiLinary. Any forbidden creature that attempts to enter the shielded area 
mUM n MR c'leck with a Difficulty of 120. Creatures that fail the Crieck are 
'^ntitl;'(:l to a new roll each hour. Creatures already inside the are-a ^t the time 
the jpeil :\ (.ist c.in circulate freely and may leave the shielded area without 
hirii.'- K.e, but once beyond the shielded area, they tTiust pass a similar MR 
.heck to rt.'-i'nl- r the area. 
Added Effect: 5 to MR Difficulty. 
Maximum Zeon: Intelli-pon'--," x20 
Maintenance: 1 every 10 (12) Daily 
Type of Spell: Automatic 

Level: i-70 

SvipernnturnI Control 

Levoir /(} Action: Active 

Cose: "20 

Effect; 1 liii spell [^r.ints total control of a spirit or a Being Between Worlds, 
The c.-iMer transmits his orders through the mystical connection directly, 
wil-hnur \\v.: need of language or a mutu.il understanding. An entily wishing to 
resist i' Ifeti'i of tliis spell must pass a MR with a Difficulty of 80. and since it 
IS till' u i.MiLir;.''s essence that is under control, it cannot use its PsR. The vtctim 
I? he entitk'ri to a new control every day and every time it receives an order 
compk.'ioly a;:";a-nst I's nattin 
Added Effect: 5 to MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (24) Daily 
Type of Spell: Spiritual 



Share Essenct^ 

Level: 72 Action: Active 

Cost: 140 

Effect: The spelicaster i - the essence of two individuals together in an 
indivisible unity. In this way. all damage and spiritual effects suffered by one 
will affect the other. Both individuals use the high' t MR of the two aj-.unst 
Spiritual spells. When the essence of a regular being is tied to that of a Damaf.c 
Accumulation beirg, the former only suffers one-fifth of the damage received 
by tne creature, i ne total of the Pr^'SL-nces that can b affected cannot exceec" 
100. Resisting this spell requir ■•; a MR check with a Difficulty of 120. 
Added Effect: '5 to MR Difficulty and -^10 to the maximum Presence 
"■ --d 

Maximum Zeon: Iniclligence x20 
Maintenance: 1 every 10 (14) Daily 
Type of Spell: Spiritual 

Free Acceis 
Level: 1-80 

Transmigrate Soul 

Level: 76 Action: Active 

Cost: 180 

Effect: This spell confer*; upon the istcr the ability to transport any soul in his 
presence to a new host. 1 ite soul can be hooted in a livii ig being, or an inanimatf 
object such as a stone or a sword, A deaci body, in good condition, can aiso 
serve as a host, in which case the body return ^ to life. The transmigrated soul 
adopts all the physical capabilities and limitations of the new host, reta;i"ting only 
its own intellectual, and possibly i1:s animistic, capabilinc's. For example, if the 
new host is a tree, the soul will be able think, but it will be unable to speak or 
move. Oncf;> tht transmigration is complete, the soul remains with its new host 
until the host ; destroyed. 

If the soul transmigrates to a body, or object, already inhabited by another 
soul, the intruding sou! will naturally meet resistance. The two souls eng.ige in 
a struggle for dominion by each rolling Id 100 and adding their base Presence 
(no open rolls allowed); the highest total wins the struggle, if thi difference 
between the two results is 100 or more, the winner con'.un-es the other 
soul and takes control of the host permanently. If the difference is 50-99, the 
wciker sou'; s pacified and remains indefinitely asleep until something awakens 
it. If the difference is less than 50, the winner gains temporary control over 
the host, but the weaker soul remains awake and is enti^W to a new check 
once per day. 

This spell can affect souls with ;• maximum Presence of 60. Both the , if fee led 
soul and the targetea host can attempt to resist this spell with a MR check o*" 
Difficulty 100. This spell can affect deceased spirits still awaiting the Calling, but 
it cannot bring back spirits from the Flux, Whenever a supernatural beinp is 
enclosed in a physical body, it may lose levels and animis".-c riowers. 
Added Effect: -i-5 to MR Difficulty an. 10 to the maximtim Presence 
affected. 

Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spefl: Spiritual 

free Accesf 
Level! 1-80 

Level: 80 Action: Active 

Cost: 200 

Effect: The caster is able to transcend into a spiritual state, forsaking his physical 
body forever. From that point on, he is no longer a Natural or Qehw^ Between 
Worlds creature, instead becoming a Gnosis 25 spiritual entity, with ,ill the 
benefits this implies. In addition, 150 extra Developnf|t,'tn Point-, are awarded, 
100 of which must be spent in acquiring the Spirit stfitc, while the rtnaining 50 
may be spent choosing among Nattiral Abilities and Powers of Being Creation, 
described in Chapter 26, The spelicaster also has a choic^ of 50 Development 
Pc5ints in disadvantages and penalties in order to get additional points. 
This spell will only work on natural beings and creatures Between Worlds, 
therefore, it C.;n not be cast upon spirits to increase *heir existing abilitif.. If a 
spiritual being should reincarnate in a physical form, it automatically loses :lie 
advantages and benefits gained through this spell. 
Added Effect: ■ '.U DP and 5 optional DP in disadvantages 
Maximum Zeon; Intell pence x20 
Maintenance; No 
Type of Spell: Effect 



High Magic 



Action: Active 



spiritual entity undci" his complete 
■ pirit, subject to the powers and 



Snkfi' Creation 
Level: 82 
Cost: 250 

Effect; The caster uses ma;^ic to create 
dominion. I'Wis entity is dev- oped as ' 
limitations described in Chapter 26 for such beings. The creature has 600 
DP, and its inaximiim level is be calculated using the same rule=i as in the spell 
Create Being of the path of Creation. 

Added Effect: 50 DP ■ 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 5 (50) Daily 
Type of Spell: Effect 

Free Acceis 

Level: 1 90 

Tiq VitaJ Essence 

Level: 86 Action: Active 

Cost: 200 

Effect: This spell ties an individual 'i soul to a physical c i.'ject without completely 
disengaging it from the original body. An individual affected by this cannot die 
from \o%-^ of Life Points. Hi'" body is still vulnerable to damage, including criticals 
that could be completely incapacitating, but he remains alivi even after being 
reduced below the LP threshold that would normally kill him. Assuming the 
individu.il has access to some form of supernatural healing (whicii this spell 
does not provide), he can eventually recover from any amount of damage. 
This spell also renders the individual immune to all majjical effects that directly 
affect his essence. 

If the object tied to the soul is desti-oyed, the individual dies instantly. 
Furtherniore. the individual and the object must forever remain within one 
mile of e;ich other, or the bond breaks, killing the subject. The object used as 
the container cannot have a Presence higher than 30. Those wishing to resist 
tiie effects of this ' ell must pass a MR check with a Difficulty of 100. 
Added Effect: 5 to the maximum Presence affected, ') to MR Difficulty 
and ■ 1 mile apart. 
Maximum Zeon: Intelligence x20 
Maintenance; No 
Type of Spell: Spiritual 

free A ccL'ss 
Level: 1-90 



Green n^^s 

Level: 90 Action: Active 

Cost: 250 

Effect: By merging his spirit with Nature itself, 
the .spe'llcnslcr is able to create vegetal and animal 
life as he pkvises within a five mile radius. Such life 
«-mergc-:i inst.intly, regardless ^ 
of ?ccal c'imate .■and terrain 
con-litions. However, 
•Mncc the magical energy of 
this spell has no duration, 
the extended survivability of the newly 
created life i:-; :iot guaranteed. Animals 
,inrt plants created with this spel' 
must belong to ex '.ting species, ■» 
Added Effect: :.■ mile to radius. 
Maximum Zeon: Intelligence xSO 
Maintenance: No 
Type of Spetl: Effect 



Divine M^gic 

Lrfo Dominion 

Level: 92 Action: Active 

Cost: 300 

Effect: By seizing control of a portion of the world's essence, the c.l- ler of 
this spell Ty '1 absolute dominion over all N.atural beings in a 60 mile radius. 
He transmits his order through a mystical connection, without the need for 
physical proximity. Any entity wishing to resist the effects of this spell must 
pass a MR check with a Difficu ty of 100. Affected beings are entitled to a new 
check every day and any time they receive ai ordi completely against their 
nature. 

Added Effect; i-60 miles to radius and - 5 to MR Difficulty. 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 5 (60) Daily 
Type of Spell: Automatic 

FtKc A KC^ss 
Level; 1-100 



Action; Active 





Ro&urrcction 
Level: 96 
Cost: 400 

Effect; This spell snatches a soul frona the Flux and return it to life. Diffici.iky 
cepends on the amount of time elapsed since death. The lo(i r'',er the period, the 
more the spirit has spread and attached to the Flow of Souls. The spell has the 
power to bring spirits back, but not to tie them to their body or to heal it. For 
a completely effective resurrection, the soul should be placed in a suitable body 
using the spell Transmigrate Soul. However, it is possible that the tirr.e eL^ipsed 
may have produced irreparable damage on the soul, therefore it is up to the 
CM to put some limit on the subject's memories and knowledge. Destroyec or 
alre.ady reincarnated souls can not be resurrected. Resurrected spirits rannot 
have a base Presence higher than 30, and the elapsed time since death must 
be less than one month. 

Added Effect; i-5 to the maximum Prest^i'ie affected .md twice the time 
elapsed since the subject's death. 
Maximum Zeon: Intelligence x40 
Maintenance; No 
Type of Spell: Effect 

Free A ccejs 

Level: 1 ^00 

Lai d Qt the Souls 

Level: 100 Action: Active 

Cost; 600 

Effect; The spellcaster seizes partial control of the Flow of Souls, givin? 

him absolute dominion over all souls, Spiritual Beings, and 'similar 
entities in a 60 mile radius. Among other uses, the caster uui 
snatch a sogl from a body and reintroduce it into an unborn child, 
thus controlling Ntphilim birth, 
i he Lord of the Souls conveys his orders to those under ins dominion 
"ia a mystical connection that does not require physical proximity 
or mutual language. Those wis' to resist the effects of this 
spell must pass a MR check with a Difficulty of 120. A beinv 
who fails is entitled to a nev^ check each day c.ontro 
maintained, or any time it is given an order compi v 
.against its nature. If the caster is attempting to separ " 
^ a soul from its original body, the target receives a 
+H0 bonus to its MR check. This spell does nc 
affect undead. 
' . Added Effect: +5 MR Difficulty and 
■1-60 mii- s. 

Maximum Zeon; Intelligence x50 
* Maintenance; 1 every 5 (120) Daily 
Type of Spell: Automatic 



Book, of Illusion 



Illusory Sound 

Level: 2 Action: Active 

Cost: W 

Effect: rh^i spd\ allows the caster to create any iound, including human 
valC^■^, in .i 60-foot rndius acea. All subjects within the area of effecl must 
p.lS!. 1 MR check with wi Difficulty of 100 to disbelieve the effect, though the 
spef.rasrcr may chooic which specific characters hear the illusion. 
Added Effect: '-30 feet to radius and 5 to MR Difficulty. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 50 (1) 
Type of Spell: Autoinati< 

Free A cceis 

Level: 1-10 

fStusory Smell 

Level: i\ Action: Active 

Cost: 30 

Effect: Thiv ^pell create; m illusory smef It affects those subjects in a 60- foot 

ndi who fail a MR Che' ■. with a Difficulty of 100. Fhe caster can choose 

WHO will ^.meil thf llusory scent and who will not. 

Added Effect: JO feet to radius and :■ to MR Difficulty. 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every .SO (1) 

Type of Spell: AutomatK 

Free Access 

Level: 1-10 

Level: ID Action: Active 

Cost: 30 

Effect: Th[^ ".pell can distort the touch or the taste o- i spL^^ific element. The 
■ii-scLi" decides the element's new taste or feci, which is noticed by all within 
60-foot radius who fail a MR Checl< with a Difficulty of 100. The caster can 
choose who notices the illusion and who docs not. 
Added Effect: -30 feet to radius and -^5 to MR Difficulty. 
Maximum Zeon: Intelligence xlO 
Maintenance; 1 every 50 (1) 
Type of Spell; Automatic 

Vivuiil lllu&ion 

Level: 17 Action: Active 

Cost '10 

Effect: I his spell creates a false image that can deceive the viewer. The image 

miiit rcm.-^in static and have only a maximum ma^s of 5 square feet. The spell 
■fo -nyone who '^f^es rhf^ image and fails a MR Check with a Difficulty of 
DO. It IS L!p to the caster to decide who will see the image and who will not. 

Added Effect; ■ _• .-.uare feet to rtidius and -5 to MR Diffitv Ity. 

Maximum Zeon: Intclligcnci. x10 

Maintenance: 1 every 50 (1) 

Type of Sped: Automatic 

FfCE A cceii 

Level: 1-20 



Action; Active 



Level: 16 

Cost: 60 

Effect: I his spell enat ' the spellcaster !o sen'," the presenc 
witl : / '"' lie Value of 80 or less in a 150-foot radius. 
Added Effect: 30 fe^^t to radius and 10 to _Vonic Value. 
Maxrmunn Zeon: Intilligfi-fi- j;20 
Maintenance: 1 every 10 (6) 

Type of Spell: Detection ' • 

free A ccesi , ■ 

Level: 1 20 



' all llltisions 




Action: Acti' 



Swetit Talk 

Level: 20 
Cost: 50 

Effect: This .>eli enhances the i ■ -vAcd individual's charisma and p',-nonnl 
charm. The character receives a jJ bonus the Leadership and Persuasion 
Secondary Abililies. 

Added Effect: ■ 10 to Leadership and Persuasion. 
M,s<innum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (5) 
Type of Spell: Effect 



Aitf-i- Afipeiarance 

Level; 22 Action: Active 

Cost: 60 

Effect: The spellcaster can change the appearance of an individual or object 

into that of another of his choosing. This spell will only increase or decrease 

the targeted individual's Size and Appearance by two degrees. All subject in 

contact with the image can see through the illusion if they pEE-: a MR Check 

with a Difficulty of 120. Once a viewer is affeci"!:'!:- by an illusion, he only 

receives a new Resistance Check when he has reason '■> dottbt the identity or 

appearance of the subject. 

Added Effect: 1 10 to MR Difficulty. 

Maximum Zeon: Intelligence xlO 

Maintenance; 1 every 10 (6) Daily 

Type of Spell: Automatic 

Free Aece« 

Level: 1-30 

tl^usory Invisibility 

Level: 26 Action: Active 

Cost: 60 

Effect: This ; ■■ 'I allows the ( 'er to make any being or object vanish from 
sight. He can affe< "iy number of people, as long as the sum of their Presence 
does not exceed 140. Only indivic . I; who pass a MR C'-uck vs-V-h a Difficulty 
of 120 can detect th( presence oi tni invisible character through their sense 
of vision. 

Added Effect. 1-5 o MR and ■ 10 to the maximum Presence affertec. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 20 (3) 
Type of Spell: Automatic 

Free A cca ■ ; 
Level; 1 30 

Mirror Image 

Level; 30 Action: Active 

Cost: 80 

Effect: I his spell creates eight illusory copies of any given target. The oissc 
can not ;j\.'icc. these mirror irrtages more than 15 feet apart from one another. 
Acting as mirro- ., they perform the same actions as 'tie targeted ndividual. 
Any images hit by an Energy damifjirr, :ittick <i^- irnTic-c lately desn'oyed, 
S =\r\g throL h this illusion requires a MR Check with a Difficulty of 120. 
Added Effect: ■ 'i to MR and i 2 images. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (8) 
Type of Spell: Automatic 

locaJ lllusian 

Level; 32 Action: Active 

Cost; 80 

Effect: This spell create- s complete illusion that t' iceive; ill five of a vii im's 
senses. Th ister can create any inanimate object with a volume not excect ng 
5 square feet. The illusion can be destroyed by Energy damagin.' attacks. This 
spell affects anyone able to see, hear, smell, or fee- the illusion who fails a MR 
Check with a Difficulty of 120. 

Added Effect: 'i square feet to volume and 5 to MR. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 50 (2) 
Type of Spell: Automatic 
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free i4 ccesf 
Leve!: 1--40 

Cfinfii'iion 

Level: 36 Action: Active 

Cost: 50 

Effect: This sped confounds ad five !.enses of a single target. The 
target must pass a MR Check with a Difficult/ of 120 to resist 
the 'jpelL If he fails, he suffers a penalty equal to his Failure 
Level to all of his perception-based Sccondar)' Abilities 
Furthermore, if he fails by more than 40, the target d';o 
suffers a -20 All Action Penalty due to dizziness. An 
affected cannot make a new Check unless he increases 
his Resistances. 

Added Effect: i 5 to MR Difficulty, 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 20 (3) 
Type of Spell: Spiritual 

Level: 1-40 

Create Itlusory fi^ein^ 

Level: 40 Action: Active 

Cost: 60 

Effect: This spell creates ,s first- level iHusory being. 
The entity is fashioned according to the caster's desires 
using the rules set forth in Chapter 26 for Beings Between 
Worlds. However, the illusory being's nature automatically 
grants it the Physical Exemption ability. 

Because the creature is not rc-.-.l, it can not inflict damage or 
affect physical reality whatsoever. All non-Energy based attacks 
pas^: right through it without dam^i.-ing it in any way. This spt must 
be cast upon a specific area not c>: ■ ' ding a radius of 60 feet. Those 
ch-iraciurs entering the spell's area of effect must pass a MR Check with 
a Difficulty of 120 to avoid it. Even though the spell is circumscribed to a 
specific zonv', the illusoi y creature can lfi.'r.i; that area while chasing after 
A subject affected by the spell. FHowever, it remains unseen by anyone not 
previously inside the- spell's area. Keep in mind that those subjects who pass the MR 
Che!!r< do not ex." to the illusory creature, and it will ignore them. Illusions may 
have a maximum of two levels more than the caster. 

Added Effect: i 5 to MR, ■ 1 to the created being's level and ■ 5 feet to 
radius. 

Maximum Zeon: Intelligen: .^ xlO. 
Maintenance: 1 every 20 {'i] Daily 
Type of Spell: Automatic 

RBSistnritD to 11 lus ion's 

Level: A2 Action: Active 

Cost; SO 

Effect: This spell increases a subject's MR against illusory effects. It grants a . 0 

bonus to every MR Check made against an illusion spell. The effects of this spell 

do not overlap, and subjects may be affected by it only once. 

Added Effect: +10 to MR against illusions. 

Maximum Zeon: Intelligence x10 

Maintenance: 1 every 10 (8) Daily 

Type of Spell: Effect 

Free Access 

Level: 1 SO 

Detect Lib 

Level: 46 Action: Active 

Cost: 80 

Effect: This spell automatically detects any lie told in the caster's presence. 
Every time a lie is deliberately told before him, the liar must make a MR or 
F^sR Check with a Difficulty of 120 to prevent the caster from finding out. Lies 
unknowingly told are not detected by the spell. 
Added Effect: -^5 to MR or PsR Difficulty. 
Maximum Zeon: Intelligen ; xlO 
Maintenance: 1 every 10 (: _i Daily 
Type of Spell: Atitomatic 

Leveh V50 



Gh^vtly Illusion 

Level: 50 Action: Active 

Cost: 120 

Effect: This spell creates one or several objects governed by the Ljliostly 
Spell rules. Any inanimate object the caster desires can be ;?roduced, 
from a sword to a wall, provided that its theoretic .ii fVesence does nol 
exceed 60. A character or creature can avoid the spell and ignore ttiL 
llusion if he or it passes a MR Check with a Difficulty of 120. 
Anyone can make another Check if he has reason to doubt the 
reality of the object. 

Added Effect: -i-S to thi' maximum PrTj-3.:;Tice of the object 
and -1-5 to the MR Diff ■ ulty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (6) 
Type of Spell; Automatic 

OHtort DBtecdon 

I evel: 52 Action: Active 
Cost: 120 

Effect: Casting this spell, the caster distorts ihc 
result of any supernatural detection nictho- 
in a 150-foot radius. The distortion lay dc 
applied in any possible way; incr^.j'Jii? 
or decreasing the potential, abilities, or 
situation of a creature or tmcci. The 
character usino the supernatural detection 
will have to pass a MR Check with a Difficulty of 130 
to avoid deception. 

This spell works on the supernatural detec:.on iiiclf 
and not on the individuals inside an area. Therefort. 
characters attempting to detect something inside the 
area must pass the MR even if they are physically 
outside the spell's radius. An example of this could be 
a spellcaster trying to loca't an illusionist "liles avrty. 
through magic. 

Added Effect: -i-1''.0 feet to radius, ind +5 to the MR 
Difficulty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (12) Daily 
Type of Spell: Automatic 

Level: 1-60 
Liu 

Level: 56 Action: Active 

Cost: 100 

Effect: This spell allows the caster to convince his audience to believe niiyi hi'is 
he says, no matter liow ridiculous or absurd. The affected parties will no! 
necessarily obey orders from him, but they will believe what he says to be trur. 
Any given subject can avoid the result of the spell by passing a MR Check witfi 
a Difficulty of 120. Characters are permitted a new Resistance roll each hour. 
In the case of an exceptionally unbelievable lie, or if the subjects have been 
warned of this ability, they may apply a -^40 bonus to their MR Check. 
Added Effect: +5 to MR Difficulty. 
Maximum Zeon: Intelligence x10 
Maintenance: 1 every 10 (10) Daily 
Type of Spell: Spiritual 

free A asss 
Level: 1-60 

Destroy Illusions 

Level: 60 Action: Active 

Cost: 80 

Effect: This spell destroys any other Illusion spell with a Zeonic V;-! . n ■■ 
;i^i'i.'-'!':t'r than 60. 

Added Effect: i 5 to Zeonic Value affected by the spell. 
Maximum Zeon: Intelligence x40 
Maintenance: No 
Type of Spell: Effect 




GtiQitil'y Being 

Level: 67. Action; Active 

Cost; 80 

Effect: I hi', '.iJt.'ll creates a ^th-level ghostly being fashioned .iccording to the 
G^sltr's cicsifTS Lising the Being Between Worlds rules in Chapter 26, Gliostly 
'y-:it»;. functions exactly as the spell Create llkrsory Being (Illusion level 40), 
€5{Ecpt that it has no area limitation, and those who fail the MR Check are 
Mjbjfcrcd to tl rules of Ghostly Spells. A character might receive a new Check 
if \-': h:"d K-asor. '.o doubt the authenticity of the entity. The ilkision may be a 
m :irnurTi of tnrce levels higher than the caster. 
Added Effect: - 5 to the MR Difficulty and 1 1 to the Being's level. 
Maximum Zeon: Intelligence xlO 
Maintenance; 1 every 20 (4) 
Type of Spell: Automatic 

r ri't^ A ccc'ss 
Uvet: V70 

Gu^libftity 

Level: 66 Action: Active 

Cost: [\0 

Effect: This speli weakens a target's Resistance against illusion spells. The 
affccierl party must pass a MR with a Difficulty of 120 or suffer a penalty to 
future Mr< and PsR Checks against illusion spells equal to lii^ -ailure Level. This 
pea.-. 'Y will only work against spells of this Rath. 
Added Effect: 1 10 to MR Difficulty. 
Maximum Zeon: Intelligence x 10 
Maintenance; 1 every 10 (8) 
Type of Spell: Spiritual 

Level: 70 

GhosCly Attack 

Level; 7n Action: Active 

Cost: 100 

Effect: rhi:> \pell projects a 100-point Base Damage discharge of energy that 
us:^ 1^^-:- Ghostly Spell rules. Character's can avoid the damage of this spell by 
pa'.Miifl a MR Check with a Difficulty of 120. Given the attack's unreal status, it 
can not clash against other discharges. 

Added Effect: i 5 to MR Difficulty and S to Base Damage. 

Maximum Zeon; Intellij^ence x20 

Maintenance: No 

Type of Spell: Attack, Spiritual 

le Gift df Ijfi ng 
Level; 72 Action: Active 

Cost: VI 0 

Effect; (IVi spell can force an individual to lie. The illusionist can compel the 
ci o li" in absolutely everything he says, or about a specific subject matter. 
.IV- cted pr.rty i'-. not be able to indicate the deceptive nature of his words 

01 i.o-;yt.y any truthful informatfon. A character can avoid this spell's effects by 

p; a Mf\ or PsR Check with a Difficulty of 120. Characters who fail this 

Check ref eivc a new check each day. 

Added Effect: ^ Ij to MR or f^R Difficulty. 

Maximum Zeon; Intelligence x?.0 

Maintenance: 1 every 10 (14) Daily 

Type of Spell; Spiritual 

Level: 1-80 

nary Life 
Level; 76 Action: Active 

Cost; 1-^0 

Effect: This spell introduces fake memories into an individual's mind. The 
iiiLi'jiLi-iiiit is -idIc to alter memories and include as much new information as 
h( irsiiv'.. Once under the effects of this spell, characters can not distinguish 
il',ll^o■■y mcmonc-s from their own real experiences. The MR or PsR Check for 
renjtinj;, this spell has a Difficulty of 120. Characters receive a new roll only 
"■y.v.i finding a reason to doubt the authenticity of their recollections. 
Added Effect: i 5 to MR or PsR Difficulty. 
Maximum Zeon; Intelligence x20 
Maintonance; 1 every 10 (14) Daily 
Type of Spell; Spiritual 



Free A ccejf 
Level; 1-80 

Mafor lilustdn 

Level; 80 Action; Active 

Cost: 250 

Effect: This spell creates an enormous illusion affecting all five human senses. The 
spell develops within a one mile radius wiihin which people see, hear, feel, son: II, 
and taste whatever the spellcister desires. Tor instance, hi"' may trick someone into 
thinking a whole town is deserted, when it is actually a th' ving city. Any character 
entering the area of this spell is automatically affected by the illusion unless he passes 
.1 MP^ Check with a Difficulty of 120. Affected chai"actcrs only receive a new Check 
upon encoLintering a reason to doubt the illusory world .ground them. 
Added Effect: ' 300 meters to radius and i 5 to MR Difficulty. 
Maximum Zeon: Intelligence x30 
Maintenance; 1 every 10 (25) Daily 
Type of Spell; Automatic 

High Magic 

Fix Illusion 

Level: 82 Action: Active 

Cost: 250 

Effect: This spell creates a permanent ||lusion. In game terms, it adds 1,000 
Zeon Maintenance Points to any spell from the Path of Illusion. Bear in mind that 
this amount will not serve to increase the power of the spell. It only provides 
the caster with the points to maintain the illusion constantly. It cannot be used in 
connection will] Free Access spells - even if these spells are from Illusion slots. 
Added Effect: i 50 to the Zeon of the Maintained spell. 
Maximum Zeon: Intelligence x30 
Maintenance: No 
Type of Spell: Effect 

Ffvc A<.ctss 
Level: 1-90 

NHisiinF^ of ttie Senses 

Level: 86 Action: Active 

Cost: 200 

Effect: The caster has the ability to lead a subject to believe whatever he wishes. 
Though the caster does not actually modify reality, his spell convinces an affected 
character that an illusion is so real, that he will react s if it w^ ■ true in every 
aspect. For examplr, if an illusionist wants to trick somebody into thinking he has 
no legs or arms, the subject will lose all sense of his limbs and fall to the ground 
in the belief that he has, indeed, lost them. Another example of this could be 
a fighter suffering from woirnds who is led to believe, not only that he is in 
perfect shape, but also that he possesses a ^-50 All Action Bonus. A character 
convinced that he is dead automatically lapses into unconsciousness. The MR or 
PsR Difficulty for resisting the spell is 120. A character receives a new Resistance 
roll only upon becoming convinced he is being deceived. 
Added Effect: i 5 to MR or PsR Difficulty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (20) 
Type of Spell: Spiritual 

frttt A tcess 
Level: 1-90 

Non-existence 

Level: 90 Action: Active 

Cost: 220 

Effect: The target of this spell cannot be perceived by any of the natural 
senses ■- although he still has a material existence. Others cannot see, srnell, hear, 
touch, or taste his presence in any way. In addition to l;his, the target does not 
leave any visible trace or marks behind while the spell is maintained. The only ways 
to real . a Non-existent character's presence, is via suf..urnatural (magical or Ki 
related detection. A character can resist the c '"ects of this spell by p-avsing ^i-^R 
Check with a Difficulty of 120. Those subjects falling the Check are entitled to 
repeat it every tin'-f; they have reason to believe there is someone around. 
Added Effect: • S to MR Difficulty. 
Maximum Zeon; Intelligence x20 
Maintenance: 1 every 10 (22) Daily 
Type of Spell; Automatic 



Divine Magic 

Deceive Dcat+i 

Level: 92 Action; Active 

Cost: 500 

Effect: A person affected by this spell cannot, die; the Flow of SoliIs will ignore his 
prt:.ii:i'iC(: .ind thus be un^ible to claim him. HoWfVc:r, his physical form is vulnerable 
to destruction, and sven "'lough his spirit will not abandon his body, h-: wih still 
suffer any adverse effects produced by damage. This spell doL-i- not offer protection 
from soul- destroying effects. I he maximum PriJerce this :pell affects is 80. 
Added Effect: i 5 to the m.iximurari Pre?if:ntre affected. 
Maximum Zeon: Intelligence x40 
Maintenance; 1 every 5 (100) Daily 
Type of Spell: FFfect 

Free A c«w 
Level: \-\0D 

Wurld af Lli^s 

Level: 96 Action; Active 

Cost: 500 

Effect; This spell creates an artificial reality that the caster can modify as hi 
pleases, hie might create a city out of nowhere and turn it into a fantasy land i 
the next turn, for example. Imagination is the limit. This spell covers n one mili 
radius within which all illusions have Ghostly Spell status. Everyone entering thi 
spell's radius must pass a MR Chr-ek with a Difficulty of 140 or fall beni-ith the 
jjower of this • II. Woi J of Lies also allows the caster to create unreal creatures 
to popuiijtu it. These 'i xatures exist as illusions of a Ghostly nature. The caster 
has 100 levels :it his disposal to distribute among these entitle^— although none 
of thcni can have more than half of their level rounded up. In other words, the 
ca'iter; he may create one hunared 1st level Ghostly Beings, ten Sth-level beir\t';s 
and five lOth-levpi beings, or any other possible combinaiion. The entities arc 
fasliioned according to the caster's desires using the Beings Between Worlds rules 
in Chapter 26. I hese creatures have illusory intelligence and life; they are able 
Lo act independently followinj-; the orders given by their master. 1 hose characters 
enteri--ig tlie aiCa of influence and failing the Resistance Check can only repeat it 
when encountcrinj?, doubts on the reality of their surrotindings. 
Added Effect: 5 to MR Difficulty, i-50 levels distributed among Beings and 
double the area of coverage, 
Maximum Zeon: Intelligejx 40 
Maintenance: 1 every 5 (100) Daily 
Type of Spell: Automatic 



Action: Acti' 



Fr£?e A ccosi 
Level: 1-100 

Fakse ftealfty 
Level: 100 
Cost: 600 

Effect: This spell creates a distorted reality and makes something fal '"' I. In 
this way, events that can have never taken plac cj;. be mvented and .: ide t. 
produce effect Lipon the present, hiistory is nol I'-afly altered, since the s.e^Ii 
only manages lO change tiie status of things at the tfme .t is cnst. I— oweve^ 
few people .ir-'- ibie to tell . le difference. The Spell can no; acconvlish tl'. 
impossible; i' ;an only alter feasible event', which ire likely to h.ifip-.-n i1 
appropr-'iti; situation is created by the caster. 

Kor example, the caster n'!v;lit say a certain mO',..ri-.ri.ii pnss has been blocked 
due to a landslide caused by thieves making their escape. According to this, the 
Fal Reality spell would affect a random bunch of burglars and all individu n 
the mountain pass at the time. Another example may be that the raster reiilcl 
claim th;U a non-existent entity, called Ethon, is about to dt-^troy .city. He only 
needs to be able to justify the birth of the creature by saying, for inr.tance, t ...u 
it was cr-::ated by a powerful sorcerer in the past. It i all up to the crcMtivity- 
he put-i into tne lie. 

Utilizing MR Checks for this spell is hard to do. It is necessary ta find the b;' - 
or objec: with the highest fte,<st,ince introduced "within lie" or affected by 
ii in the first of the examples above, the burglars would make the MR Ch^^tk. 
FHowever, if a high-k'vel individu:r crossed the pass at the time, he would ii; 
his Magic Resistance instead of it c thieves. In the icond example, a sor ■ -r 
powerful ■ lugli to create Ethon would be tht one who Go '' CnccK. 
Whoever ,,v , the chosen individual may rt ist (disbelieve) this spell vvith 
a MR Check with a base Difficulty of 120. The CM can adjust this DitiiCLrlty 
depending on the nature of the False Realty created. Extremely absurc evt ■ 
or circumstances should be easier to disbelieve. 
Added Effect: ■ 5 to MR Difficulty. 
Maximum Zeon: Intelligence xSO 
Maintenance; No ^ 
Type of SpeJl: Automatic ^ . ; 




Book of JSTecromancy 



Level: 7. Action; Active 
Cost: 30 

Effect; i he necromancer automatically detects any deaths occurring 300 feet 
around him. This spell also reveals undead creatures if they fail a MR Check 
with a Difficulty of 120. 

Added Effect; 1-8O feet to radius and i-S to MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (3) 
Type of Spell: Detection 

Level: MO 

See the Greiit Beyond 
Level: 6 Action; Active 
Cost: 30 

Effect: Thi':. spe.l allows th-- _ ter to see specters and other spiritual creatures 
invisible to the human eye. I ne caster may bestow this gift upon as many individuals 
as he wishes, provided the total of their Presences d' ■ not exceed 80. 
Added Effect: +10 to the maximum Presem •• ffected. 
Maximum Zeon; Intelligence xlO 
Maintenance: 1 every 10 (3) 
Type of Spell: Ff fect 



Level: 8 Action: Active 
Cost: 40 

Effect: This spell grants the caster control over creatures that feed mostly 

the dead. The affected creatures must ail be within a 30-foot radius ane hsvc 

a combined i^resence less than 20. Some possible examples include vultures, 

crows, and magj^pts. 

Added Effect: : 30 feet to radius. 

Maxirnum Zeon: Intelligence x30 

Maintenance: 1 every 20 (2) 

Type of Spell; Effect 

^ipt-ctr^il buivif! 
Level: ID Action; Passive 
Cost: 40 

Effect: This spell creates a shield of necromantic energy capable of stepping 
Spiritual assaults that affect the character's supernatural Resis-t.^nces. Thi -.n-^W 
doe.s not stop physical attacks. Spectral Shield offers protection .sgaitist rtiy .tic 
effects, as long as they do not force the character to make a Resistance Cnc' 
with a Difficulty greater than 140. 

Added Effect; 5 to the value of Resistances that can be stopped. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (2) 
Type of Spell: Shield 



X 



Dram Lli* 

Level; 1? Action: Active 
Cost: SO 

Effect: Th vj :,ptj[| allows a necromancer to absorb the life force of a another living 
cr iturc, severely injuring the target in the process, while healing himself in turn. 
The cister must be abie to physically touch the target. Any individual affected by 
iki ipcll ii be: forced to pass a MR Check with a Difficult/ of 80 or lose a number 
o\i-k. Poini^ equal to his Failure Level. The caster then add<i this number to his 
own Li-'e F^oints, however he cannot exceed his nornnal maxinnum. Creri'.ures 
w:!h Damage Resi.Li'icc lose fivL times the amount of their Failure I '-vel, bui 
the caiter crtly receives one-fifth of that number to heal his own wounds. For 
example. r> creatitre with Dama. Resistance that fails its MR Check by 20 points 
wolIg lose 100 LP, but the caster would only add 20 to his LH total. 
Added Effect: +5 to MK Difficulty. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Spiritual 

frvK A EceSs 
Level: ^-20 

Level: 16 Action: Active 
Cost: 50 

Effect: This spell allows the necromancer to detect any living or undead 

creature within 60 feet of him. Characters who pass a MR Check wii i 

Difficulty of 120 remain undetected by this spell. 

Added Effect: i 30 feel to radius and +10 to MR Difficulty. 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (5) 

Type of Spell: Detection 

Tilt: '.h:- ric 

Level: 18 Action: Active 
Cost CO 

Effect: This spel: allows the necromancer to communicate with dead souls 
and spirits around him. The spell automatically affects all spirits within 80 feet 
of the caster that have a Presence less than 40, The caster doesn't need to be 
av/fli'c of :i spirit's exact location. 

Added Effect: ' 10 to the maximum Presence jii- cted. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 20 (3) 
Type of Spell: Automatic 

N t c I oniiji n i ic Pa r' ail i s 
level: 2fi Action; Active 
Cost: 60 

Effect: Thi^ spell freezes the supernatural essence of undead creatures, 
rendi_riny, them unable to move. Any undead being in a 60-foot radius from 
thf caster is automatically be subject to Total Paralysis if unable to pass a MK 
C ck with a Difficulty of 120. 

Added Effect: 10 meters to radius and +5 to MR Difficulty. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (6) 
Typo of Spell: Spiritual 

Nccromiitjct*. 

Level: 22 Action: Active 

Cost; 80 

Effect: This spell allows an undead creature to recover 50 Life Points. It has 

no effect upon living beings. 

Added Effect: +5 Life Points. 

Maximum Zeon: Intelligence xlO 

Maintenance: No 

Type of Spell: Effect 

fret Atccit 

Level: 1-30 



Level; 26 Action: Active 
Cost; 60 

Effect: This spel! projects a strong necr'omantic list I'.arge. The attack hits on 

Enc ^.y Al and has a Base Damage of 80. 
Added Effect: ■■ 5 to Base Damage, 




Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell: Attack 

Raise Corpse:;. 
Level: 28 Action: Active 
Cost: 80 

Effect: Through necromantic energy manipulation, the caster ^an animate 
corpses and turn them into zombies or skeletons under his control. The dead 
do not keep the Special Abilities or knowledge they had while alive. But, they 
maintain their basic abilities - such as those associated with natural weapons and 
some of their physical Characteristics. The creature's Pov/cr and Resistances vary 
according to its body. For instance, a bear's cadaver would be considerably more 
danger ■ than that of a human. Basic informiation on zombie-, is included in the 
Bestiary as reference for the GM, A caster can raise a number of corpses equal to 
100 Presence points, as long as none of them a^e individually higher vlian 20. 
Added Effect: i 20 to total number of affected Presences :;nd 5 to their 
maximum value. 

Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 {^1) Daiiy 
Type of Spell: Effect 

Uevei: 30 Action: Active 
Cost; 80 

Effect: This spell temponarily Stops an individual's bodily functions without 
causing his death. The affected target c^n still move and act normally and becomes 
extremely resistant to damage effects and consequences far' 55 long as th& spell 
stays active. Any physical penalty he incurs is reduced by half, and he r(.'mains 
conscious while in the state between life and death. In addition, anyone inspecting 
the body will be unable to determine iia true condition. The maximum total of 
Presences affected by this spell can not exceed 40. 
Added Effect: to the maximum fvcsence affected. 
Maximum Zeon: IntvUigcnce x10 
Maintenance: 1 every 10 (8) Daily 
Type of Spell: Effect 
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Drain Magi'^ 

Level: 32 Action: Active 

Cost: 60 

Effect: This spell drains the magicfil energy out oT an individual or an object 
and transfers it to the necromancer. Any individual affected by this spell is 
forced to pass a MR ck with a Difficulty of 100 or lose a number of Zeon 
points eqiial to twice th( number by whicfi he failed the Check, The caster 
immediately absorbs this Zcon. 
Added Effect: i 5 to MR Difficulty, 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Spiritual 

fret: Accc5i 
Level: 1-40 

Dpitroy the Undead 

Level: 36 Action: Active 
Cost: 80 

Effect: This spell completely destroys the essence of the undead. Any 
necromantic entity targeted by this spell is forced to pass a MR Check with i 
Difficulty of 120 or suffer damage equivalent to tv/ice the number by which he 
failed the Check. Creatures with Damage Resistance increase this amount by 
their Damage Resistance multiple. 
Added Effect: i-5 to MR Difficulty. 
Maximum Zeon; Intelligence x20 
Maintenance: No 
Type of Spell: Spiritual 

Drain Characteristics 
Level: Action: Active 
Cost: 80 

Effect: By touching an living creature, the necromant r can ibsorb one 
of the individual's Characteristics, increasing his own in the process. The 
necromancer must decide the Characteristic that he will drain before executing 
the spdi. Tlie designated target loses 1 point from that Characteristic for evci'y 
10 point'i by which he fails the 120 Difficulty MR Check. If the natural value of 
the victiin's drained Characteristic is higher than that of the necromancei''s, the 
necromancer adds that drained point to his own Characteristic. If the tai-get's 
Characteristic is lower, the necromancer needs to absorb 3 Characteristic 
points to increase his own by 1. The increased attributes remain for as long 
iVi tfie spell is maintained. Lost Characteristics arc recovered at a rate of 1 per 
hour once the caster cancels the spell. 
Added Effect: i b to MR Difficulty, 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (4) 
Type of Spell: Spiritual 

Cqfttrol the Dead 
Level: '^0 Action: Active 
Cost: 100 

Effect: i he necromancer obtains absolute control of any undead creature in a 

60-foot rddius. Dominion over the undead stays active for as lone as the spell is 

maintained, but it does not affect other necromantic rnv -tures ii\at 'light approach 

the area later. The undead can attempt to avoid being controlled by passing a MR 

Check with a Difficulty of 120. They will only be allowed to reroll upon receiving an 

order completely contradictory to their nature; therefore creatures without a will, 

iMchi as animated corpses, can never be freid. 

Added Effect: 10 feet to raditis and ^5 to MR Difficulty. 

Maximum Zeon: Inttdligence xlO 

Maintenance: 1 every 10 (10) Datfy 

Type of Spell: Spiritual 

WitJier Liic- 

Level: 42 Action: Active 

Cost: 80 

Effect: fhis spell creates a necromantic energy area that immediately kills any 

inferior iife form -- such as small animals and plants iround die caster. Any 

living being with a Presence less than 20 that is within jlO feet from the taster 

automatically rots away. 

Added Effect: ■ 5 met' --s to radius. 

Maximum ZeOn: Intelligence xlO 

Maintenance: 1 every 10 (10) Daily 

Type of Spell: Autor atic 



Free Accesi 
Level: 1-50 

N f> crc* manri c Shteid 
Level: 46 Action: Passive 
Cost: 80 

Effect: This spell creates an energy shield from the essence of de.id souls t .i 

protects against all kinds of attacks. The shield can absorb up to 1,000 po^ni 

of damage before breaking. 

Added Effect: -100 Resistance Points, 

Maximum Zeon: Intell ice x20 

Maintenance: 1 every ) (4) 

Type of Spell: Defense 

□ominiat& Life 

Level: 48 Action: Passive 
Cost: 140 

Effect: This spell allows the caster to enslave a living being's soul. The targeted 
victim can resist the spell if fie passes a MR Check with .i Difficulty of 100. The 
controlled individual receives a new Check each day, and he also receives the 
chance to make another MR Check every time he receives an order completely 
against his behavior. 

Added Effect: -i-5 to MR Target Number Difficulty. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every ii (28) Daily 
Type of Spell: Spirituaf 

Vaitip<re Stigoia 

Level: 50 Action: Active 
Cost: 140 

Effect: The target of this spell automatically absorbs 1^' •. the ciamage he dcils 

to any opponent. Vampire Stigma will work both on physical attacks and dirtjft 

damage spells, as well as similar supernatural powers. Attacks against creaturL-i 

with Damage Resistance give the caster only 2% of the dealt dama 

Added Effect; i .S";. additional damage absorption ( ' 1 against creatui 

with Damage Resistance). 

Maximum Zeon: Intelligence x20 

Maintenance: 1 every 20 (7) 

Type of Spell: Effect 

Specters f- or rip 
Leve4: 52 Action: Active 
Cost: 100 

Effect: The necromancer's physical body becomes i burning, spr-.tril n ■[•-i 
that damages the essence of all Irving beings that come into contact wiin it. 
Anyone touching ki body feels the chill of death and is forced to make rt PhR or 
MR Check with a Difficulty equal to twice the necromancer's Presence, If the 
affected character fails the Check, he suffers an All Ac i ion Penalty and \dsss a 
number of Life Points equal to half the number by wh h he fai -''d the ChsKl«. 
The necromancer can only be hit by Energy damaj.nng ,U'.:itks for lon;'_ -is he 
remains in this c-.r-'''lition. 'fhe maximum Presence affected by this spell is '00. 
Added Effect: +5 to the maximum Prest>nce afferied. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (10) 
Type of Spell: Effect 

Free A CCMJ 
Level: 

Nc!crDmant.ic Modrflcadon 
Level: 56 Action: Active 
Cost: 100 

Effect: This spell can targets either a living or undead en'-ty, t aipor.if''/ 
grantir^ it new Powers and Abilities, If the target is an undf'ad cri.Mti.ire, it 
receives 100 additional DP to obtain any of the Special Powers detailed in 
Chapter 26, ; : ■ reature with a Gnosis of 25 would. When directed at a 
living being, the DP granted by the spell are reduced by half. The effe? of Ibh 
spell do not overlap, and subjects may be affected by it only once. 
Added Effect: 10 DP 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (10) 
Type of Spell: Effect 





4> 



Swmmoii tlie Ddad 
Level: 58 Action: Activp 
Cost: 100 

Effect: 1 hii bpeli calls i htt bo 's of dead people oi- specters to the necromancei'. 
The c.istcr is able . .i-inon spirHs selectively, although some otlipr ioul may 
present ! ■ ' f if the specific one he is seeking to coiitact is unavailable. Sumnion 
tiie Deau ' ily works on spirits still tied to the world, or on spectral creatures, 
Dut not upon souls already transmigrated to the Flow of Souls. The maximum 

"J/ lot.'ii of Pff.v.ence.s affected cannot e-- -ed 50. 

Added Effect: - 5 to the maximum Presence affected. 

]j Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell; fffect 

; Raise Spoce&n 

^ Level: 60 Action: Active 
..I Cost; 200 

Effect: 3y dominating the souls of tlie dead, tfie nRcromancer can pervert their 
■'■ -^cnces :i[id turn them into specters at his service. These ghosts keep a small part 
' of !he ( apacitics they iisGd to have ir^ life, but they lose the majority of their old 
lowc •> and butcs in the process. A specter raised by this spell reduces to half 
(an roLiixl up) the Level achieved in life. fHowever, it abides by the general rules 
^' o' und(.:;}d spints and receives 100 extra DP which the caster employs to provide 
f with the powers he sers fit (as a Gnosis 20 being). The spell will only wor!< on 
c;c'nvly deceased souls stiL waiting for the C'l. ^ ng. It can raises up tr, 100 Presence 
;-joini-s amonj! severni spirits, provided none of them is higher than iO. 
Added Effect: -20 to the number of Presences and ■ 5 to their maximum valtie. 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (20) Daily 
Type of Spell; Effect 

DraSn Life Fof 

Level: 62 Action: Active 
■■' Cost; 180 

» Effect: This ipell absorbs an individual's vital force and transmits it to whocvei' 

■hf: npcrcmancer designates. The target must pass n MK Chsck with a Difficulty 
■ r 100 or lose 1 Constitution and 1 Power Point for every 10 points by which 

I'le rils the Check. The affected individual also ages gradually, according to his 

I a JL/i t.rvi:l. Absorbed points allow the necromancer (or the subject absorbing 
'■S lemj to rejuvenate and recover part of his lost vitality, up to starting levels. 

Characters deprived of their vital force t n never recover it, except through 

■.Lipor'Htural abilities that mtike it possible. 

Added Effect: 5 to MR Difficulty. 

Maximum Zeon: Intelligence x20 

Maintenance: No 
i Type of Spell: Spiritual 

O' ff^f A r r■l'^^ 
V> Level: 1 70 



Level: 66 Action: Active 
Cost: 100 

Effect: Th;s spell stops a subject's bodily functions causing immediate death. 

)nly worl^.s on living beings and is useless against spirits and some inanimate 
l:!;; II Between Worlds. The affected character must pass a MR or PhR Check 
v.'iili a Difficulty of 80 to survive. 
Added Effect: 5 to MR or PhR Difficulty. 
Maxinium Zeon; Intelligence xlO 
Maintenance: No 
Type of Spell: Spiritual 

Soul fieam 

Level: 68 Action: Active 
Cost: Wd 

Effect: I his spell projects a magical energy discharge composed of withered 
',ojK. Tilt; spell hits on the Energy AT and has a 100 point Base Dama.t^e. It 
Only Liffci's; bdngs with a soul; lifeless physical bodies, stich as walls or poiems. 
□rc- ignored. Given the nature of the disch,ir^e. aniy those with the capacity of 

' iir spin - ire able to senic li. 
Added Effect: i 5 to fiase Damage, 
Maximum Zeon: Intelligence yJO 
Maintenance: No 
Type of Spi'lh Attack 



Necron-mntic Chimera 
Level: 70 Action: Active 
Cost; 2,50 

Effect; This speli :'-iteE "in undt'id creature subject lo the caster's control. 
This entity is developec is a Being Between Worlds w mi 600 DP and a Gnosis 
of 25. However, the necromancei" c;- inot create the entity from scratch; n 
order to develop it, he must gather Pieces froni several corp.ses. Iftookingto 
endow any power or essential abili , he must first find the boaies of heirigs 
that possessed tho^e iiowers. For instance, if wantinj; to cofifcr Natural Flight, 
he must find the corpse of a cr.Hure who had that specific ability n life. 
The existence of the chimera is directly linked to the nctnomarHEC'-'s soul. 
ThcfTctbrc, its maximum levf-i is calctilated using the same rules as in the ^>t!\l 
Create Being of the path of Cn.-r»iion. 
Added Effect: 50 DP 
Maximum Zeon: Intelligence x30 
Maintenance: 1 evei y 10 (25) Daily 
Type of Spell: Effect 

Life Per version 

Level; 72 Action: Active 
Cost; 180 

Effect: This spell corrtipts the essence of a livir-^ being and stops its 

bodily functions, immediately transforming it into at unde,;-l eniity. 'he 

affsi!ted character maintains the same Characteristic; ■ Diiities he had :n 

life although his animated corpse stattis will naturally gi i ' him the .idvanfh?G 

of Physical Exemption, Individuals may avoid transformation by passing a MR 

Check with a Difficulty of 100, 

Added Effect; i 5 to MR or PhR Difficulty, 

Maximum Zeon: Intelligence x20 

Maintenance: No 

Type of Spetl: Spiritual 

free Acta,':. 
Level: 1-80 

Level: /6 Action; Active 
Cost: 250 

Effect: This spell permanently ties an undead creature's soul to that of the 
necromancer. Thus, the spellcastcr automatically becomes its hicrirchic.ll 
superior, and the monster's existence Crcpcnds upon him. Although this speS 
does not endow th- necromancer with real control upon the crralure, their 
lives are tiec together in a manner such that if the master is destroyed, the 
creattire will perish too. The affected undead may resist Vass-atage by piSii-rig a 
MR or PhR Check with a Difficulty of 80, 
Added Effect; i 5 to MR or PhR Difficulty. 
Maximum Zeon; Intelligence x30 
Maintenance: No 
Type of Spell; Spiritual 

Drain SouEs 

Level; 78 Action: Active 

Cost; 200 

Effect: This spell allows the necromancer to snatch another individual's soul 
so he may feed on its essence and power. The stroi er tlie absorbed spirit, the 
greater the energy received. The targeted individual mtist pass a MR Cliet k v.'iil-, 
a Difficulty of 120 or lose an amount of Presence equal to half the number by 
which he failed the Check. For every 5 Presence points lost, the target Iq'.p? 1 
level and all the capacities or powers dependent upon n (with ilie e.su.'t'^Jtion of 
knowledge-based abilities). If the target's Presence ever reaches zero, its soul 
is considered to be completely extinguished and he dies, f^or every 10 poinv. 
of Presence absorbed, the necromancer temporarily incri--iscs one of 'ns 
Characteri'i'ics by 1, or he can choose to receive 10 DP to acquire any Power or 
Essential creature ability. 'These increased Characteristics vnlues will v.irush ar tfie 
rate of one per day, and DP will decrease At a rate of 20 per day. 
Added Effect: 5 to MR Difficulty. 
Maximum Zeon: Intelligence x_20 *' , 
Maintenance: No ^ * 

Type of Spell: Spiritual 
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Surp^s:^ Death 
Level: SO Action: Active 
Cost: 300 

effect: This ^p(.HI allows a livin;-; person [o defeat deatli. I he target becomes 
an iJiidead entity without ties and can therefore exist in the world on his own 
power. The spell must be cast at the cjxact moment of" tht: person's death - or a 
few seconds before (it will not cause dearh by itself). The c.iRter I& free to rteridc; 
if the target in question becomes a Being Between Worhfc or i Spirit, aui in 
nny case it will have a Gnosis of 25. The spell confers 150 extra DP to to use for 
us'iy of the essantial abilities or powers described in Chapter 26. If the caster 
chooses for the target lo become a Spirit, the target must spend 100 DP to that 
end. He can also choose up to 50 DP in Disadvantages and PerL HI le'i." which 
will give him extra points, fixcess DP increase the level as describee in the spell 
Chimera. Surpass Death vvill only work on living creatures at the moment of 
death; therefore, it will have no effect upon creatures o^ .i necromantic nature- 
Added Effect: - 10 DP and ■ 5 optional DP in Disadvanta^^es. 
Maximum Zeon: Intelligence x30 
Maintenance: No 
Type of Spell: Effect 

High Magic 

True Rise 

Level: ^'l Action: Active 
Cost: 320 

Effect: fliis spell raises a corpse allowing it to maintain its knowledge md every 
nni' of the powers and abilities it had in life. Unfortunately, the raised creature 
becomes an undead being lacking true soul. The spell affects deceased characters 
or creatures with a Presence scorf ess than 30 whose bodies are at the reach of 
the Cflster. If death occurred a long time before the spell is cast, the raised creature's 
physical abilities might be damaged. Characters resurrected once through this spell 
L.in not be resurrected again. Keep in mind that, even though the character m 
undead er.ti'y, t is not under the control of the necromancer. 
Added Effect: 5 to the niaximtim Presence affected. 
Maximum Zeon: Intelligence x30 
Maintenance; No 
Type of Spell: Effect 

free ^cce^s 
Level: 1-90 

Wc-ll of Lif: 

Level: 86 Action: Active 

Cost: 300 

Effect: liici .pell creates a field of dark energy centerd on the necromancer 
that allows '.iri to absorb half the Life Points lost by all living beings within 150 
feci of him. These Life Points go towards healint^ ,iny sort of wounds he may 
liavt- suffered. Well of Life itself does not inflict damage, but necromancers 
usually combine its effects with other damaging magics at their disposal. 
Added Effect: 50 feet to radius. 
Maximum Zeon: linelligence x30 
Maintenance: 1 every 10 (30) 
Type of Spell: Effect 

Cursed Ldind 

Level: 88 Action: Active 
Cost: 150 

Effect: The caster corrupts a small fragment of the world, haunting a section 
of land. Inside this area, al] deceased individuals are instantaneously resurrected 
as undc'.id creatures subject to his control. Deceased characters automatically 
become animated corpses, but one out ol a hundred arc' resurrected as a 
specter. These undead creatures only act inside the cursed land (see Level 28 
.ind Lt'vel 60 spells of this Path as a reference). The magic sustaining them will 
v.'iriish if they leave the area. The spell haunts a one mile r-idius, stationary to 
ih.c- place where it v/as cast. 
Added Effect: i- 1 mile to radius. 
Maximum Zeon: Intelligence x40 
Maintenance: 1 every 10 (35) Daily 
Type of Spetl: Effect 

Level: 90 Action: Active 
Cost: 200 



Effect: This spell affects the essence of one or several undead ci taturoi 
maintained by the spell, allowing for their existence -'ven after the nec romance;" 
stops paying for their maintenance, I or instance, if the spellc, .;.■!'.''" uses Su':':-;nnnr.;; 
upon r zombie animated by the spell Raise Corpse.-, the creattire will conlinuic- to 
stay active once mat spciS has en£t-;d. "^he caster iiiay ; • . as rnapiy Indlvldwf 
he may wish, provided the total of their Presences is not higher than 60. 
Added Effect: 10 to the tnaxirncim Presence affected. 
Maximum Zeon: intelligence x20 
Maintenance: No 
Type of Spell: Effect 

Divine M^gic 

R,iw Materijil 

Level: 91 Action: Active 

Cost: 350 

Effect: This spell generates the corrupi energy used by necromantic iii.'^K 
to resurrect corpses and spirits, enabling the caster to create the raw m^ten,':! 
necessary to resurrect corpses at .a later stage. The spell forms necroin,int< 
material, equivalent to a thousand human bcjdies, or a sm,illei -mour' ' otht-r 
more powerful creatures instead. 
Added Effect: +1,000 additional bodies. 
Maximum Zeon: Intelligence x50 
Maintenance: No « 
Type of Spell; Effect 

Fr*e A ecess 

Level: 1 100 

Lord oi the Dead 
Level: 96 Action: Active 
Cost: 300 

Effect: The Lord of the Dead extends its presence in the world, subduiiT;,-, 
all undead creatures in a 60 mile radius. All creatures within the spell i: : 
are subjected to the spellcaster's cotvtrol unless they p.iss a MR Check wi' i 
Difficulty of 140. Once they do, no rerolls are necessary. Affe tei individuals 
are not entitled to a new conrrol unless they alter their Resistant-, s. 
Added Effect: 60 miles to radius and -5 to MR [)ifficulty. 
Maximum Zeon: Intelligence x30 
Maintenance; 1 every 5 (60) Daily 
Type of Spell: Automatic 

Comp BncM from the Dead 
Level; 96 Action: Active 
Cost: 400 

Effect: This spell returns a deceased creature's spirit to the world, even ^nrr 
it has gone back to the Flow of [louls or has been scattered. The characti-r 
returns as an undead being, with his soul and essence urftouched. II tiie body 
ol" the deceased character stili exists, it will come back to it. If it docs not, l-e 
may reincarnate in a new one or become an immaterial specter. As is tlu- 
case in similar spells, the t"me elapsed betweei'i death and resurrection is a 
restraining factor to the efficacy of the spell. Resuscitated souls cannot . ive ;i 
base Presence higher than 30, and the elapsed time since death canno; e:^r:?ed 
one month. Destroyed or resurrected souls can not be affc-rted by thir •.□cil. 
Added Effect: i-5 to the maximum Presence affectd and wici the 
elapsed since the subject's death. 
Maximum Zeon: Intelligence x40 
Maintenance: No 

Type of Spell: Automatic ' 

The Awakening 

Level; IfiQ Action: Active 

Cost: 900 

Effect; The Awakening is the most powerful of necromjntic .spElls. Lj/ 
corruptint; j part of the world, the caster extends his .shadow over M sul^tenn 
and brings l:ack the dead, subjugating them to his full control. The Awakr 
is not limited a normal are,i of effect; all deceased persons in thi world v- :> 
Presence lower than 50 arc affected. In c.y.t; spirits are still ;;waiting the calling, 
they arc raised either as specters or' ani^alccJ Corpses. A small percentage of 
the deceased - one out of every ten thousand - come back with full facultic:;. 
Added Effect: - 5 to the maximum Presence affected. 
Maximum Zeon: Intelligence x50 
Maintenance: No 
Type of Spell: Automatic 
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Tic 

Create Fire 
Opening 
Move Objects 
Stop Fall 
Cleanliness 
Magic Detection 
Create Music 
Undo Writing 
Static Message 
Jump 

Cliange Color 

4c^i 40-50 

Friendship 
Quick Transport 
Send Dreams 
Read Minds 
Cancel Magic 
Curse 

Absorb Information 
Show the Invisible 
Undo 

Cause Sickness 
Slow 

Alter Energy 



Spell Return 
Disenchantment 
Natural Spell 
Steal Spell 
Immortality 
Magic Prism 
Eliminate Needs 
Prepare Spell 
Physical Immunity 
Gate 

Teletransportation 
Location 



Create Sounds 
Fog 

Breathe Liquids 
Enchant 
Recreate Image 
Repair 
Climb 

Pass Without Leaving Trace 
Slippery Area 
Attract Minor Vermins 
Infinite Bag 
Inhumanity 

^e^i 50-60 

Blindness 

Deafness 

Inability to Speak 

Heal Wounds 

Visualize Cartography 

Sleep 

Walk on Walls 
Magic Saddle 
Merge with Body 
Eliminate Fatigue 
Acid Cloud 
Leave Unprotected 



Close with Magic 
Cause Fear 

Understand Languages 
Net 

Serenity 
Magic Shield 
Magical Protection 
Clouds 

Send Message 

Speed 

Levitation 

Contraceptive Protection 

£wd60-70 

increase Psychic Charac, 
Magical Weapon 
Increase Physical Charac. 
Minor Alteration 
Body to Magic 
Paralyze 
Rejection 
Plague 

Create Emotion 

Weakness 

Resist 

Forgetfulness 




Jlmd 30-40 

Resistance to Pain 
True Close 
Purification 
Extend Presence 
Alter Size 

Invoke Aggressiveness 
Change of Outlook 
Heal Diseases 
Magic Beam 
Eliminate Dreams 
Sense Feelings 
Eliminate Spells 

Jieuei 70 -iO 

Invisibility 
Levitation Sphere 
Useiessness 
Dominion 
Deflect Trajectory 
Stall Spell 
Detection Mark 
Flight 

Offensive Erudition 
Defensive Erudition 
Containment 
Perfect Target 



Je4^ 90-100 

Eye of Time 

Possession 

Seal 

Shield Against Powers 
Imitate Spell 
Conditioning 
Link Maintenance 
The Magistrate 
The Gift of Knowledge 
Strengthen Magic 
Innate Magic 
Predestination 



Free Access iAhQic 



Level: 1- iO Action: Active 

Cost: -IC 

Effect: This spell causi hains, ropci, or any type of str'-i. to be knotted with. 
140 Base Ab(liiy i[i Sleight of hiand. The caster may command Strin.i^s to ti(- 
' fX:. up. in which c^isc Ihe tarp.cL will have to fight off an automatic attack 
of Absurd Difficulty, following th- lies of Trapping (this ii. to say, he would 
r eive ■; dfrcu ittack with a final ability of" 180). The Strength of the binding 
li'-pcndi on ll"-i: material usee'. Just as n reference, a very thick rope would have 
Strci'igTh of 10. whereas metallic cli.Aini would have Strength 12. Note th^t 
[itri;; ..irc noi cre.itcd by the spell. 
Addled Effect: 10 to Sleight of Hand ability. 
Maximum Zeon; Intelligence xlO 
Maintenance; No 
Type of Spell: Effect 
Closed Paths: Destruction and Illusion 



Cre^t« Fire 

Level: 1-10 Action: Active 

Cost: 40 

Effect: This spell creates a single fii'c intensity if . : ■ jpon a flammable 

substance. If fire catchi ■■, on. it will not be necessary to maintain the spell. 

Added Effect: 1 lire intensity. 

Maximum Zeon; Intelligence xlO 

Maintenance: 1 every 10 (4) 

Type of Spell: Effect 

Closed Paths: Water 

Opening 

Lev^l: 1-10 Action: Active 

Cost: 30 

Effect: This spell 'lows the caster to open any closed door. If the door is 

blocked, the spell wil 'ry to force ^\ by cmpioyint; a Lock Picking ability of 80, 

Added Effect: -10 to Lock Picking. 

Maximum Zeon; Intelligence x20 

Maintenance: No 

Type of Spell; Effect 

Closed Paths: Destruction and Fire 
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Hove Objects 

Level: 1- -0 Action: Active 

Cost: M 

Effect: This ijpell movei inorj^anic objects without the need of physicnl contact, 
by grantin.!^ them a Flight Value 10. Maximum weight that can be affected is 50 
pounds. 

Added Effect: -i-20 pounds 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 ever/ 10 (3) 
Type of Sped: Fffnct 
Closed Paths: Destruction and Earth 

Stop Fall 

Level: 1-10 Action: Passive 

Cost: "10 

Effect; This spell cancels the effects of falling from great heights. In game 
frrms. it rompletel/ eliminates the impact of fa.lling from a 150 foot distance, 
tl may affect icverai individuals simultaneously, provided the total of their 
F^rcsonccs is not higher than 60. 

Added Effect: i^O extra feet of fail and MO to the maximum Presence 
affected. 

Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10(4) 
Type of Spell; bffect 
Closed Paths: Earth 



Action: Active 



Level: 1-10 
Cost: 30 

Effect: This spell removes any minor physical impurii/ (such as dirt or bad 
smell) in the target's body and clothes. It can also be used to dean places or 
object'j. It can affect up to a maximum Presence of 50. 
Added Effect: 10 to the maximuin Presence affected. 
Maximum Zeon; Intelligence xlO 
Maintenance: No 
Type of Speil: Effect 
Closed Paths: None 

M<igk Detect! pn 

Level: 1- tO Action: Active 

Cost: AC 

Effect: The caster automatically detects any source of magic in a 80-foot 
radius nroiind him. If the magic is hidden, this spell employs the equivalent of a 
Magic Appraisal Ability of 140. 

Added Effect: ^ 10 to Magic Appraisal and i 80 feet to radius. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 20 (2) 
Type of Spell: Effect 
Cloiied Paths: Darkness 

Create Husic 

Level: 1 10 Action: Active 

Cost: 40 

Effect: I his spoil creates music that is audible in a 30 foot radius. The piece is 

pnrfoi-mc;d with a Music Ahility of 80. This spell can only play pieces the caster 

is f^.imili.ir with, even if Ofily in a vague way. 

Added Effect: i25 meters to range and i 5 to Music Ability. 

Maximum Zeon: Intelligence x20 

Maintenance: 1 every 20 (2) 

Type of Sped: Effect 

Closed Paths: Destruction 

L^ndo Writing; 

Level: 1-tO Action: Active 

Cost: 40 

Effect: The spell will erase a text up to 500 characters or letters. The material 
unnn which the text is imprinted is could be altered by this spell, but not in 
n dama,i;!nj^ way. For instance, the Spell causes ink to fade away, or the space 
iircTtL-d by engraving to be refilled. This spell can only affect objects with a 
Presence less than 30. 

Added Effect: +S to maximtim Presence and +100 characters 
Maximum Zeon: Intelligence xlO 
Maintenance: Nu 
Type of Spell: Effect 
Closed Paths: Creation 



Static Message 

Level: 1~ '0 Action: Active 

Cost: 30 

Effect: This spell creates a written message in a particular place or on an 
object. The spellcaster can make this messr'^;' appear and disappear at v/ili. 
even when not physically present. However, if not present, he will not know r 
the message is actually read by someone. The message has a 40-word limit. 
Added Effect: 10 words limit 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (2) Daily 
Type of Spell: Effect 
Closed Paths: Destruction 

Jump 

Level; 1-10 Action: Active 

Cost; 50 

Effect: The targeted individual can supernaturally enhance his Jump Ability. 
The spell adds a i 50 bonus to the base of a character's Jump Ability, and .;llovvs 
him to reach Inhuman Difficiiity Eevels when making Jump Checks. 
Added Effect; 20 to Jump Ability 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (5) 
Type of Sped: Effect 
Closed Paths: Earth 

Change Color 

Level: i-10 Action: Active 

Cost: 30 

Effect: fills spell will change the cc^lor of objects, or even people, provided 
their Presence does not exceed 40. The target can resist this spell by passjng a 
MR Check with a Difficulty of 100. 

Added Effect: 5 to MR Difficulty and i 5 maximum Presence affected. 
Maximum Zeon; Intelligence xlO 
Maintenance: 1 every 20 (2) Daily 
Type of Spelt: Spiritual 
Closed Paths: Destruction 

Jevel 1 0-2,0 

Create Sounds 

Level: 10-20 Action: Active 

Cost: 40 

Effect: This spell creates a sound in a specific place not more than 150 fi^'cr 

away from the caster. 

Added Effect: +50 feet 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (4) 

Type of Sped: Effect 

Closed Paths: Destruction 

Levt^l: 10 20 Action: Active 

Cost: 60 

Effect: This spell creates fog in a 300-foot radius. Density may be determin«d 
by the caster. The fog remains stationary unless affected by wind. Eight bree/f!. 
will make the fog drift; stronger winds siinply disperse the fog. 
Added Effect: +50 feet to radius 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (6) Daily 
Type of Sped: Effect 
Closed Paths: Fire 

Breathe Lfquids 

Level; 10-20 Action: Active 

Cost: 40 

Effect: This spell enables targets to breathe in a liquid environment jusi is 
easily as they do in air. It may affect several individuals simultaneously provided 
the total of their Presences is not higher than 80. 
Added Effect: 1 20 to the maximum Presence affected 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (4) Daily 
Type of Spell: Effect 
Closed Paths: Larth and Eire 




Level: 10-?0 Action: Active 

Cost: 50 

Effect: Thi';. spi,;!! turns an object or place with a Presence of 50 or below 
into a supcrnTiLural element, The newly enchanted substance affects intangible 
being ind spells. For instance, if cast upon a weapon, the weapon will be able 
to iiflict dntiiajje upon immaterial beings (employing the object's Pi-esence). 
,_ikev/ise, ut.hcccal beings could not pass through an enchanted wall. 
Added Effect: 1 10 to the maximum Pr(^scncc affected 
Maximum Zeon: Intelligence x10 
Maintenance: 1 every ?,0 (3) Daily 

Type of Spell: Eiffect , 
Closed Paths; None 

Recreate Ima^e 

Level: 10-20 Action: Active 

Cost: ■10 

Effect: I' his sped recreates an image previously seen by the spell caster, with a 
n nun^ '-urface of five square fcr;t, This apparition is a transparent hologram 
with no substance that remains motionless and stationary. 
Added Effect; i 5 square feet 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (4) 
Type of Spell: Effect 
Closed Paths: Destruction 



Action: Active 



Levei: l0-30 
Cost: 60 

Effect: Tins >cll repairs an inorganic object entirely, but it does tiot recreate 

missing pieces. Pi^rforming the repair requires that the fragments of the object 

a preserved, or that the necessary raw materials arc available. It can be cast 

upon anythin.o, froin weapons to buildings, with a Presence less than 30 

Added Effect: 5 to the maximum Presence affected 

Maximum Zeon; Intelligence x10 

Maintenance: Mo 

Type of Spell; tffect 

Closed Paths: Destruction and Illusion 

CFfmb 

Level: 10 20 Action: Active 

Cost; .W 

Effect: The targeted individual has his Climb Ability supernatu rally enhanced. 
Th( ."idds J 50 bonus to the base of a character's Climb Ability and 
allows hiin io re.ich Inhuman Difficulty Levels when making Climb Checks. 
Added Effect: : 20 to the Climb Ability 
Maximuin Zeon: Intelligence xlO 
Maintenance; 1 every 10 (5) 
Type of Spell: rffert 
Closed Paths: Air 

!>..: . Wi'h' iul Leaving Trace 
Level: 10-20 Actio<n: Active 

Cost: 60 

Effect This spell cliniin.ites the ph) cal traces people leave behind. It takes an 
Inhunron-lfvel Track Check to follow the traces of anyone using this spell. The 
casT-E-r may a feet as niany individuals as he wishes, provided the total of their 
Presences is noi higher than 120. 

Added Effect: i 20 to the maximum Presence affected 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 10(6) Daily 
Type of Spell; Effect 
Closed Paths: i ight 

Sflpperjf Area 

Level: Action: Active 

Cost: 50 

Effect: fhis spdi enchants a static IS-foot radius area, rendering it as slippery 
IS wet ice. CrcSsin-1 this field without slipping requires m Acrobatics or 
Athletic :ti Check of Difficult if walking, or of Absurd if running. 
Added Effect: : 5 meters to area 
Maximum Zeon: Intt-lligence x20 
Maintenance: 1 every 20 (3) 
Type of Spell: tifcct 
Closed Paths: 



Attract Minor Vermiri 

Level: 10-20 Action: Active 

Cost: 30 

Effect: This spell summons a total mass of 60 pounds of small vermin to a 
designated spot. This spell does not create new creatures, it merely atit .. , existing 
vermin in the area. This spell does not gr ant any control over these creatures. 
Added Effect: -^70 pounds of mass 
Maximum Zeon: Inteilij^ence x10 
Maintenance: i every 20 (2) 
Type of Spell: fffect 
Closed Paths: None 

Innnite Bag 

Level: 10-20 Action: Active 

Cost: 40 

Effect: This spell permits characters to fill a bag. sack, or chest with up to ten 
times its normal storage capacity - without increasing its weight. The caster csn 
always draw the exact object he needs from the container, whereas the l est 
of the characters will stumble upon random objecr.s. Objects Are still liniited 
to a size that would normally fit inside the container, so th-s spell would not, 
for example, permit a wagon to be stored inside a typical backpack. Tht' load 
fully materializes upon termination of the spell; in this way, it is possr^ie that 
the container may burst. 

Added Effect: i-5 additional times its storage capacity 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (4) Daily " 
Type of Spell; Effect 
Closed Paths: None 

fnhumjanfCy 

Level: 10-20 Action: Active 

Cost: 50 

Effect: Targets of this spell are able to achieve Inhuman-difficulty results in any 
field or subject matter. Bear in mind that this does not mean actions performed 
by these subjects are ai.itomaticaily Inhuman. Rather, it moans that characters 
can achieve them if their Chai-actcristics or Ability Checks allow. This spefl can 
affect several individuals simultaneously, provided their total Presence scores 
are not higher than 60. 

Added Effect: +10 to the maximum Presence affected 
Maximum Zeon: Intelligence xlO 
Maintenance; 1 every 10 (5) Daily 
Type of Spell: Effect 
Closed Paths: None 

IpVEL 20-30 

Cio*i& with MA^\f. 

Level: 20-30 Action: Active 

Cost; 100 

Effect: This spell automatically closes any door or lock, increasing the 
necessary Difficulty to open it by one degree - up to an Irvhumari maximum. In 
other words, a door requiring a Modium-Difficulty Lock Pickir.i, Check to opeii 
would now require a Difficult Check. Although the lock itself is 'T'nrhanted, the 
caster doesn't need to pay for maintenance; the spell be active until the 
door opens. This spell will only affect one lock at a time. 
Added Effect: -i-1 to Difficulty Level for opening 
Maximum Zeon: Intelligence xlO 
Maintenance; No 
Type of Spell: Effect 
Closed Paths: Destruction 

Cnuse Fear 

Level: 20-30 Action: Active 

Cost; 100 

Effect; All creatures within a 15-foot radius of the cas: r fall prey to a terrible 

ma^'Cal fear - unless they pass a MR Ctieck with a Difficulty of 100. I hose vv;io 

fail the Check are subjected to the Fear State. 

Added Effect; -i-5 meter to radius and -^5 to MR DilTiculty 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (10) 

Type of Spell: Spiritual 

Closed Paths: Light 



Understand Language- 
Level: 20-30 Action: Active 
Cost: 100 

Effect: This spell will allow tlie tiirgeLed individuni Lo gain temporary pnoficieiic/ 
in a language previously not spoken by him. When dealinj-; with an excepTiorrflHy 
complex idiom, the GM is free to demand the investment of ^ i..roi-! amoLint 
of Z*:on to master it, as he sees fit. The spell may affect as 'nany individuals as 
de';'f;n;ited, provided their total Presence icoras do not exceed 80. 
Added Effect: 10 to maximum Presence affected 
Maximum Zeon: Intelligence x20 
Maintenance: 1 ever/ 5 (20) Daily 
Type of Spell: Effect 
Closed Paths: None 

N€C 

Levet: 20- 30 Action: Active 

Cost: 60 

Effect: 1 his spull will create high density magical fibers that form a very sticky 
nft. The caster can use this net for whatever he may desire, such as blocking 
a parage or entrapping creatures. The net's naaximum radius is 10 feet. It 
Traps with a Strength of 10, m ■ \ can endure 500 points of damage before 
breaking using an AT A. Since its substance is of a m/stical nature, only heat, 
cold, electricity or supernatural attacks will harm it. 
Added Effect: +5 feet to radius ana ■ 50 Resistance Points 
Maximum Zeon: Intelligence x lO 
Maintenance; 1 every 20 (3) 
Type of Spell: Efft ' 
Closed Paths: Nom 

Serenity 

Level: lO-iO Action: Active 

Cost: W 

Effect: This spell produces a feeling of 
lean qui (it/ and peace in the target, 
i,nrii;n ig^ calm even when experiencing 
rapt or Ic^rror. It c.incels all fear, 
terror, or rage [i tales experienced by the 
targL-1 - except if they arc of a supernatural 
n,-ti..re, A character can reiist this spell by 
passing a MR Check with a Difficulty of 120. 
Added Effect: ■■ 5 to MR Difficulty 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (5) 
Type of Spell: Spiritual 
Closed Paths: Fire and Darkness 

Minnie Shield 

Level: 20- iO Action; Passive 

Cost; 60 

Effect; I hi.s spell creates a magical Shield th 
Will prolec I the caster from all at ■ .■ ks includ 
those of a sL;pernatur il nature. It can withstai 
up to 300 points of damage before breaking. 
Added Effect: ' SO Resistance Points 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (6) 
Type of Spell: Defense 
Closed Paths: None 

Magical Protection 

Level: 20-10 Action: Active 

Cost: 60 

Effect: This spell grants armor protection with a 
jf;;Linst all attacks except for Eneriy-based attacks 
be w-'Cd in conjunction with any other form of proteetio 
js ,in additional layer. However, it does not cause sped 
pcnD^tici to be applied to the Initiative, 
Added Effect: 1 1 AT. 
Maximum Zeon: Intelligence x10 
Maintenance: 1 c?very 10 (6) 
Type of Spell: Effect 
Closed Paths; Destruction 




Level: 20-30 Action: Active 

Cost; f ) 

Effect: I ^i. spell forms a thick layer of clouds with a maximum radius of 300 
iaet,. The CtT-vtei i- in complete control of ihem and may move tfiem around c.r 
shape "hem in any way he pI'Jtii^L's. 
Added Effect: - 60 feet to raditis 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (8) Daily 
Type of Spell: Effect 
Closed Paths: Fire and Earth 

Send Mes&age 

Level: 20-30 Action: Active 

Cost: 80 

Effect: This spell sends an oral message of 500 words or less to A fL.\nrii^ift' 
person not more ll ian 60 miles distant. The language of the message must one 
that is familiar to the caster. 

Added Effect: ' 60 miles to range and i()0 words 
Maximum Zeon: lntelii.gence x10 
Maintenance: No 
Type of Spell: Effect 
Closed Paths: None 



Action: Active 



lisfs a subject's Movi iient Value by one dcj^rcc 
20 bonus to his Initiative. Increasing Moveme"-!t 
;uires two Addei ffects for e . h addi'iona! 



S p y c d 
Level: 20-30 
Cost: 80 

Effect: I fas -.pt ' 
and also applies ■ 
Value beyond 12 
degr ce of increase. 

Added Effect: 10 to Initiative and 1 1 to Movement Value 
""■ Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (8) 
Type of Spell: Effect 
Closed Paths: Farth 

Levttation 

Level: 20- ''"i Action: Active 
Cost: 50 

Effect; Targets ol ',his spel. |.jin the ability to ieviijif thdr 
bodie;- vertically in the iiir, with a Flight Value of ■■, Tnis spcif 
may affect as many targets as necessary - p-ovided ■■ sum of 
their Presences scores do not excPed 80, 
Added Effect: ' 10 to the maximum Presence affected 
Maximum Zeon; Intelligenre xlO 
Maintenance: 1 every 10 (■';) 
Type of Spell: Effect 
Closed Paths: Earth 

Contraceptive Protection 
Level: 10 30 Action: Active 
Cost: 60 

Effect: This speli prevents sexLially transmuted diw.nr. aiid 
pregnancyJt may affect several individualssimultaneously - provid^c! 
the total of their Presence scorcs do not exceed 80. 
Added Effect: ■ 10 to the maximum Presence aff:'rte<l 
Maximum Zeon: Intelligetue xlO 
Maintenance: 1 every 10 (6) Daily 
Type of Spell: Effect 
Closed Paths: None 

Xevel 30-40 

Resistance to P.airi 
Level: 3G--'0 Action; Active 

Cost: 60 

Effect: This s|:. II increases a living being's endurance, applying' .\ 60 boni.; to 
its Withstand I -rn Chec ks. 
Added Effect: 20 to V^/ithstand Pain. 
Maximum Zeon; liUeiligence xlO 
Maintenance: 1 every 10 (6) Daily 
Type of Spell; Efferi 
Closed Paths: E.sence 





True Close 

Level: 30-40 Action: Active 

Cost: 90 

Effect; !'ie caster' is auioindiicdlly -iblo to obsLcuct Mny type of door, shuttcc, 
or window witli a Presence of 20 or below. !f cast upon an open door, this ■-pcW 
c. it to cloW' by itself, or if it hrn.^ a Idtch. the spell will fasten it closed, (-or as 
lonp <";s i.Ik: spcll is maintained, there will be no physical way to open the door 
;hori: otdcstri . ,>n or employing cither magical means, 
Added Effect: 5 to the maximum Presence effected 
Maximum Zeon: Intelligence x20 
Maintenance: I every 20 (4) Daily 
Type of Spell; Effect 
Closed Paths: None 

I PuriftcTlii^n 

Level: 30 40 Action; Active 

Cost: BO 

Effect: This spell purifies a body by eliminatinj^ any fiarmfuf substances from its 
system, sL.rn ;is po'sons. It automatically eradicates any substance of Level iO or 
below. Purrication only affects the harmful elements of an organism, and those 
alien to it. In this way, a Purification spell cast upon a poisonous snake would 
not remove the snake's own poison, but the same spell cast upon a person 
biien by the f,nikc would be purified. The spell may affect as many individuals as 
designated, provided the total of tf>eir Presence scores does not exceed 80. 
Added Effect: ■ 10 to Poison Level affected and ' 10 to the maximum 
Presence affrrted 

Maximum Zeon: Intelligence x10 
Maintenance; No 
Type of Spoil; ITffert 
Closed Paths: Creation 

Extend Presence 

Level: 30 40 Action: Active 

Cost 100 

Effiect: 1 he caster is able to extend his Preser^ce up to 15 feet away from his body, 
nfowing him to perform action at a distance. As long as the Presence is detached 
from the body, the caster is unable to move, but he can return to his body without 
the need of endirij^ the spell. The Presence is able to touch physical objects and even 
attack, but it h Iwi-bible to the human eye. The only way to notice its presence is 
via Kj tlc'tection, the ability to see spirits, or some other mc.irts of seeing ethereal 
bodies. However, if the Presence is holding an object, that object will be perfectly 
visible. Il'.e Preser-ce is intangible and can only be harmed by Energy based attacks. 
An/ L fe Poini lo^i will also affect the caster's body. 
Added Effect: ' 5 meters to range 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (20) Daily 
Type of Spell: Effect 
Closed Paths: None 

Al'. .■ 

Level: 30 10 Action: Active 

Cost: 80 

Effect: Thi^ spell inrrer^ses or decreases the target's Size up to 2 points. No 
m.i"- r how m,iny ddded effects are employed, the lowest value for size is 1. In 
order to resist iht.' <.peli. characters must pass a MR with a Difficulty of 120. 
Added Effect; Increase or decrease 1 additional size point and +5 to MR 
ifficulty 

Maximum Zeon: Intelligence xlO 
M ;' fcenance: 1 every 10(8) 
!/pe of Spell: Spiritual 
Closed Paths: Destruction 

Inwoke A^i^ressivencss 
Level; :50 lu Action; Active 

Cost: 80 

Effect; This spell increases aggressiveness in all living creatures and persons 
within 60 feet of the caster. Each affected target can resist the spell with a MR 
or PsR Check vr-ith a Difficulty of 80. The affected individuals will show violent 
behavior arotmci any person or object that may serve as a target of their rage. 
Added Effect; 1 10 meters to radius and +5 to MR or PsR Difficulty 
Maximum Zeon: Intelligence xlO 
Maintenance; ' every 10 (8) 
Type of Spell: Automatic 
Closed Paths; Light 



Change of Outlook 

Level: 30-40 Action; Active 

Cost; 80 

Effect: This spell ntodifies the face ana body of its target. It can alter s>;in 

color or physiognomy, but it cannot change height or weight beyonc' rhe limits 

set by the character's Si/e In order to resist the makeover, a character mus 

pass a MR Check with .'; Difficulty of 100. K ' ■ ' -is the Check, he n wives n 

new one each day. 

Added Effect: --5 to MR Difficulty 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (8) Daily 

Tjrpe of Spell: Effect, Spiritual 

Closed Paths: Destruction 

Level: 30-40 Action: Active 

Cost: 80 

Effect: This spell automatically eliminates any illness of Level 30 or below. It 
may be cast upon several individuals, provided thai the sum of tlicir Presences 
does tiot exceed 80, 

Added Effect: i-10 to Disease Level and 10 to the maximum Presence 
affected 

Maximum Zeon: Intelligence xlO 
Maintenance; No 
Type of Spell: Effect 
Closed Paths: None 

Maggc Beam ^ 
Level: 30-40 Action: Active 

Cost: 60 

Effect: This spell pi :.: i.'Cts a magical energy disch.ii-ge that uses the Cncrgy AT 

and possesse-: a Base Damage of 40. 

Added Effect: ' 5 to Base Damage. 

Maximum Zeon: intelligence x10 

Maintenance: No 

Type of Spell: Attack 

Closed Paths: Creation 

tSimmaLti L?t t:am:, 

Level: 30-40 Action: Active 

Cost: 80 

Effect: The spell suppresses an individual's ability to dream. This spell affccli 
anyone with a Presence of 60 or below. Those wishing to resist must pass a 
MR Check with a Difficulty of 120, The Check may be repeated every limp thr 
character falls asleep. 

Added Effect; -'5 to MR Difficulty and -5 to the maximum Presence 
affected. 

Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (4) Daily 
Type of Spell: Spiritual 
Closed Paths: Light and Darkness 

Level: 30-40 Action: Active 

Cost: 60 

Effect; This spell detects a specific feeling in an individual less than l.'iO feet 
av^ay from the caster. It is up to him to decide wh^t feeling he would like to 
perceive. Affected stibjects can avoid the effects of the spell by passu a MR or 
PsR Check with a Difficulty of 120. 

Added Effect: -10 meter to radius and ■ 5 to MR or Ps!< Difficulty 
Maximum Zeon: Intelligence x10 
Maintenance: 1 every 20 (3) 
Type of Spell: Detection 
Closed Paths; None 

ElirtiiEtutu !>|Ji::lli.i 

Level: 30-40 Action: Active 

Cost; 150 

Effect: This spell destroys another active spell vvith a Zeonic value below v^O. 

Added Effect: ' 5 to the Zeonic value affected 

Maximum Zeon; Intelligence x20 

Maintenance: No 

Type of Spell: Automatic 

Closed Paths: Creation 





in 



IpVEL 40-50 

Level: 40- Su Action: Acti\/c 

Cost: 80 

Effect: Tliis spell creates a bond of friends!iip between two chararters 
dt.-iifjn.-ited by ttie caster. Keep in mind that the affected characters do not 
become stupid, meanin^i ihe/ will not follow their new friend's advice blindly. 
At any rate, they will act according to their ethics and personality. Cli.,iracters 
wisning to resist this spell need to pass a MR or PsR Check with a Dilliciilty of 
120. The Check will only be repeated once a day, or in a ease wh'';re saa i i-"ing 
sheds doubt on the true camarar.che between the characters. 
Added Effect: -5 to MR or PsR Difficulty. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (8) Daily 
Type of Spell: Spirittial 
Closed Paths: Darkness 

Quick Tran^pLH 

Level: 40-50 Action: Active 

Cost: 60 

Effect: Thii spell transports the target up to a distance of 80 feet. The spell 
allows characters to pass through physical bodies, provided they are not based 
on L'Ner'r^y. Maximum quantity of material mass to be transported caniiot have 
a Presence higher than 50. 

Added Effect: '-80 feet to range and 1 5 to maximum Presence affected 
Maximum Zeon: Intelligence xlO 
Maintenance: No 
Type of Spell: tffect 
Closed Paths; Earth 

Level: 40-50 Action; Active 

Cost: 120 

Effect: This spell allows the caster to send images and words to a sleeping 

persovr's jubconscious. The spell does not constitute a means of comniLinicatioii, 

'.inccihec asuT will have no feedback on the actions or words of the target. The 

meiisage may be delivered to any subject designated by the Caitcr, rf ■ dless of 

distance, provided the target's Presence does not exceed 50. The target must 

bt? lisle L^p to receive the message. 

Added Effect: 1 5 to ■ ;imum Presence affected 

Maximum Zeon; Intelligence x20 

Maintenance: No 

Type of Spell: Automatic 

Closed Paths; None 

Read Mimds 

Level: 4u Action: Active 
Cost: 100 

Effect: ("his speiJ enables the caster to delve into a subject's memories or 
thoj9,hls. It (s left to the GM's best judgment to decide the number of Combat 
Turns needed to find the desired information, depending on how deep it is buried 
the di;ir;iC'j.T's memory. The target may resist the spell by passing a PsR or MR 
Check with a Difficulty of 80. i he caster will apply m i-30 bonus to all Opposed 
Check'! against him for as long as he can read his opponent's intentions. 
Added Effect: +5 to MR or PsR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (10) 
Type of Spell: Spiritual 
Closed Paths: Darkness 

CaiTcel Hagk 

Level: 40-50 Action: Active 

Cost: 150 

Effect: This spell cancels the effects of all spells in a 30-foot radius that have 
ri Zeonic value below 60. Keep in mind that the spells are nor destroyed; the 
effects are merely neutralized within the area for the duration of the spell. 
Added Effect: -5 to Zeonic value affected and -1 5 meters to radius 
Maximum Zeon: Intell ence x'lO 
Maintenance: 1 every 20 (8) 
Type of Spell: Automatic 
Closed Paths: Creation 



Curse 

Level: 40-50 Action: Active 

Cost: 200 

Effect; This spell crealcs a number of negative conditions on ■'■ ifFi. , ted 
individual with the goal of bringing misfortune when the affected target atil^mpts 
a specific action, livery tii^-. the accursed chrincter attempts the specified action, 
it automaticai'ry '".ins. If the caster chooses to curse a Primary or Secondary Ability, 
the victim S'.i'fers 60 penalty to that Ability every time he uses it. 
It is in li ■. nature of this spL-ll to influence not only the target, but also those 
around him, if they enter the field of the curse. In this case, t .ch person 
entitled to 1 eir own MR Check, Tor instance, a young girl ronianticaily 
iittercsted in a boy who is affected by a curse that prevents anyone from f:ii • 
in love w Ih him would feel discouraged in her endeavor, unless she passes " " 
MR Check. Th-c basic MR Difficulty is 120. New Checks can be made only after 
their effects are re-activated. 

Added Effect: ^ 5 to MR Difficulty . ^ 

Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (20) Daily 
Type of Spell: Spiritual • . 

Closed Paths: No 

Abiorb informatioTi 

Level: 40-50 Action: Active 

Cost: 50 

Effect: The caster can use this spell sorb knowledge in any written or 
graphic media that is within sight or a hand. In this way, he*t n read a book 
in a few seconds and remember the details if he had studied ' carefully. He 
may read up to 500 words^(or an equivalent amount of information) for every 
turn the spell is maintained. Once the spell is finished, the caster's memory will 
be responsible for storing the informafJon correctly. 
Added Effect: ■ 500 words per turn 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 5 (10) 
Type of Spell: Effect 
Closed Paths: None 






f 



Show the (nvUihlf' Deafnubis 

Level: 40-SO Action: Active Level; 50-60 Action: Active 

Cost: 60 Cost: 80 

Effect: This spell exposes nny force or invisible presence to public view. The Effect: The spell will causes anyone within a 15-foot radius to go deaf if they 

ipII reve lis r.ot only iupernatural effects, but also beings of a spiritual nature, or fail a MR Check witfi a Difficulty of 120. 

tho5 vvlio arc completely invisible. Tfie spell covers ,i radius of 150 feet. Affected Added Effect: ■^"jO feet to radius ;ind -b to MR Difficulty 

creitures avoid manife5>tinj5 themselves by passing a MR Check with a Difficulty of Maximum Zeon: Intelligence xlO 

120. I he only rendition for being affected by the spell is being inside the area. Maintenance: 1 every 20 (4) 

Added Effect: 10 meters to radius and -5 to MR Difficulty "'"/P^ of Spell: Spiritual 

Maximum Zeon: Intelligence xlO Closed Paths: Creation 
Maintenance: 1 every 20 (3) 

Type of Spell: Automatic tn:,faMity to SpEal< 

Closed Paths: Darkness Level: 50-60 Action: Active 

Cost: 80 

Undo Effect: The spell causi any crt :Lure witliin i 15-foot radius to become mute 

Level; -IO-'jO Action: Active if they fail a MR Check with a Difficulty of 1^0. 

Cost; 100 Added Effect: !0 feet to radius and ■ 5 to i'll^ Diffi-i.iity 

Effect; Thii spell destroys up to 100 pounds of any inorganic material. Maximum Zeon: Intelligence xlO 

provided :i docs not pass a Resistencc Check with a Difficulty of 80. It c nnot Maintenance: 1 every 20 (4) 

affeci ubjCLts with a Presence higher than 50. Type of Spell: Spiritual 

Added Effect; ' 50 pounds affected and '5 to the Resistance Difficulty Closed Paths; Creation 

Maximum Zeon: Intelligence xlO 

Maintenance: No 1^^^' WoMnd^ 

Type of Spall; Effect Level: 50-60 Action: Active 

Closed Paths: Creation Cost; 100 

Effect: This spell heals any kind of wound and restores 40 Life Points to 

C^LiSd Slckifi<:'&& the target. This type of healing will not regenerate missing organs or similar' 

Level; -^0-50 Action: Active damage, but it will stop the effects of bleeding. 

Cost: 60 Added Effect; i-5 Life Points 

'if 

Effect: lliii spell causes a Level 30 sickness in any individual who fails the Maximum Zeon: Intelligence xlO 

rcqtiired Dli CInerk. Maintenance; No 

Added Effect: 5 the Disease Level "'"ype of Spell: F^fect 

Maximum Zeon: Intelligence xlO Closed Pathv: Destruction 
Maintenance; No 

Type of Spell: r ! l il ViiU^lJfie Carcography 

Closed Paths: lllusio: I and Water Level: 50-60 Action: Active 

Cost: 60 

Slew Effect: This spell enables the caster to visualize the surrounding landscape in 

Level: -"lO 50 Action; Active a 15-mile radius. The spell is effective for locating cities, rivers, and mountains. 

Cost: 60 however, specific individuals or constructions can not be placed. 

Effect: f hr. spell decreases the Movement Value of a target by -2 if it fails a Added Effect: -15 miles to radius 

Check \vith ,i Difficulty of 120. Maximum Zeon; Intelligence xlO 

Added Effect; - 1 to Movement Value and i 5 to MR Difficulty Maintenance: No 

Maximum Zeon: Intelligence xlO Typ^ of Spell; Eiffect 

Maintenance; 1 every 10 (6) Closed Paths: Darkness 
Type of Spell; Spiritual 

Closed Paths: Air Sleep 

Level; 50-60 Action: Active 

Akf r Energy Cost: 80 

Level; 40-50 Action: Active Effect: This spell indtices a deep sleep on all subjects within a 30-foot radius 

Cost: 100 who do not pass a MR Check with a Difficulty of 100. Affected characters 

Effect: llic caslci' cari trarisfnrrr, up to 10 Intensities of any kind of elemental fafl fast asleep in Irttle more than a minute. If a character fails the Clierk hy 

nergy, surfi as fire, into another kind, such as electricity. If these Intensities are more than 20 points, the effects of the spell will be instantaneous. The .if fected 

map'c.il or- have m Pi'esence of their own, they can resist the spell by passing a parties remain asleep for the duration of the spell. Potential inten uptions ol 

MK Oietk wiiIt a l.i'p,et Diffiriilty of '20, sleep during the spell will provide opportunit'cs to reroll the Check. 

Added Effect; ' 2 Intent lies and +5 lo MR Difficulty Added Effect; !-30 feet to radius and ^ 5 to MR Difficulty 

Maximum Zeon: Irttelligence xlO Maximum Zeon: Intelligence xlO 

Maintenance; 1 t very 10 (10) Daily Maintenance; 1 every 10 (8) Daily 

Type of Spell: Spirittial "'"/P^ of Spell: Spiritual 

Closed Paths: Destruction Closed Paths: None 



1EVEJL50-60 



Walk on WaKs 

Level: 50-60 Action: Active 



Cost: 60 

il-ifudneSE Effect; Characters gain the ability to walk on wasis or ceilings as if they wore 

Level; 50 60 Action: Active walking on the ground. The maximum Presence affcc : by this spell is 80. 

Cost: 30 Added Effect: 10 to the maximum Presence affected 

Effect: 1 he ^peil vM cause anyone within a 15-foot radius to go blind if they Maximum Zeon: Intelligence xlO 

L . f-n Ciieck with a Difficulty Of 100. Maintenance; 1 every 20 (3) 

Added Effect: +30 feet to radius and i- 5 to MR Difficulty Type of Spell: Effect 

Maximum Zeon: Intelligence xlO Closed Paths: VVater 

Maintenance: 1 every 20 (4) 

Type of Spell; Spiritual 

Closed Paths: Creation and Light 




Magic Saddle 

Level: 50-60 Action: Active 

Cost; 100 

Effect: This spell creates a supernatural being whose sole purpose; thnt of 
fn'irisport. The criKitMre has no ni;<icl< ability, and it defends according to the 
rules for Damage Resisiance crtaturcs. This r.rVciiure possesses a number of Life 
Points equal to twice the Zconic value invested in the spel> .ind iti AT ti cair_u|..:^tec; 
-KCOH'diiig to it5 Size. Its maximum Size is 20 and its maximum Movement Value is 
10. Msi*if 5'iddle uses Ki Weight Elimination rules for moving. 
Added Effect: < i to maximum Size .ind ■ i '0 Movement Value 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (10) Daily 
Type of Spell: Effect 
Closed Paths: Illusion 

Merge with Body 

Levd: 50 60 Action: Active 

Cost: 60 

Effect: This spell merges one or several objects, such as weapons, suits of 
armoi", lockpicks, with the dcsit;iitited character. The object remains hidden 
under some visible form, such as a scar or a tattoo, until the time the owner 
'lecicles to disclose it. The maximum Presence of objects merged cannot exceed 
100. As long ,is the/ remain hidden, no weight or s " cnalties are applied 
to ttic bearer, but neithei- will the bearer receive an/ bonuses or advantages 
from hidden objects. No object exceeding ten times the bearer's size tan be 
merged. It takes a full turn for a merged object to materialize and detach from 
.1 character. 

Added Effect: 10 to the maximum Presence affected 
Maximum Zeon: intelligence xlO 
Maintenance: 1 ever/ 5 (12) Daily 
Type of Spell: Effect 
Closed Paths: Destruction 

EMrTifnate Fattgufi 

Level: 50-60 Action: Active 

Cost: 30 

Effect: This spell induces recover/ from physical exhaiistion, allowing 

characters to regain 1 lost Fatigue Point. 

Added Effect: ' 1 Fatigue Poiiat recovered 

Maximum Zeon: Inrelligenee xlO 

Maintenance; No 

Type of Spell: Effect 

Closed Paths: Darkness 

Acid Cloud 

Level: 50-60 Action: Active 

Cost: 100 

Effect: This spell forms a corrosive cloud that melts any stibstance by mere 
ccintact. All bodies in contact with the cloud must pjisa a PhR Check with a 
D(ffic!i!t/ of 170 or io.se a number of Life Points equal to Failure Level of the 
Oiecl- Those objects that fail the Resistance by 50 points lose 1 level of quality. 
For- r'\'er/ turn that bodies arc exposed to the cloud and fail the Check, they 
re.i'ivi.- a If .aimulative penalty to their subsequent Check. 
The cloL^d hijs j 15-foot radius, and it moves at the caster's will at a Move.ment 
Value of 6. T he caster can not select targets within the area of the cloud and 
ma/ even be affected himself. 

Added Effect: '5 feet to radios, ■ 1 to cloud Movement Value and ^ 5 to 
't'hi\ FJifficulty 

Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10(10) 
Type of Spell: Automatic 
Closed Paths: Farth 

Leave Unprotected 

Level; 50-60 Action: Active 

Cost: 80 

Effect: This spell lowers the victim's AT by 2 levels if he, or his armor, fails a 

MK Check with a Difficulty of 140. 

Added Effect: -1 to A f and ' 10 to MR l.":'ifficulty 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 ever/ 10 (10) 

Type of Spell: Spiritual 

Closed Paths: Creation 



Ip VEL 60-70 

(ncruaio Psychic Characteristics 
Level: 60-70 Action: Active 

Cost: 100 

Effect: This spell adds 1 point to one tjf the Ps/chir Characteristics: Intelli'i^enci', 
Power. Willpower, or Perception. An Intelligence boost does not allow ihi, ■ s':-:"''" 
',0 increase the maximum potential of his spells. A single t .isting of this spell t-in 
only affecf one of the above characteristics at a time. Increasing a characteri^'.u. 
beyond 12 requires two Added F''V?rts per additional point. 
Added Effect: +1 to enhanced haracteristic. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 ever/ 10 (10) 
Type of Spell: Effect 
Closed Paths: Destruction 

Magieal Weapon 

Level: 6G 70 Action: Active 

Cost: 140 

Effect: The caster uses magic to devise a supernatural weapon. FHis work ■ 
treated as a Qualit/ ■ 10 Energy damaging object. The Presence of the weapu-i 
cannot «xceed 25. The object's qualit/ has no effect on its Presence al ib.i 
time of creation. 

Added Effect: +5 maximum Presence of weapon. 
Maximum Zeon: Intelligence x20 
Maintenance; 1 every 10 (14) Dally 
Type of Spell: 1; 
Closed Paths: L estruction 

Increase Phjfskal ChsracteriTitks 
Level: 60-70 Action: Active 

Cost: 80 

Effect: This spell adds one point to one of the Ph/sical Characir^ris'K'-.; 
Dexterit/, Agility, Strength, or Constitution. A single casting of this spell can 
only affect one of the above characteristics at a time. Increasing a charactcriinc 
be/ond 12 requires two Added Effects per additional point. 
Added Effect: ■ 1 to enhanced Characteristic. 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (8) 
Type of Spe!!: Effect 
Closed Paths: Destrtiction 

Minor Al r j.1.Ei>i t 

Level: 60-70 Action: Active 

Cost: 80 

Effect: This spell en.'.bles the caster to shape inorganic matter in sue' .iay 
as to change one object into another of similar characteristics and ".he ssnn 
Presence. For instance, a harpoon may be tLJrned nto a spear, EiPte xhsy art 
shaped similarl/ and they have the s.ime Presence )ut a harpoon could ihm 'je 
turned into a two-handed sword, since Presence and form differ greatly from 
one another The maximum Presence affected is 30. 
Added Effect: 1 5 to the maximum Presence affected 
Maximum Zeon: Intelligence x20 
Maintenance: 1 ever/ 2.0 (4) 
Type of Spell: Effect 
Closed Paths: Destruction 

Body to Magi t 

Level: 60-70 Action: Active 

Cost: 100 

Effect: The designated body transforms into magical energy, thu-y bccominr 
intangible to all matters and non-Energy based ai tacks. The maximum Pre^ei^a 
affected by this speF is 80, 

Added Effect: 10 to the maximum Presence affected 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (10) 
Type of Spell: Effert 
Closed Paths: Earth 



Level: 60 70 Action: AllIvc 

Cost: MO 

Effect: An/ subject n a ^0-foot radius is exposed to the effects of Tolal 

Par.il/sr, unlfih \hcy pass a MR wit a Difficulty of 80. 

Added Effect: -5 meters to radius and ^5 to MR Difficulty. 

Maximum Zeon: intelligence x20 

Maintenance: 1 ever-y 10 (14) 

Type of Spell: SpiriturJ 

Closed Paths: Air 

Cfejte Emotion 

Level: 60-70 Action: Active 

Cost 160 

Effect; This spell creates ;i specifically designated feeling or emotion within a 
parutulir character. The Difficulty for the MR or PsR Check to avoid this spell 
is 120. A charnctcr receives a new Check each day and whenever lie becomes 
suspifioui of being supernaturally influenced. 
Added Effect: ■ 5 to MR or PsR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (16) Daily 
Type of Spell: Spiritual 
Closed Paths: Illusion 

Levol: 60-/0 Action: Active 

Cost; 160 

Effect: I IS 5pcll affects the target's memory, causing him to forget whatever 
the caster desirc-s if he fails a MR or PsR Check with a Difficulty of 120, If the 
memories l)(.:iiig targeted are deeply rooted in the character, a ' 40 may apply 
to his MR Check. The spell has no maintenance, but the target ii ;ntii!. d to 
rr ■ another Check when faced with potential reminders. The spell docs not 
ffe char-ic tor's ,ib;lities, only conscious memory. 
Added Effect: i b to MR or PsR Diffictilty. 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Spiivjjal 
Closed Paths: Fssence 

Level: 60-7D Action: Active 

Cost: 30 

Effect: The t^rf^ft of thi spell ii i.LTii,iora'' ly subjerifel to Weakness (as explained 

in Chapter 14) unless he passes a MR Check wiHi ,'. Target Difficulty of 120, 

Added Effect: b to MR Difficulty 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 10 (8) 

Type of Spell: Spiritual 

Closed Paths: C-cition 

Reii'j.r 

Level: 6070 Action: Passive 

Cost: 80 

Effect: 1 .. '.pell entiances one type of Resistance, bestowing i 20 bonus for 

thi: dunuc.n of the spell. 

Added Effect: 10 to one Resistance, 

Maximum Zeon: Intelligence xlO 

Maintenance: 1 every 5 (16) 

Typ< af Spell: bffect 

ClLied P^iihs: DeM ruction 

Level: 60-/0 Action: Activ. 

Cost: MO 

Effect: Tiv , II must be cast upon a sl" ^ ct or place infected with a disease. 
By doing iO, the infcc'.ion is automatically spread to all individuals in a radius of 
one "nile, Affprted beings are be entitled to a DR Check to avoid he contagion. 
The pLij;ue i.^'-. i\-jd be avoided by passing a MR Check with a Difficulty of 100. 
Thr. iefcctod discn.sc Level cinnot higher than 20. 

Added Effect: ■ 5 maximum Disease I evel, -' I mile to radiu'" and i-S to MR 
Difficult)'. 

Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Automatic 
Closed Paths: Illusion 



Hfjeccton 

Level: 60-70 Action: Active 

Cost: 80 

Effect: This spell ir"'5ues a body with magical energy that provokes a Strength y 
impact on anyone coming into contact with it. When such an impact c-'iir^ the 
two affected beings make an Ag ity or ■•■trength Opposed Check, The ■ ii'-rem.,.' 
between that check, along with poi^ble additional effects of the surrouni: ri;; 
environme t detcrmin the severity of damage, at the GM's a^-.-cf on. Incr- ng 
this spell's Stren :h beyond 14 requires two Added Effects per point of incre,ise. 
The designate! idy cannot have a Presence higher than 30. 
Added Effect: 5 to the maximum Presence affected and ' 1 to Strength 
MastiiTium Zeon: Intelligence xlO 
Maintenance: 1 every 20 (4) Daily 
Type of Spell: tiffect 
Closed Paths: T senc-., Water 

JEVEL 70-80 

Invisibility 

Level: 70-80 Action: Active 

Cost: 140 

Effect: This s| ill renders one or several bodies design; by the caster 

invisible. It affects a many people as desired, provided he sum of their 

Presences does not exceed 80, Only by passing a Notice Ctieck ^ "■■nst an 

Inhuman Difficulty or a Search Check againsi Almo- ' lmpo5Mi.-:>: may an 

individual perceive an invisible body. 

Added Effect: i-5 to the maximum Presence affected 

Maximum Zeon: Intelligence x20 • 

Maintenance: 1 every 10 (H) 

Type of Spell: Effec t 

Closed Paths: Esseni c 

L^it^tJon Sphere 

Level: 70-80 Action: Active 

Cost: 150 

Effect: This spell causes objects and crcvAures in a 80-fooi radius to levitate. 
The caster can i !' 'ide what will levitate and what will not, regardless of weight 
or size, Objects or people suspended in the air are moved by the caster with a 
Flight Value 6. Those wishing to resist the effects must pass a MR or PsR vjith 
a Difficulty of 80. Onl^ nnimated or live bamgs are entitled to a Resistance 
Check, as are eonstructif;-|S endowed with supernatur ii Charac' -iristics. 
Added Effect: i 80 feet to radius and i 5 to MR or F' Difficulty 
Maximum Zeon: Ini lligence x20 
Maintenance: 1 every 10 (15) Daily 
Type of Spell: SpiritLial 
Closed Paths: Earth. Water 

Uselessncss 

Level: 70-80 Action: Active 

Cost: 120 

Effect; The target becomes clum.sy and unable to perform physical manettvers. 
He must roll a MR Check with a Difficulty of 120 or suTfcr penalties (o his 
actions equivalent to the number by which he failed :h-' Check, fhe spell 
cannot affect magical, psychic, or perceptive abilities. 
Added Effect: -i-5 to MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (12) 
Type of Spell: Spiritual 
Closed Paths: Water 

Do mini on 

Level: 70-80 Action: Active 

Cost: 160 

Effect: This spell bends the will of anyone who does not p,iss a MR or PsR 
with a Difficulty of 100, The affected party is entitled to i new Check only 
when ordered to peiTorm an action compk-t'."';-- ai-^iin'.:. i'. - uurc. A -21' may 
be applied to his roll if the order is exceptionally ao verse. 
Added Effect: . MR or PsR Diffictilty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 10 (16) 
Type of Spell; Spiritual 
Closed Paths: None 















Deflect Triiiectory Defensive Erudition 













Level: 70-80 Action; Pas^i^ 

Cost; 100 

Effect: The caster cnn alter a moving body's trajectory, redirecting its course .is 
he pleases. This spell cnn afiect objects of any mass, from an arrow to a large ship. 
However, this spell does not cause stationary objects to move; it modifies the 
direction of those objects already in motion. Deflect Trajectory can also be used 
de'ensively against weapon attacks. If the caster succeeds in his Magic Projection 
de5ei-iie, he manages to redirect the attack to another opponent. The spell may 
be resisted by passin;,; a MR with a Difficult)' of 140. 
Added Effect: 5 to MR 

Maximum Zeon: Iniellij^ence x20 ■ 

Maintenance: No 

Type of Spell: Effect, Defense 

Closed Paths: Fire 

Sts\y spell 

Level: ''0-80 Action: Active 

Cost: 150 

Effect: This spell allows for another spell to be stored inside an object to be used 
l.-itfT, po'^^ibly by a different spellcaster. Stall Spell rtiust be cast at the same time 
■ IS the spell it will affect. The spell that is stalled may be stored in any available 
object - easily transported items such as jewelry, staves, and pebbles are common 
choice^. The stalled spell can be activated later, by any caster who pays the ex.ir? 
Zconic cost with which the spell was cast. The spellcaster in possession of the 
oijjccl IS in full control of the spell is if he were the original caster, and he will even 
be allowed to pay for Maintenance, if applicable. The Stalled spell may be reused, 
as long IS the same Zeonic cost is paid again. For example, an arch mage could 
store 'I Zconic-value 80 Fire Ball in a staff and give it to his apprentice, who could 
then use the staff to cast a Fire Ball every Lime he had 80 Zeonic points to spend. 
Stall Speil can affect any other spell with a Zeonic value of 100 or below. 
Added Effect: +10 to maximum Zeonic value of stored spell 
Maximum Zeon: Intelligence x20 
Maintenance; No 
Type of Spell; Tffect 
Closed Paths: Air 

Detection Marh 

Level: 70-80 Action: Active 

Cost; 100 

Effect: This spell allows the caster to inscribe an arcane mark on a person, 
creature, or object. The mark channels the caster's five senses, allowing 
hrni to experience the sights, sounds, smells, tastes, and physical sensations 
surrounding the mark, regardless of its location. The caster is also always aware 
of the exact location of the mark. The target may not have a Presence higher 
than bO. Living beings and supernatural objects can avoid this spell by passing a 
MR Check with a Difficulty of 120. 

Added Effect: ^ to maximum Presence affected and i 5 to MR Difficulty 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (10) Daily 
Type of Spell: Effect, Spiritual 
Closed Paths; Darkness 

Flight 

Level: 70-80 Action: Active 

Cost: 100 

Effect; The target is able to move with Flight Value 8. 
Added Effect: : 1 to Flight Value 
Maximum Zeon: Intelligence xlO 
Maintenance; 1 every 20 (5) 
Type of Spell: Effect 
Closed Paths: Earth 

Offeniiivt: Erudj^on 

Level: 70-BO Action: Active 

Cost: 80 

Effect: With the aid of this spell, the caster is able to increase his offensive 
M.i;;it- Projection by i 20. Only one Offensive Erirdition spell at a time can be 
used on a specific subject. 

Added Effect: ' 5 to offensive Magic Projection 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (8) 
Type of Spell: Effect 
Closed Paths: Creation 



Level; 70-80 Action: Active 

Cost: 80 

Effect: With the aid of this spell, the caster is able to increase his defensive 
Magic Pi'Ojection by ■i20. Only one Defensive Erudition spell at a time can be 
used on a specific subject. 

Added Effect: -5 to Defensive Magic Projection 
Maximum Zeon: Intelligence xlO 
Maintenance: 1 every 10 (8) 
Type of Spell: Effect 
Closed Paths: Creation 

CanCainment 

Level: 70-80 Action: Active 

Cost; 200 

Effect: This spell haunts a given place, making it impossible for anyone entering 
it or, for those already within its boundaries, to leave the area unless they pasi 
a MR with a Difficulty of 120. Beini^s within the area of the Contsinmcnt can 
move and act normally within the spell's boundaries. Subjects are not allowed 
to repeat the Check for as long as the spell is being maintained - unless they 
increase their Resistances. The caster can not select targets in the arei -id may 
even be subject to the spell himself. Area of coverage cannot exceed a 30-foot 
radius, and the condition to be affected by this spell is being inside its area in 
the next round it is cast. 

Added Effect; -15 feet to radius and -5 MR Difficulty 
Maximum Zeon: Intelligence x20 
Maintenance: 1 evcty 5 (50) Daily 
Type of Spell: Automatic 
Closed Paths: None ^ 

Level: 70-80 Action: Active 

Cost: 80 

Effect: This spell enchants a conventional projectile, causing • a reach its target 
inevitably. The projectile uses the ability of its thrower, and opponents defend 
themselves using the coFiventional rules against projectiles. Nevertheless, tiie 
supernatural nature of the spell grants the offender a 60 bonus to the Att.-ck. 
allowing tiie thrower to bypass the shooting difficulties in Table 4S. Range i'- 
not a factor; as long as the caster has line of sigiit to the target, it can be hit. 
The projectile's Presence cm not exceed 40. Perfect Target must be cast in the 
same round as the projectile is fired. 

Added Effect: ' 10 to the maximum Presence of the projectile 
Maximum Zeon: Intelligence x10 
Maintenance; No 
Type of Spell: Effect 
Closed Paths: None 

jEVEL 

Spell Return 

Level: HO-90 Action: Passive 

Cost: 150 

Effect: This spell turns an active spell against the original caster or any other 

target selected. The returned spell uses tlie same Maj-i-. Projection as the 

person who cast it. Return is an automatic effect. The spell in question must 

have a Zeonic value of 100 or less. 

Added Effect: - 5 to the spell's Zeonic value 

Maximum Zeon; Intelligence x20 

Maintenance: No 

Type of Spelt: Automatic 

Closed Paths: None 

Disenc hhantmen <; 

Level: 80-90 Action: Active 

Cost: 200 

Effect: This spell automatically destroys magical objects with Presence scores 
lower than 80, The caster can choose whether to destroy the object comp^iLuly 
or simply to deprive . of its supernatural qualities. 
Added Effect: i-5 to the maximum Presence affected 
Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Effect 
Closed Paths; Creation 





I4.itural Spell 

level: 80-90 Action: Active 

Cost: 350 

Effect: Nfiiiir'.ii Spell nllows the caster to tie his essence to one or more spells 
prcpuxd in advance, thus enabling him to cast them later as many times as 
he likes w(th zero Zconic cost. In this way, the spelicaster can perform one of 
Ihc'jo spells innately per turn. At the time of using this natural spell, the caster 
c.in't acrumuLVuC magic or prepare any other spells. The total Zeonit value of 
the natural speli(s) cannot ci^c'i'cd 100 points, Only one Natural Spell at a time 
ma/ !")e krpt active at a time. 
Added Effect: i 5 to Zeonic value effected 
Maximum Zeon: Intelligence x30 
Maintenance: 1 rvcry 5 (70) Daily 
Type of Spell: Effect 
Closed Paths: None 

St«3l Spell 

Level: [-'I'l 90 Action: Active 

Cost: 200 

Effect: This spell allows the caster to take control of another spell that does 
not belong lo him and treat it as he had cast it himself. The stolen spell's Zeonic 
vakfC cm not exceed 80 points. Only maintenance spells can br stolen, not 
automaiir anion spells. The original spelicaster can attempt to prevent this theft 
by passing a MR Check with a Difficulty of 120. 

Added Effect: --5 to Zeonic value of the speil affected and 1-5 to MR 
Difficu'lLy 

Maximum Zeon: Intelligence x20 
Maintenance: No 
Type of Spell: Autom,iiiL 
Closed Paths: None 

frnmortalJcy 

Level; 80-90 Action: Active 

Cost: 300 

Effect: Targets of this spell do not age or in any way suffer the passage of time 
for s long as. the spt'll r emains active. They also become invulnerable to poison 
and natural itlncsscs. De=.pite its name, this tpell does not protect the subject 
from death due to injury. If this spell is discontinued or destroyed, the affected 
individual will catch up with his real age at a much accelerated speed. This spell 
can only affect subjects with a Presence under 60. 
Added Effect: t S to the maximum Presence affected 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 20 (15) Daily 
Type of Spell: Effect 
Closed Paths: Destruction 

Magic Prism 

Level; iiO-90 Action: Active 

Cosfc 200 

Effect; l liis spcl' solidifies magic, creating a supernatural container for Zeon. 
In gam terms, it creates a magic container with a maximum capacity of 400 
Zeon poln!s. The container appears empty. Only one Magic Pri; i spell at a 
lime may be kept active. 

Added Effect; lb to the container's Zeon capacity 
Maximum Zoon: Intelligence x20 
Maintenance: 1 every 20 (10) Daily 
Type of Spoil; Effect 
Closed Paths: Destruction 

khiiiiHiitu NiiU'di^ 

Lev<^l; 80-90 Action: Active 

Cost: 300 

Effect: This pell completely removes most physical needs from one or more 

individiii'" As long as the spell is kept active, the targets do not need to eat, 

□rink, or '.Iccp 'md can easily cGpe with any weather conditions. This spell may 

be nppiic^d '.c> as many individuals as the caster wishes, as long as their total 

Presence scores remain under 120. 

Added Effect: ' 5 to the maximum Presence affected 

Maximum Zeon: Intelligence x30 

Maintenance: 1 every 20 (15) Daily 

Type of Spell: Effect 

Closed Paths; Essence 



PrepiLre Spell 

Level: 80-90 Action: Active 

Cost: 200 

Effect: This spell allows the caster to introduce a second spell inside an object 
or person, so that it can automatically be cast later, without preparation or 
accumulation. Prepare Spell must be cast at the same time as the spell it will 
affect. The prepared spell may be activated by the caster, the subject hosting it, 
or the bearer of the enchanted object. It uses the Magic Projection of the original 
caster, unlc, i the bearer decides to use his own. Once cast, the spell vanishes. 
The maximum Zeonic value of the spell cannot exceed 100, If maintenance 
payment of Prepare Spell is discontinued, the second spell will be tost as well. 
Otilj' one prepared )ell may be cast per turn, regardless of how many spells 
there are stored inside an object. An object or person may contain up to four 
times its Presence in Zeonic value. This means an individual with a Presence of 
50 could have up to 200 Zeon points in prepared spells. 
Added Effect: i-5 to the total stored Zconic value 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 10 (20) Daily 
Type of Spell: Effect 
Closed Paths: None 

Physical lnimun[i> 

Level: 80-90 Action: Active 

Cost: 200 

Effect: The designated object or individtial is made completely invulnerable to 
any damage not Energy related. It may be applied to as many individuals as the 
caster wishes, as long as their total Presence scores remain under 60. 
Added Effect: ^5 to the maximum Presence affected 
Maximum Zeon: Intelligence x20 
Maintenance: 1 every 20 (10) Daily 
Type of SpeM: Effect 
Closed Paths: Essence 

Gate 

Level: 80-90 Action: Active 

Cost: 500 

Effect: Gate generates a magical door between two iistant places. Anyone 
crossing it is automatically transported to the other side, i tie spell remains liniced 
to the spot where it is cast and to the designated exit. Therefore, the spellcaste'" 
will not be able to change its location at a later stage. He will, however, be able 
to decide if it will work in only one or both directions at the time the speil is cast. 
The gatp has a maximum length of 15 feet, and the maximum distance beiween 
the exit and the entrance is 500 miles. Each day. the gate can transport a total 
number of creatures equal to Present -lore of 500. 

Added Effect: ' SO to the maximum Presence transported per day, +500 miles 
to distance between both ends of the gate and +5 extra feet to gate width 
Maximum Zeon: Intelligence xSO 
Maintenance: 1 every 20 ( 25) Daily 
Type of Spell: Effect 
Closed Paths: None 

i t; LI an <i pn r lafio n 

Level: 80-90 Action: Active 

Cost: 300 

Effect: The caster, or whomever the caster designates, can instantly travel 
anywhere, up to a maximum distance of 50 miles. The spell allows characters 
to pass through physical bodies, provided they are not based on Energy. It may 
be applied to as many individuals as the conjurer wishes, as lon< is their total 
Presence scores do not exceed 80. 

Added Effect: 50 miles to range ^md 5 to maximum Presences affected 
Maximum Zeon: Intelligence x-40 
Maintenance: No 
Type of Spell: Effect 
Closed Paths: ""arth 





Level: 8f-90 Action: Active 

Cost: 300 

Effect: Location can br 'isc^d for finding the exacL position of a pei'^otK pifice. 

or obj'.'cl 9 spDcified time, provided it is not moi- thnn 100 milt-; 3waf/ 

from [lie cnMer, Tht 'l ubter inust h; bl- luuntify .i ■-pecifir l.^rget; general 

inqLirrio<; do worl< with this spell. For example, he will *lo! tx? fibk to fln^l his 

brother's murderer unlesi he knows cx'iCy who it is. Charoitef i wlshinj?, ro 

avoid detect 'Ofi must; n MR Check with i Difficulty of 120. Very spacious 

tirens imDO'-t; ;i -40 'eiinlty to this Chi?ct, 

Added Effect: 5 to MR Dtrftculty 3nd - 100 miles to range 

Maximum Zeon: Intelligence > JO , ' 

Maintenance: No 

Type of Spell: Detection 

Closed Paths: Darkn< ^s 

IEVEL90-I00 

Eye of Time 

Level: 90-100 Action: Active 

Cost: 300 

Effect: This is a limited time travel spell alio'pvs the caster to witness nny event 
thdi mif^ht have oc<.iJrred within the Irist 100 yejirs in his current location. After 
the spell becomc'j .ictivf, the caster may he may g'O back and forth In u\m at 
will, but he may not physicaily move more than a sinj^tc ^up in any direction, 
or the spell immediately ends. 
Added Effect: 100 years 
Maximum Zeon: Intelligence x50 
Maintenance: 1 every 20 (15) 
Type of Spell; Effect 
Closed Paths: Darknt-s 

Possession 

Level: 90' 100 Action: Active 

Cost: 3(X) 

Effectt Thi'i '.pell enables the caster to lake contrDi of another individual's body, 
iKmponirilj' reloi it.. .^ part tsfhis spirit in the hc.'1. This allows the ^ r to u^^f-^ 
all the abilities of the invadfcd subject (reely or his own. In this scconi: ■ asc, 
spdlc^ister uses the physic^il Characteristic-- and bonuses of the host. If i e vii 
atifj the caster have vt?ry dissimilar bodies, the GM can apply a penalty betwei 
-■^0 and ■■■40 on account of the difficulty involved the chan, :. The caster t/ni 
decide to use either hi-s own abilities or his hos*'s every tLirn, ' Lit e cannot rtiix 
them at tha same ime. The speltcaster's body remains in a coma for as kjr.j^ as 
Possession is active. Non-energy damaging attacks will affect the possessed boay 
only, whereas supernatural attacks will subtract Life Points hom botli. If the body 
in question is that of a creature with Damapc Resistance, the caster suffers only 
one-tenth (or k'ss, in case the creature ''i.'!^ a Damage Resistance muitiple higher 
than 10) of the damage received by the physical form. If the prv...'-,ied body 
shoiAl tile while tJie caster still has Life Points left, his spirit immediately return to 
hi^ orlgirirll form. Avoiding the effects of the spell rcqnr. s the victim to pass a MR 
Check with a Difficulty of 120, The affected party is enl 'i- d to a new roll each day 
or each time he is made to carry out an action completely against his naturc. 
Added Effect: ^5 to MR DiiTiculty 
Maximum Zeon; Intelligence x30 
Maintenance: 1 every 10 (30) Daily 
Type of Spell: .Spiri;j.il 
Closed Paths: Nofve 

Shietd Ajr^iinst Powen; 

Level: 90-100 Action; Active 

Cost: 300 

Effect: This spell affects a specific area within which no supc'iiatura! powers 
can tote i^ffect. No spells with Zeonic values of 150 or below, no Psychic 
f^wers with Potentials lower than ISO, and no Ki Technique costing less than a 
lOTal □I' 13 Ki Points will work within this area. In the same way, no Summoni" i 
ictiMsti^i wffh a Difficulty under 200 are Allowed. The maximum r^rf/a covered 
v^ith this spell is a s50-foot radius, which re'^'i.'i-ir^ stationary. 
Added Effect: ■ 150 feet to radius, ' 5 to Zeonic value. 5 to Psychic Potential, 

7- Ki Points and ■ 10 to Summoning Difficulty 
Maximum Zeon: Intelligence x30 
Maintenance: 1 every 10 (30) Daily 
Type of Spell: Automatic 
Closed Paths: Creation 



Se ^ 

Level: 90 100 Action: Active 

Cost: 200 

Effect: I will stall a mr.ii'i.iiiv.d Si,)|ritu3j ijpell m someone, making it 
iinp-::si b ■:■ lor- the target ic be ^rccd From its effctls. This enchantmesit is Ul**! 
or SpirUu.-il spells previously cast successfully or^ an individual vjho laifd Ihe 
R(- ' I'.i ;w< li Ch^fk. In this way, the affected character Iose^ all ability oq nMix, 
r-nothei '^l< Chr.'tk, rejardltSv t^f gtnerol fglei or what the Spell lyp-lf dlCUtses. 
until the -p'ritual spcM itself i:i destroyed or Ttialr^tcnantic is diseontiRilccf. Seal 
fias no tiffe-ct upon non-mainienance sptllE or those restricted to a spcclfk 
)f<e--\ The nffected i?iM:hantments must h,ave a Zeonic value of 100 or below. 
Added Effect: ■ 5 Zeonic value alfected 
Maximum Zeon: Intelligence x30 
Maintenance: No 
Type of Spell: f^/ct 
Closed Paths: None 

Imlcatc Spell 

Level: 90-100 Action: Passive 

Cost: 200 

Effect: T'Mi spell allows the ester to imital;: .i spell being <.:■.■.: before hina. 
Any type ol Epell, from autom !!■ to main'ained cmei. CJifi be itnitit*>d. provided 
mey are cast in the same rourrd ris the '-mitatc Spell and have ^i;wer thii, 100 
Z^-On This spell i n even imitate High Magic or Divirn; spells wiiJ-.OLit thi: n;:ed of 
The tu';ler hi^v^n^^ the requireo Gnosis tevel to f ."-usr ^hem. The q.T.ter determines 
whether to use his own Magic Projfxllon or thni of She origirml i. isler. 
Added Effect: 5 to Zeonic value ah-:cted 
Maximum Zeon: Inti ig: net x30 
Maintenance: As -ir' imitau.-'i '.jjeH's Zeonic value. 
Type of Spell: Ef^rct (vanfblc) 
Closed Paths: Destruction 

Conditipning 

Level: 90- '00 Action: Active 

Cost: 300 

Effect; Th;. f II dn -ctly affects other spells r. :i by iln; speiicaster, siU'illing their 
and delaying their activation Lintil the advon'^of a particular drcumstancc or momer;t 
previously deteriTiined by tl"ie c^st^r. Conditioning rri'.^- be -zzst at thi asm^- tjme ns 
the spells it will afftct. Each resiFiCti':"' spell may b( subject to a n ffereni condition, 
but once set, s caster can not makt any chanp^^ .ii later date. 
The conditioned spell automatically activates at -he exact [Jcsij^natcd 
moment even if the caiter is unaware. For instance, a caster may condk'on 
Stop Fall activate when falling from gfeM heights. In the wme way, .■; 
necromancer r ay condition Defeat Death to activate at the time of Ms d-csth. 
Condi tioDfi-; spells that have not been triggered require no maintenar>ce. If :.ne 
Conditioning spell itself disappears, all other sp£;lls linked to it also dis.ippe.-,!. 
Any number of spells may be Conditioned aElonj^ js the toSa* r^umber of Zerjn 
points is 100 or below, Only one Conditifi-nir-jr •:pe\\ at a time may be kept 
active ?^.\\ action will be Active or Passive depending on its own natut'f , 
Added Effect: i 5 to the spell's Zeonic value 
Maximum Zeon: Intelligence x40 
Maintenance: 1 every 5 (60) Daily 
Type of Spell: Effect 
Closed Paths: None 

Level: 90-10(J Action: Active 

Cost: 200 

Effect: Tl",i^ r;pell' ister may assign m.".int-- ";ince payment of one of h. -: ip-. Hi 
IE somebody else, thus forcins^ the target to invi I '.' 'o oint'. ^inknowngly, 
" ink Maintenance can only be used in persons witt- tne tjilt. or ina5.ica! tjcins,s 
or objects. Characters wishing to avoid tl-i^ spr:ll fi-;ed to pass a MR Check with 
a Difficulty of 120, Those individuals unaw.jre of the fdct that they :jri; being 
targeted can not roll again for Resistance, If the^ realize this and try to stop it, 
they will be granted aiiother Check depending on the type of 5pell th-e^' are 
b'- nj! linked to. Daily maintenance ipctis grant datly Chocks, whereil th* rest 
will ^rant One Check every five turns. Linking stops as soon as the lariict paiwa 
hi-"- MR or runs out of Zeon points. 
Added Effect: +5 to MR Difficulty 
Maximum Zeon; Intelligence x20 
Maintenance: No 
Type of Spell: Spiritual 
Closed Paths: None 



The MagiatrEitE 

Level: 90-100 Action; Artive 

Cost; 4'^^": 

Effect; With this spell, lue easier acts as i supreme jLicige of all events that 
'."inipire in a 150-foot radius around liini. Within this space, the raster has 
■ lowor ti.i prohibti. any ve Action taken by any person or (..reature 
w!io not pass a MR Chec- with a Difficulty of 1^0. This check must 

bi,. repeated ("-tich round in which an Active Action is attempted, unless the 
L,r.i:er chooses to allow the action to occuc. Only Active Action^; 
:nay be |.)r(,.'ii'.iiti.-ij, so affected targets (TiSy still perform Passive 
Actions, such as repellin,p attack. In order the prohibit an action, ^^s^ 
fh'j ca*..ter must be aware of it. so some individuals may be able 
to overcc the effects ol this spell through deception or 
subterfn^i.-, Prchitjiting another's Active Action counts as 
a Passive Action for the caster. This spell's area uf effect 
iT'Tinms stationar v.'. 

Add«-d EffecH ■ "SO feet to radius and '■5 to MR Difficulty. 
Maximum Zeon; Intelligence x-IO 
Maintenance; 1 every 10 ("15) Daily 
Type of Spell: Automatic 
Closed Paths: Noik 



"Hie Gift of Knowledge! 
Level: 90 I DO Action: Active 

Cost; 3C':.: 

Effect: ill spell grants the target 
b(.i _■. po 'its to Secondary Abilities of 
ihe Intellectual Field, which he may 
rlistriDutc freely as he sees fit. Only 
one Gift of Knowledge may be active 
in any ^iveii subject at a time. 
Added Effect: ' 10 to be allocated 
III Intellectual Secondary Abilities. 
Maximum Zeon: Intelligence x50 
Maintenance: 1 evr-ry 10 (10) Daily 
Type of Spell: Effect 
Closed Paths; i Jestruction 



Strengthen Magi^ 
Level: TO- 100 Action: Active 

Cost: 7.00 

Effect; This spell intensifies the power of 
■he ""igic used the caster, making his 
spcl . hartlKr to destroy. As long as this spell 
li main'jined, all other spells the caster 
perforn-i are treated as having -^50 Zeonic 
iffftie, This increasi- is not actual Zeon, so it 
: i- not provide an>- Added Effect bonuses, 
but it does make ipells harder to destroy. 
For <nstance, a chcir-icter ea.sting Create 
Lijj^t with 01 Zeonic value of 30 while 
simultaneously masntaining Strengthen 
M.igic wcukl noi See an increase in the 
Li^hl spell, but if another character cast 
Destroy against him. the spell would have, 
to all pracctfal purposes, a Zeonic value of 
m mu-rsr :?f 30. 

Added Effect: b Zeonic value to spells 
Maximum Zeon; Intelligence x40 
Maintenance: 1 every 10 (20) Daily 
Type of Spell; Effect 
Closed Paths: Destruction 





Innate Magic 

Level: 90 '00 Action: Activt- 

Cost: 500 

Effect: This spell inti i-.ises the environmental magical potential of an are;;, 
thus increasing tho capability for spellcasters to per'r.:-rrn rnagic innately. 'il";r' 
spell enchants an 80-foor radius area, within which inn-ato spells havt a JO 
Potential (in addition to what the caster' MA indicates). The tciGWr of 
Innate Magic can choose who Vv-ill benefit from thi; -.pell. 
Added Effect: i 30 feet to radius 
i Maximum Zeon: Intelligence x50 

1 Maintenance: 1 every 10 (50) Daily 

. li Type of Spell: Effect 

Closed Paths: Non^ 

Pred^stin^tiQn 

Level: 90-100 Action: Active 

Cost: 600 

Effect: This spels allows the caster to ir-odify 
- future events acrfTdi'iv to his plan, thu': 

I predestining several circumstances in the future. 

The complexity of the events 'S left to the 
caster's own design. He rn,\y pfcordain one 
event, leaving the different small happenin^y. 
that lead ap io its realization to chance, 
or quite on the contrary, he may try tu 
determine efKh one of the aspects involved 
in producing i finai restilt. The spell i'. not 
meant to cat.ise a completely impossible 
outcome. However, the odds are limited 
'only by the c jster's imagination. 
Preordained events may be set for a 
specific date or they may be scheduled 
to repeat eternally through time- 
solstices in leap years, for example. 
Given the huge complexity of the 
spe I let's look at a few examples ol 
what it could be used for: An imprecise- 
Predestination would be a caster's 
prediciLioa of misfortune befalling an entire 
family and their offspring, condemning all 
their members to a, horrible death before 
reachinf s certain age. On the othei- hand, 
should th( caster Wwn to be more explicit, 
he could condemn their first born childrc; ■ 
be murdered by wild wolves on the very nl^ht 
of their birth. Naturally, not all predestinatior: 
need to be negative; the caster might pri'destine 
a child to become a king. 
However, the future created by the spell is nor 
absolute and inevitable; there is ilways the ch.ancf; 
of preventing it from coning trLie Anyone outside i'le 
limits preordained by the i. ister, that is, anyone passing (he 
MR Check, can keep destiny (rom fulfilling it^slf. In order to 
neutralize the actions of third parties, the caster may pian ahead 
for some security measures inside the litnits of the spell. A good example 
of this would be the inclusion of a clause seating that any one who Maes tu 
thwart destiny will be murdered by wolves. Preventing this spell from workinj-; 
only requires that the person, creature, or objert witii the highest resistance 
of those directly affected by the spell piiv.ses a MR Check with a Dif' :utty of 
140 at the time the spell is being cast. Those influenced by ifts effet' will not be 
able to do anything to stop it from happening; chance wilt inevitably play liii'.iinst 
them in the most unavoidable of ways. The MR can be repeated only when 
some of the predestined events have come true. Therefortr, the greater the 
detail the greater the chances of preventing the event. If aiiy of the preordained 
events should be stopped, the whole speli is cancelled. 
Added Effect; 5 to MR Difficulty 
Maximum Zeon: Intelligence x40 
Maintenance: 1 every 20 (30) Daily 
Type of Spell: Automatic 
Closed Paths; None 




f 




00 



SuMliiQrfirfG 



SUMMONING 



This chapu^r covers another oF the mystic:, il abilitii:!; avail. ibic to 
characters; summoning. The main function of the summon"; i,^^ powers 
to conjure (Toaturc■^ and supernatunil torees that, by agreement or otiier 
means of control, execute tlic? will of those who call them. 



Magical abilities don't depend exclusively on the Gift. Some individuals 
are able to control the essence of supernatural beings that exist in the Flow 
of Souls and bring them to the material world. These summoner'; do so by 
synchronizing their own soul with ths essence of those entities they wish 
to contact. This way of harmonizing is often an elaborate proc&i-j that can 
require lengthy rituals and ceremonies. Nevertheless, some Summoncrs 
develop (heir power and control to suth a level that they can force creattires 
into our world merely by speaking .'i name. 

The only liviiif. beings tfiat ain be iijinmoned are those whose presenc:e 
is sLibjuct to the Soul Flow. Most <"re;itures that inhabit the world, such as 
humar-i, commor animals, and even some supernatural races, arc not bound 
to tl>r Soul Flow, and thus are not affected by the influence of summoners. 
Their presence is much closer to (he physical world than to the spiritual. 



Ewn though summoning is a supernatural 
Fibility, individuals who use these powe*"!:. do not 
necessarily need to have the Gift of maj^ir. All thi'y 
r"* need is some knowlfiih.r- and enough strength of ijou 
to force other beings to yield to their will. 

/ Thf Smmowii] hklllm 

Summoning is composed of four different abilities: 
- summon, control. h'rJ, and banish. Although they are 
included wilhin tlie Si; -^rn a ttiral Primary ANII-ies, 
1 t it^ these Summoning Abil.;. irc developed and used in a 

similar way to Secondary Abilities, Each Summoninj^ Skill 
is tied to a Characteristic '.lint adds its bonus to the Fln^l 
Ability Score For a character to be .ib|f tq use s Summoning Abilrty, 
he must devele,.- 1 1 ...-t a base of 5 points. Like with Secondary AuiiiUcb. n 
character c.".n reach Mastery in any of the Sunimaning Abilities. 
, A player must declare his intention to u-^e ."i Summoning Abil ty. T -f- : 
arc always considered Active Actions - although Lhey don't provoke 
pen:illlei for using more than one at tlie same time tn the same CombJt 
lurn. Nevertheless, ;i phiyer c.i- make only one Check ol C'lrh Ability m a 
turn. A Summoner, for example, can use Control and bind during a turn 
without suffering any penalties, but he would not be able tL Jtbcmpl a 
second Bind Check until next Combat Turn. Summoning AbilillM use 
the same Weapon Initiative as un.^rmcd actions and magic: * 20. 

To use these abiiilici. ii character must invest some Zcon penrLi to 
alter the Soul Flow and influei^ce supernaiuraf creatures. The difficulty and 
cost in Zeon points depends on the summoned being's level. The ftxxt 
powerful the entity, the li^'.^'V both costs will be. For the difficuky flnd CQSt 
of Summoning, --.ee Table 61: Summoning Difficulty. The follow'":; 
contains a descr.ption of tlic four Summoning Abilitk-^s and the basic ways 
they function. 

Summon: This ability allows the user to conjure superftaiural 

beings - magical ^jeasis and powerful arcane eniities - and attract them to 
this world. It depends upon the Power characteiistic. 



Table 61: Sum awing Difficulty 
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Control; A ^limmcfner'^ control over the Soul Flow alkwvs 
•iiTi 10 :.uDjug,fite superr.stuml beings, By cre,^^ir%^5 rT Spiritual 
Bond bctwGCfi tJic tummoncir and the creature, he C3r> fgf<e 
L tD dfccy orders, TW'-, .ibility dep-Diids or ihi; Willpowi-r 
Oiaraaerisiic. 

Bind! this -ability allows thp su-mmoner to tCip bi .: -i aLiii al 
■jrc^iLLfcs instdc: physical ob[Gct3 cr living crcatureii. !(■ k.;r-|.. i 
trtaajne triipp«J inade a ves^icl,, iiic ^umrnoncr must spend a 
certain .irTtQuni o' Jrc^ pnints d,iil/ to rt!inforce t^■n? bond. As !on,^ 
as the charactt- supplies the [-cquircd magic, a bound being c^in not 
T'c-^: VjOK. T'ri'. i iliiy dt:|:..i|(j^ upon thu F^wlt characteristic. 

Banish: I .-s -jijility is dir«tly nE^ated to Summon. A ^umrflonef 
can force aLjpc.—i.iii..i~:il bLiings to tewc ttici mjiii^ri.^l wofid .ind return 
to UiL' Soul Flow. This sbility depaids upon the Power chiimcterisiic . 



It's possible for two characters who can use Summoning 
Abilities to try to use their powtr on the- same tri^ature. In this 
c^^o, r nc^ characff-r with the highest Flr^oil Ability Score overrides his 
opponent's. Summoning afte-mpt. If, for ex.implc, two charnctr^ s 
[ilft-mp'. 10 Conicol th'- ' ame crl'ty, thif iJiT-actcr with the highest 
result will dominate the bi in;:.; althoLipJi both ■iiusl spend ihtj 
same Zcon poirt:i. 

When chara£tcri use Summonirij-; Abilities n?.;iir.st each other, 
ibey can pll suinir>on against either itself or bjinili, and vrtc vftTsa. 
CDntrol. however, c^n only oppose Itself. 

Belng^i already under a Spiriluiii Bound automatically use th-e 
alxlllies cjf iheir controller U) iivuid be.n>'. t3.:ini'=Jied, bound. Or 
WotroUed apin. For example, if i Paladin slk ■ sfully btinislTtS 
a creature cont--)llcd by someonr ■ >.>•, yhv. ru aiuM-''', controller 
can use his "SLinimon Ability to counteract the Palndin's power. A 
charKl^r Cannol summon, control, or banish \ !i< iri'', while it is 
bwjrKj msade a physical form. 



Whrr n rlirir.icrer auempt? IQ bring a SUpematur;]! creature to this 
™rld, he must fii^st decide v.'hat kind of creature he wani;-; ".o iiii"i[Tion. 
Hewevef. the character does noi ne^jd Uj knsow the Individ ua'. creature 
persanrtlly. He merely needs to ideniify its typology (I.e., he nuist lkavei"einj 
aijDul L*ic type of being, or have leen C, in order to Summon \*.). \\ the- 
Summoner has -only ;i rLi-u^-h idea (^f the cneaLure he wa'n^ to h-i ing in to tlie 
world, he suffers a -50 per -Ity to !• s .ibility. 

Ta (ind tfie Level of a ci:-iUji ind know the difficulty and COS! 
involved in Summoning, players should consult Table 61 . Once the piniyer 
del:ermlr*ES the dtfTiCulty, Ivc rolls Id 100 and adds ihe result to his Summon 
Ability' Score. If tlie total is less cli i i the imouni needed, the difference 
between the resuU m4 the difficulty becomes his level of Fallijrt. If the ti^ta] 
is gnealcr or equal, the character ";uccEssfully brings the ^:^e^Hbre and it 
appears either in his presence or in the place where the ritual was prepared 
on i?ie nexiL turr^. Note thai itie GM can J«.t;p liie summoned crcsitirc's 
ie^ifel hiiiden frpm thp pifiyer until the ri?u.ll is finished, 

A character may try and control and bind a creature in the ^;me turn 
he S4jmmp3oe<] it - even before II tias maienall/ed compJclely When a 
rreature appean it can skt Immediatply. The cre.iture^'s reaction ttepefids 
cemplelcly on its typo and personality 

Conirol usci the exact same rules for calculating the difficulty .md 
tost tn Zeon pDiniS as Summon. A character must be in the presence of .1 
creiiture In oriJer lo control It, .ilthough iht; chnracter dccsn't heccssanly 
need to see the cre.'iturs:. If the roil Is .<;ucf essful, the chrracler takes control 
■Siffir thic enlit)', which can'', do anythin-jg to stop it. 

C-m'iU'olli^d crcaLuro aUll have fruc will, but Hiey cannot refusu to carry 
out nny cwder tl'telr lor-d gives them. Orders are cfirried directly by the spimual 

that |Dins tham, 50 rt's not rwsqessary for ^he bftng to iinderstancf ihe 
LontnjIScr's lahjp,uagc. However, this communicatran is one v/ny. I he CDntroiled 
rnji^ture cauld tie uri,^blp, or unvv,3iilg, to cOmmunicalc wilii Its cantrDller. 
Thus, many inMligent entitjes plot behmcl ijielir niaster's back to fiiK) ways of 
freeing themselves fitjfn the controi without violating their master's orders- 




N^tb^Hel ^cEHmpsnledi by a iien>DH she hgs tjonrtn^tetj 

The COntroffed creature and the controller always hove an approximate 
ide,^ of whene the OTlier is, vvhaiever the dritance that sepdrjles them- 
A eontrolled being can try to free itself Iroi-n fontrol once per hour. &r 
ew*ry time It. receives an order that directly contradicts iti nature or uhuhiI 
behavior. To avoid This, the surnmonef hiss to ovHirtome ^ new Check against 
the Difficulty of The original coniroJ roK. However, nHiiintalnln^ domiiiiiitjon 
of a creature already under control doesn't CQS.t additional 2eon pointi- 
The only limitation this ^blUly has is that a Summoner can't absorb Zean 
fnom a controlled creature or the bond breaks arid the creature is freed 
from control, eve^ i\ t>i?und. 



A Spiptual Bond traps the e^vjnce and the body of a treatune insicfe a 
material objecL Even if the entity has a ph^lcal form., the Summoner c^n 
trap it inside object-^ thai are mud-) imdier than the entity, When doing 
this, ^he summoner ronveftJ Che creature to a spiritual rnasi amd traps ifts 
essence. While bound inside an objeri, the crciiture cm not Intervene m 
the eKteflor world In any way - ei^cept by communicalinj; with the body 
it's hound Inside of or with the pei-son who possesses the arbfajct. The 
summoner can extract the entity frigm the vessel and return it Inside at will. 
Even ihouj:;h this is n Passive action, the oeing won't materialise untiS the 
begmnir,^ of the next tucn. 

Once bound, ,3 being's esserKe is coiTipletely frozen. T>iia meatus that 
when the summoner binds a cneflture he h.i« pr^v^ous!;/ contrcJIed, the 
creature can not free itsejf from the control no mattc-r how mnufh tims 
passes - even though n may r^ielve os-dcrs that against its nalajps. 
FuriheJ-more. when a bound cne^aiure Is inside (ts conialnerH it is compJetcly 
immune lo other Summontrsg AWIItles, When ;?i surrirr*oriet watits to aFfecL 
a being bound inade an artifact, be must wait jor the being to materiiilize 
in the real wwrld. If the container Is broken, or the person containing the 
bound crre^tirrj; dies, the entsty Is wmedjatjely Freed. Since the essences of 
bound entitles are frozen, they cannot gam fevels. 



EtflH^JfTJC has ^ light cterrtei^tal bounij to her winri. Tl^ 
crsjiurc is cofrtrolSal 3 net tb^rjb- to the Spiritual Bound ii eg 
not free Itself. In i^ie fjite of imfiendlng comNt, Ev^njcllrn 
cjcdcies to tislw the elerrnJiitgl aut ofihz tvand, wbtdi tal«: 
the entire CuniKit To en. Durii>d this turn, the c rtature 
c^Tn'i gttjct or fac atlyckcc^. the next turn, hi}wct'ei', 
th* elenicni^l. cornpleteiy ^TJ3te^Mll2es 3n4 cgn act ^i- 
any crther crv^f^ctcf' Whsle her clcrrienfcil I? Insld 
the wgrjti- 't I? Imnrjune to otJier cliar^cter 
Sumrrnjriinj Abilities. 

Not all vessc'is can convain evL-ry type of 
c-c-i^uifc or bein..!. Bindinj^ the most powerful 
ij-tiities rpqtilfes special prisons able to support 
iKfjir high energy levels. A creature'^ Prr.'^,encc 
iiptcrffilfiei wtKh vessels can contain it. An 
objctt mtisL have a Presence equal or grpnter 
10 ihu crcaiLire's Presence to be ablu to hold It. 
Living being'; ."ire the rxLeption. Tht^y can hold 
"jp to twice thcic liasc Pr -nrr. If an objftt or 
body already contain.-- a'LMture bound inside, 
■he creature uses up parLof 1;Ito objeci's Prr',cncc, 
reducing the amount available to contain other 
creatures. 

A •♦5 w3in4 hsi5 a Base Phssencc aftiv 
1.50 bn-ic ♦ 50 fiomn lt>r clii^lfty!), so It cji . 
con tain Mp to EO PTc^cncc bciJig. (f, fot- 
irsainplc, aSreat^y CDot^iDfid it w^onii-icvel 
hclng. that is., one wjth ^ Presence af 55, it 
■:oul4 Mntain other cxs^ims^ with s drjmbirrt4 
'1-5 total Presence. 

Mainuining a Spiritual Bond requires 
spending Zwn points daily. After each day is 
over, tht: siummo7ier musl invest the Mmc amount 
ol pcMnTS thaLiiif bindirig originilly cost. Thii cost [i 
tint equjiv^icnt of rnaintRlnIng j d.'iily sjJcH. 

If blnJln^ i thtr^-level being cost Ev^ngclwe 50 Zjson points, 
ihe must speiKl 30 moirc points e<fer^ ejqy to nriglntjin the bond- 




Evg^gellne feeing ^ cjroup of eight Sb4t^ol^5■, 
two Atcergtions, and 5 liJn<J of disrV elemental 
«ihe'5i never se^n before. In the first iGombiit Turn, 
=iw,ire of rt-lut shadows 3he capable oFh Evqngclinc 
h irs to fenish all of tJicm. She applies -50 ^o hn 
n.inisb Ability ral! 3nd makes ane r^ill ^ijair. - 
^he eigbt Sludows, with 3 difficulty of t6D I'thev 
ire tbirdl -level crsaturffi). Sinos tt cosfc 15 Zeor; 
PQints io ctpel cjnJi one, banishing al5 di^ht wll 
cost 120 points. In the next tufn, E%Tinc|eiiri!i 
ain gttcnrtpii to repeat the bgnisbrrjetTt ^^iitvii 
^he Ab^i-fatJoi^h or Ihe unknowif eJemerTfci'. 
wjhichffii'er >he prefers. 

The ."imount ai limt n diaraaer inve?':^ 'jsing 5 
parbcul.it Surr'^rnonin,?, Ability influences the outccHTte. 
This process I? usuiiily CiiilKl 3 R.iLuaL Un(3crt,ikinig a 
f^ituai re<HjlfTes compietii dedication, in ondcr 10 invest 
;.n cniff- day to i riluaii, ri rharacter must sperKi at least 
16 he irs working on il, Each Ritual {.an tie coflnpieteiy 
diffcrtni., depefidilTg on eath indiwlduari knowledge. 
Some Rituals fTequire very ■expensive components, 
while other, simpler Rliuab Just need chants or geiiures. 
"he Game Masicr and the p^^r myrt diedde togcthtf 
the type of Kilual his chtir^ictcr ^'v^|l normally use. The 
more t\m.B invested m prep;irirtg tlie rityiBl, the iafj^ the 
bonus to the Summon. Control, Bind, or Banish AWIty. Tlw 
poEsible Ban'Uiei arc listed in TabJe 62. 

Table 62: Time Invested Ijsj Ritll^ls 



A dhanscter can use the Banish Ability to expel supematurfit being,s 
from the m-stccial world. As with control, the summontr only necdi lo 
be- Hi the p.resenM of the tiEjn;^, or to suspect of hi? pn^senc? 'n orde'r to 
twriiati it If ifie character overcomes the required Difficulty, the creature 
ii imnwdistely expellee frorri tiie material world ,Tno reiurris to the Soul 
Flow or tJhe WalWr The difference by which the sLjmmor.cr wijrcomei the 
Diffoculty indicates the timo. In days, thai: must pnss hcfofe the entity on 
return to the- materLjl world - If it H able to do so by itse'sf, of course. 

if E'/:3n^^ell]|i; jttcrnpLi tQ o<pe\ ,ii Level iiciieii>ent.^l, ilie will b^ve 
to DverdotTje 3 cti<?ictjltv of 160 p3int5i an4 spend IS Zcat? points. 

Summonin/j Midti'ple 3mffi 

A character can u4e hi-s Summonin;g Abilities, Ircltading summon, 
ccintroi, and baimh, to aff^a a large group of creatures. The only oxcept-ion 
Is binding, v^jhlch a rharictGr mU5t use sepamtcly 0(n each cre.ili>rv, one iiy 
ane. When a character atttmpts tt^ sumrrton. controL or bani'?-!) muiltipic 
beings 3L the ssma time, he sullen d -50 penalty to the specific Symmorn i.. 
Abiiily used. Ir-, th-'s cai*-, the player make?; one roil 5nd spends Xht Zeon 
paints for each creature sEpanateiy. Ttie symmorier can use his power gn 
or>e concrete typi of cftature per Turn. Thys, all of the creahjtEs In a 
svmmone gromp nr^ust beEong to the same ethnic groyp. The character CBn 
freely choose the rumtier of Ijeingi; he winis to effect, as l<jng has he has 
cnoijgh Zeon to do so. TVie iharncier can designate which ones to expel 
c<:fore railing the drce. 













Immcdi^Tte 


100 






A complete Turn 


50 


m 




1 hrec Turns 


-20 






Five Turns 


+0 






A minute 


MO 






An hour 


+20 






Six hours 


130 




A day 




A week 


1 50 






A mont' iiflH 


^ 1-60 






Six months ' 


70 






A year 


■80 


• 




Five years 


•90 






Ten years 


• 100 






Htiffi tiM.'i fifty years 


■ 120 





Information and yojccts ,! ci"i.^rr3Cl'.'!- mny posisss uf .ud in Ftituals. 
These are detiii'lcd i:i Table 63; Sufnmonmg Modifiers, lirk-e the 
Ritual's preparation, they; Bonus.cs cr.n ^=:.o he .applied to Control, Blmi, 
and Banrsh. 



Summontng modlfleri|m^|^^ 


r Bon 111 usable 


■ Know the bcin.i^'s true name 


20 


1 Possess an object that belongs to it 


-10 


1 Possess a part of it 


■ 20 


1 Doesn't know the type of creature 


-SO ^ 



ttnow the being's true nime: Ti\H modifier iMutrES tKe 
character to kngw/ t^ie true frlmc. Because Qf this, most powerful 
cfcaturei pvotczt ifiEir tnu? nrimes namrt cancfuli^, us. ihey do net want 
them 10 fall inl# tlie wronp hinds. 

PiD5$es9 ST object that belongs to It The characicr must hijve 
an nbfcct thai real!/ belonged 10 ihc trclng and impof rjjit tfl- iL This 
modlfff don onJy be appfcd once, so hdylng nmre than Qne objwt tfoeirt'i 
pTO.idc anji' ikddltional adwimagn. 

Possess a part of tt; T^e characte:r must have a fragment ©f tht being* 
Hat- 1 b\ooc umplc or a li>mp sjf Hesh, 

Doesn't know th« type of creatur*: T?ite penalty only apples to 
Sinnman, as expialrved in She StUTunftnmg section. 

Evangeffric is ffhsp^Hitg to surnrrjon. contncfl.. ami bind ^ [esser 
i.vat<» dctncntal named Tc\'Anln- Evangrllnc h^5 a scotie of 12P 
in ^11 tihrec ftdcls.. iimi sinoe: Td 'Aj-^in i5 a third-lev^J being, tJie 
■JifFiciflty Is very high fur Ewn^cllnc, 5he is-gnts to ensure her success, 
5o sbe spet^Jpii an cr^+jrc rT^aDtli to prefj^re the R/tu^l, which skives her 
q Bontis dl' *60 ta hcc three Stimnnonin'^ AbilitreS- Also, sht kjroiv!. 
tkclemcnt^rirn^meaiic] Ji^sqn Jm portent bcJanij J iig C3« fluteJ, 
Atilch 4<i45 jnotber *SO to the mlt. 5iricc it's ^ thirtS-levd beln^, the 
Sun^moniDj Pifficulty 15 200, tin; t^nntt^jl nifliiziulty tsZiO. 3htj the 
^injtntj Pifficiiify IsizO, Evaoijcllnc mJlkes 3 roll for e^ch ar?e gf her 
4bl1itiffli3ix1, forturraiely, she pg^iics them aJl T^^e total cp>t in Zeori 
Itiints tor the prcioess is 210 (60 fot Summon. 120 for Cpntroi, qnd| 
50 for Slndm^J E^ch 4ay she will btve to p^iySD ^4ltlon^l poJt?ts 
tonraintatn the &lni4ln^^. 



Group of Simmimcjs 

It is poMtWe for iwo or more mdlviduaK to join fontcs and use their 
Summoning Abilities toother to increase the chjfic* of succgsl The 
is oft^n callEd a Qpcie of Summnincrs.. Two candHlons must be met to 
creiiCe a Orcle of Summoners, First, the difTenYncc in Abiiiin/ level hetvveen 
the characters that take part can't be more lhan 50. If tht Abilit)f gf any 
parlidpani; is lower thiin thii, this, character is not quaJltied to htip in the 
prcKSS. So, if a summoner hfls .in atHliTy of WO In bind and wn.nt5 to Start a 
fftiup with isthef nofle of the collalsoratcirs can have a Bind ^JailiLy of tess 
than IIOj When more thnn two summancrs participaifif the GM us*s the 
flglffest Abdiity ttvel as the basis for the calculation. 

Th^ secontf tondition is that all members must partfci^aic ©qyall^ 
iri tilt ftitugl. Thai ts, ni\ muii irjvcst the same amount cf time, tf both 
con<J<tM>ni are met. the Mgh«t-le>/el Summoneir receiyes a bonu£ for 
eilch character in the Qrqfe (up +150). In addition, char^cte*! In a Circle 
can split the Zeon costs inseiy nmon|.tjie nK-mberi - although each -must 
psf a miniimupn of 10 points. 

A Eummoner cannot hre own contrpi^el^ or bound creatures to 
nialte a Cirdc. as their essence Is pjrt»ally tied to his. 

Gnosis md Summtmng 

Since ciiaractieri with Summoning can only iJSe their fcwer^ on beings 
that arc Influenci^J by thf Soul Flew, tiieir pov/er-; af\\y iFTect the Etcings 
Setweer^ WorMs and Spirits d«crlbed m Chapter 26. Howev^■r^ some 
entities are Immuine to certain powers, dependli^ig on their Gnosis. Given 
that a creature's Gnosis keep counts haw much its esserKC: is Infliienccd bf 
the spiritual workT. they could be too powerful to be affected by ear'Jiiy 
powers. An entity with Gnoi-iS greater than 30 cannot be 
controlled. If lis Gnosis 1$ greater ihan 35, It can't tJCHjnd. 
Hnrally, a. creature with a Qnosii of 40 Of greater can nat be 
summprved or baflished wrthout its consent. 

"his rule doesn't opply ip iht summoner is an entity wstK ^ 
'i 1 ler Gnosis than the being It Is trymg lo influence. 

supcrnainml Mnip mid R^ststmce 

Sijpernatui^ tr^ratures are vulnerable to Summoning 
Abilities, and th*|r capabllSty to countorBct them Is very limited. 
Nc'/erthefcis. some entitle* are resistant to magic, 

which aHows them to better rEs*st a summoncr's powars. 
i3ccause of this, supernatural beinjs that have some addiiionaJ 
bonus to their MR can add It to the Difficufty Lwel of ariy 
SLtnimonirig Airiliiy directed s^galnst them. Not all of a creature's 
Magir Reslstartw H added, only its special boritrses - evtn if such 
: bonus, rop-p*; froni a ipcll or an artTfact. 




A Loril oh [;^;irkness Is^n ^xttcrn^ely poiverful Level 10 
eiemeiital whose natural MR,, is 100. Howiever, it h^s 
4 special *20 kjt?db to MR. that it adt^s tcj the Pjfficy% 
of any 5umrrTDnini3 Ahilit>' useil ^aitrsi it Therefore, 4 
itjmtnoner iwouM needS to smre 360 Sumtrhon, 400 In 
Control, S80 hindi, aniii ^ZO'&atrfsh to ^fjFcd I't, 

2mi Rc£cnerati0n Bound Mii^s 

Bindin;^ cdmplclel;f' freeze^ the essence a creature. 
Therefore, Dound creaturts that ha^ the GIfi are unable to 
r-.-:.wcr spcr^t Zson points. They do, however, feed on the 
. ■'•vi}<. i^ivcTi aff by the SpirHual Bond, io Ihcy csn absorb any 
7-.^on pomii the siummofier ipend*, to ri.lint i n 'Jieir Binding for 
use as their Zeoflic rcgtncratMin, 

Tel'.Arjin, tki; w^tcr derT?.Tnt3l EvjmjitfJJrie h^^ Pioiind 
ts a hevci 3 being, so the s^jrnmcnTer nrjirst In'^t 30 Z'Con 
points diiiy tcj rnaintgin the boj?£l. Although Td'Ar^i'n 
QJi i recover Zcob hy himself! he fgkes the 30 pomte that 
Ev5n^4;lit?c >pcnjs on the bori4 i( It were his Zeonic 
Rei^cncf^tion. 



Ev^oyelsi-je and Td'AYAin 




Ekmnkhsm 

Any ctianiccter who develops hr Summor ii At ■ can decide lo 
Sifheclalree in a specific clem-ent. If so, tlic c -j -lO-ct i i : ■. i-.-os ^i ' 30 bon.ui lo 
anj-' Summoniiiii^ Ability used on beings of a retat&ci etemcnt. However, he 
.ilso suffers a -30 penalty to auempis at summoning Nein^^ of any otber 
t/pc. If tlie entity is made from an element oppobice kom tlie onu in which 
J ch.iracter Kai specialiiMl in, ha suffers a -60 penalty to all Surti|-norilng 
Abilitici a^^alnst ih^t being. Once a character has sp&cia/lzed, he 
Lannot change his spcdalliatlon. 



FAMILIARS 



Some peopit Iwve the ahslity ID fOiP. part ai thicir ciiccite v^n 
supEmatur^l cretitures and o-caie an InvHsible bontl between them, lo 
crtale thii iKsnd, they mix thw spirits in vjch a way thai they botJi havt 
cotvimpn destiny, TliMe enwies are gerrtrally known j5. f amiCiars. 



'iiiuire 

When a charactei" twes i Summoning Ability 
and isn't able to ovorromc the Diffic-ilty, the 
attEitipt fai'i, which can have. L=rave ccnwsqucncei., 
RfflfTierrtber :hM any Fun^blc LevpL?, are subtrac:ie<) 
(mm the charactci^'s ^^inal Ability, makinj^ the 
Riilure much woric. Box XI lists ilv cffccl- O! 
SL-mTTioniing FiJllufe various levels of f ailurt 



Bex XI: Failure With 




Union Bend 



lis."- |T,Tnll|.1l- 



Creating an Union Bon.d that joina a -lamlhar ani .=i pereon " 
not easy. First of i^l, t?Qth pankipasits >musi. hJive a sinilar 
Pnsente - OTherwKc the difTeremce In Hpiriiual ipcf^ver wc'„li 
rriiikt itie bortd impassible, In Ofcter to (or^ the Urw &on; .. 
iherp r.in not be a dlffe^wce of more than S Presertce poinLs, 
or one kwTiL between Thp Sumrnoner ijnd The potentiaf Famllliir, 
ilioitph II doesn't matter which of the two a more powerW. 

The poienitijl Familiar myjst iiccepl ihft umon snn 
"■"^ give pan af its blood, ft-esh and spint in the praceis. 
^i^^ SLtmrnorser csn, however, contncl a being ,'^nd thcr'.^*. 
" fOit:e iLS consent. Only ElclngS Between Wocldi ,p 
Spiflts can bo-conne farn|lt;ir5. 

Once these requirenKinti, are met, creation of >• 
bond cjn begin. The castcir ^^ust pass a &lnid Oictk on ' 
creature 3S if it werr two levebj highEs-. and he mirst irrv 
10 umes thE cast In, Zeon points required ta bind It. tf he 





Failure To Su^^m 



FAiiUR£ re Btm 



ill Between -I and —10; SLimmorim^, ha; no cffsLt, but the (.hararrcr 
loses no Zeon points. 

Between -II and —25: Sumcnonln^ h.is no effect, and the character loses 
thr.- Zeon points th.it he would have Tiv(^vi-i:d in ,^ si.icct;ssful summoning. 

Between -26 and -50; SLimmoning has no effect, and the character loses 
twice the Zeon points that he would have invested in a !juccessful summoning. 

Between -51 and —75: "I he effect of the summoning is opposite to whnt 
was desired. Instead of Summoning the intended entity, a character ends up 
Summoning inother entity of a higher Level ,ind coiVi[>letcly opposite nature. 
Thv SummoncT has no ability to bind or control this bi4n|!, wlr.cn it appears, and 
' hs loses any bonuses gained from using a Ritual. Tho characttr loses twice the 
Zeon points that he would have invented in ii suc(wsfui summoning. 

Between -76 and -100: A Lirge number ^if higher-level beings, whose 
nature is opposite to that desired, are surnmorrd. The summoner hsi no 
ability to cind or control these creatures when the^ appear, and he loses 
any bonu!ies he may have gained from a Ritual. The character must pay four 
times the Zeon cost that he would have investciJ ii \ successful summoning. 

Worse than -100; An error of this magnitude ' n cost the summoner his 
lif Insr ad of summoning the desired creature, the summoner is transported 
into thi pre;- nee of a very powerful entity i completely different type 
than the one he wanted to summon. To make matters worse, the rh,iracter 
loses all Zeon points. 

5 pAiLuut' 1^ Control 



Between - I and - 10; 1 nc control has no effect, hut the cnara- 'i-t loses 
no Zeon points. 

Between -II and 25: The control has no effect, and the character loses 
the Zeon pom.' "' at he would have invested in a successftil control. 

Between -26 and -50: The control has no effect, and the character loses 
twice the Zeon points that he would have invested in a siccfiSsful Control. 

Between -51 and -75: The control has no ir*^-r. ftntl the creature is 
completely immune to the character's Control Ability. The Summoner Icie^ 
twice the Zeon points that he would have in\'.--.ted in a succv=,',ful control. 

Between -76 and -100; The affect is reversed, and the creatu : takes 
contrc ' the Summoner, as if the creature had successfully cast control on 
him. 1 hi summoner loses four times the Zeon points that he would have 
invested in a successful control. 

Worse than 100: The effect is reversed and the rreatiire takes control of 
the character. The character loses his wiilpowei and bc' ■ le a puppet to the 
creature for the rest of its lite. 



Between -I and —10; Bindtnj^; has no effect, iut (he rl- ji actcr -osei 
Zeon points. 

Between ~ll and -25: Binding h.is no effect, and the cl cter losi. -i ir-' 
Zeon points that he v^ould have invented iri j .ccessful bindi;i:;;. 

Between -26 and -50: Binding hsi, no effect, and the c4-,.iract' lo;^■^ 
twice the 7- ■ in points that he would have invf -^-d in a succc-s^ful bincjir,^. 

Between -51 and -75; Binding has no effect, and tht cr^Sttife ;s 
completely immune to the character's Bindi' / ,-%bility. All creatures T+iat 
were bound or controlled by the sumrnonci are automatically frfetd. The 
summoner also loses twice the Zeon poiiiis that he would have inv- -vi-i-ii - 
a succc'isful binding. 

Between -76 and -100: Binding has no effect, and th.-.- -treaturE li 
completely immun- to the character's Control Ability. All c i-ri,TiTurDL that 
were bound by the summoner are automaiicaliy freed and bf corns inrwr-ufre 
to his powers. The summoner loses four times ihr Zeon points "hat hv would 
have invested in a successful binding. 

More than 100: (binding is reversed and !he character's e^^ienc';' !'■ ijound 
to the being. The summoner shares his iiny wah tiie ( rc.iiurt .ir : :lii:-i. 1 
It die-;. Moreover, all ci'eatures that tr- -mmonei- had boui'- o Lunn ::)ll-;'3 
are automatically freed and become immune to the sunimonei ' Summer iii^ 
abilities, fhe character loses all Zeon points. 



Between — I and 10: Banishment h.".= ro effect, but the charaacr ckjcs 
not lose any Zeon points. 

Between — I I and -25: Banishtncnt h.is no el feet, aid irtc charntttT l0'.<s 
the Zeon points that he would have invested in ti ^ufccsSlul baf'^Tinicnt. 

Between -26 and -50: Banishment has no effeel. and the thnnlCJ^f taEM 
twice the /eon points that he would have invested in h SiKXESalU bariishnnsnc. 

Between -51 and -75; Banishment not only faJh. but the creDlune 
pf' - -mi immune to the character's Banish Ability. The Sumnionwr also kisES 
twice the Zeon points that he would have i.ivt ' d in : sUvtEivful Ixinlshment. 

Between —76 and -100; Banishment is reverserj causing several 
similar entities appear, all immune tu the summoner''- Ikni^*^ Abtiity, Tut 
summoner also loses four times the /con points that he ■•■iH>.Jid h.Wc 'nveB-lix! 
in asucecishi! Banishment. 

Worse than —100: Banishment is reversed causing a liipjon of i-'mlla) 
entities appears - all of them more powc-^fu! and romplr-tely immune to 
ne 5umrnoiK;i-'s Rariish Abilfty. The charactei loses all Zeon po;,"'.!'-. ,yi5i^ 




^LiLCCErful, both thp sunnmoner afKl thie cfealune itre bound iDgcther. 
A ';jTirn-3T>cr may want to create :{ bond t>etwe€n two bem^ wiLhout 
rormlii^ par', of the baud hirfiself. In tbiis case, the future masler of the 
hmiliif mu5t also accept iht- Uf\\ot\ voiunlariJj',, 

Tci maintniT the bond, the mastet rmust vpend balF tihe cost In 2eon 
poinb lhat would be required to keep a being of IhM te^^l hJOUtid, Unlike 
'he cjse with bound cresturcs, ibc characLcr csn't choasf? whether or 
not to ip^Tid Itiese points; they are ilulomaLiully subLrnctiid ircKm the 
■.hnracLcr's Zconic R£gefi(2ration. Ttits \% why only wizards and those with 
Mjpi-'in.iturfii ^ibiSthScan afford ic have Famiii^irs. 

Alter spendcriy tirrje witb her. Evan^ijiioe c:|<:cMc5 to mib?? 
lel'^ArqlM ber Iimi[i3i- Tel "Af^i'n |5 3 tPftPTi-Ecvrl creature, qrnl 
Ei^nntiditTd IS 3 rotir^i-liwef surnnioncf, So ibr Presence Jiffet^fKi 
hrti'.'eer) tJiem vyjtl iilltjw the iimo^. Ev^ndeliije must pass q EJfi^ 
check cif 26D Ca^ if the eletnent^E ivere 3 fifth-Je^fel crea-turc) anc^ 



In rn-i'iy ways, a famili,!!" i^. simitar tO i b&und and conrrollcd ctTC-atij|-£j, 
txcL-pt lor the fact th^it both m,ister md FiTmiijpir sharu j fra^meiiL of tfidr 
soul and evolve LoKCthcr. This means tfi.i£, unlike the r^xse vvith bound 
t5cln|s, the- e'.;ence of the FainilUr ii not frozen. RratVien it unprovGE as its 
master's decs. Each time a stimiTionei' uichieves a new level, hi;, fatnikiir also 
Ifolfis an experience level .nnd receiver 100 nsw DP. A player can use thtsc 
pomt'j to purchase new Abil ' n? f'owL-i \, for his Familiar, as- t?xpolair»ed in 
Chapter 26. 

The Familiar's mailer i= .iKvr«y5 awrLfi- al' where lui F.arMli;ir 5. 
-■ ■■ ■ ■ niort.^ -1 SurnmunEjr ceui sense tfiings through the link wilti his Familiar 
vj li r«j vvere jictualiy with 'Jie cnctitus-c. Smcc part of his soul now restdes. 
wUhin t*¥ F.imllliV, a spellcnstei- can IdunLSi ipells through thtj 
famlliir - afthough doing to rerl^jr.e^ his MA by half, A Famlltef 
never rKovcn Zecn points by iiself, but it can receive ^ 
pnrtG^ili n\iiiter's Zeonrc F^enieration if almwcd to \n cr^ 

do SO. In thi.'. way, Fmiiliars use spells or ev;:'n have ^ 
rnji^icjl n:sc<-i/cs on behalf of iiE- master. , /^^^^i^t^?^} 

Whi-'- a f;imiiiar is injured or diet, its master y^' ^"'^jp^^'^y'' 
sulfcrs Mivcrt^ly, When a Familiar lij^i.'t. Life 
l^^mts, its Master must automatic ally overcom-e 
PhR CKtik .i^ainsL twice the amount of 
damai^e (one Check per wounL''} lhat the familiar 
rECBved, or '■uffcr t -?0 Al. Action Per.,ilty. This 
ptrutr r !.[( i by 5 points every h. v v. If the 
Siimnioner fa . the PhR Check by mon 1 1 50 
|X).nt-j, he f^Si Ltntonseious. filOje ■ loners 
w-ih DiLti^jae flesistance Familiars only have to 
iTiukc a Phfl Check against one-tenth of their 
FiinHllari' damage. If a famiainr dies, it" inrislcr 
sutomatiCilHy lyfrer-^ .-i 20 All Action I'vii 1 ly, 
mil h5 mssa. piss a PhR Check iipinst th-e 
damage* that caused his familiar's □^■ath, or fall 
unconscious, d tb^ SLrmrnoner fads this Check by more 
than 60 point.";, hr- diei 3S weil. All of tK'SG rules apply 
Ituhr Familiar il' its Mastnr sulff-'-'; dam.igo or die^. 

miikint] ike Md ^ 

Nenher J F^imiliair nor its roaster can voluntarily bf^enik 
the bond betiweW' thtfTi. f lowevfir. thfire arc sevcfBl ways the bond can be 
breiosn. For {example, explained In. llie previous par^grap*!, if one of the 
iM3 dras and the other mftnagf.-s to survive, Ef'^e bond is broken:; ihe survivor 
an be part af a TK?rt' bond in the futaiTj. Another way tti.il j band can be 
b«i(*J?(i li if a thaff-dCtcr cannot meet the daily Zeon ^equl!^f^.^lent iteecSed tn 
mnintaln A- W <\ chcu-ricler's Zeonic ReseneraLion is lower than the .irniount 
hen-fUEt invest, both Fnmlll.ir .Tnd inn-iier suffer a cumuJativc -10 All Action 
f^iilly ever/ ^3^. if (his continues to occur for ri week, the bond v*. biTjker. If 
lh£' bond bfeakl in this way, the uummcmer pcrmanantly loses 1 point from 
his Power G^ianicreristic due to die fnsj^mennnfJ af his soul. 




Ff a FaiTiiKar's master desires. h« tan Iwntef tfie creatunc''s prugrsss by 
nut k'tJUn^ il achieve bvels akwig with him. In thte case, the cneature bscs the 
chJiKe CO Irfiptwe, atxl iLinlisl wall far its master to go up arrother level befcre 
ft ha^ ;irv5tt»er chance to lmpr»«. \\ this happens too often, the Pirasance 
diffcrnnce betweeri the Fruniliar and Its rnnster ini/ ilamd at morr thafi ftvE 
points.. Summonci^ somctsnei see t>ie r>Eed to this because they cim"t afford 
the Zeon points riecessary Co rrwiritain ihc bofwi wlih very powerfiJ beings- 

' INVOCATION 

Besides Summoning Abilities, ch.irarters ;ilso have live ability » conlailt 
icTimenielj' powerful bclr^gs antt ask d^m for trm.-sorary .nld. Siich bemftS ^ 
irrimune to ihe iJStJisI SumrtMinlnf, Abiitics, but they still mtei^en? in the world 
in limited ways - ?om.eti-nnei sharing Lhtir power with thc-ic- who call them. 

tVz \\mu\\mi Cmwm'^ 

The ticst thing a chaniner m:UST do to receive ihc power fram ar^ 
InvoKation is overcomie the r£;qulrE^d Diffifyky. The character uSes the 
&gninK>n Abiliiy. iis he would use to call arr>' stipeirnatural entlcy. Ejch 
Invocation cost^ ?i specific jlfinowni of Zeon poinls, wbic h represents the cost 
of iJic cnlity manifesling itself in ehe rn^iteral world. Tiie F,ilhjre Level for art 
invocrtion worki eXitCtly the same as the negative effects described tn Box 
IX: Failure to Summon. 1^ the churjcter can ovcrccmic the Diffkiilty 
required, tp.u invoked bc;nj; appears before the- char,3ctef. prc>poses a pact, 
uind diiapp<eari. The pack is a rcqust or condition that the ch.3racte*" must 
meet to receive ihe entity's powen. The invoker can decide whether or noi 
So accept the condHtiop -., but he r, not u^]t:i||ed to carry tfwm cMit, Unless 
the pact explicitly st.aips o;lK--rwt:^, ti>ere iS fiO Lifflt Hmit to Carry o-ul 
conditions of the barg/iin. When a ch^irEicter beHeves the p^ict ha-s 
been carried out correctly, he muit invoice Ehe enot^' again 
and .ir.i. t f-: r*- -.mure Lo seal the pact. If the ch.4racter has 
carr>eQ out the piKt's conditions, the Invoked being grants 
him the ability to sumimon its [jowcrs- tf J character aiks 
n betng id seal ihe pdct without hairing fulfilled hrs erni of 
^ . , the bafgiiin, the irivocatlon faifs, and the charactta- 
E='!^^^!z^ loses the option of doing it agawi h the future. 

Onci: a pact is sealed, there is no way to break 
it - even if the required conditicm disappears. 

There is no limit to the number cf Ih'.otaiions 
a character can acquire if he Fulfills the conditions 
tif all pacts. I I owe -.r, a character leaves a piart oF 
his essence wii acri Invocabcui, so when or>o ol 
1 h(- Arcana has ^rantecf a power to the fharainer, 
that character cannot vgn a p.act with an opposing 
Arcana. So, if the caster ha.-; been granted the powe<r 
of Justice, he can slj^n as tnanj' pacts as he likes with 
othc^r Ar!--ina, tK>th pure ttnd reveftedf but never with 
Justice RcversiEjd, 

A character can use any InvDcaiaon whose pact ha? 
hnen waled. This ci dorae by overcoming the required 
Difficulty with the Summc^n Ability and 'jperKl^n;^ the 
fieeefed amount of Zeon poFnts. The invoker mu^l 
use the time modlf 161*4 frami Tabfe 61, but not the 
general modifiErs from Tabte 63. Thue true aliTi of lnvuLdr..oiii is to endow 
ih* Summoners with the ahillEy of a superior supern-itur'il beml. which 
can be relied upon jf they don't have time to use their ovv/n crejlures. 
Thus, Invocations don't obey the general rules for Summonmg, ^n^ they 
don't need to be Active ActMSns. During ihe time a character prepares ari 
Invocation, he concentrate* .snd synchronize? with It, so it Is possible to 
use as a Passive Action. Howcvci-, each Invocation can hs Acllye or Passive, 
depending on i(s own nature. IL i:i pomble tc use as many IfYVDcjitlons 1^.5 
3. charactor need^ durtng a Co*nbill T^rrv, .nlthot^h the dnic bonus will 
only apply to one of them. Using an InvocatWfl has the same tn^tlailvfi 
unarmed actions and ri'>iii]^iiL; ^20. 



The Pomr of \fmcalhm 

Whcfi somtone ums an Invotatioh, the entity fn^nilfests Itseff an<j 
itJ sower iJgaifiST the specified tiir^et, The ttiancter has a compiete cpntral 
ovef Its eFlects, m if it were a spoil he'd cast. Each entity gnuits a disffcrcni 
501 of abilitves, cIlEcts, and duraiion. Th* greater t>it chara^wr'^ Summon 
Ab'lityv tile mCH't: powerful maoifest.3tion achieves. 

As a general ruip, unlets the effect of the Invocation states DtJicrwisE. 
tht?sc entities are able to damage and defend ihennsetvts From any creaiure 
or type of rjUnck, wliOKuer iLs GnOiii or tnnjvuinilees. 

Ini^okjt^y Ihe Hi^h Ptiestess, which cHj^tc^ SCiO-yfi;=PSmt 
cjsfrnsJve etieryy shielii, hq? ^ Difficulty 140. but the char^icfcf th.it 
uses tt scHievcs ^ fina] tisult of 210, which 15 70 points rnore than 
the miiTirT7urT7 h^tJ|he4 Priestesss ghrlsty allows the cgster to 
r^ise the Resist^ r^cc of the shkl4 1O0 points for every TO paini5 that 
the caster overtome t}ie DffFiculty. ^ the ^hlelii's tsft^l %qluc will he 
700 rrjore. 

ihe following provides a liil of some- af the InvocatkwiS ava4lflblc 
in the world of Gaia. Each Cjrie of them is defined by the Fallowing 
I 'i r:iC"eri'.r.:rs; 



The Pure Amu 



0 The Fool 

Th* FdqI is bath the weafcKt of the Arona arKf the most powerful, 
li represtriw ihe beg,LTinlr»| .wd ihe etid of e^rything, !t Uai no specific 
moti^ratlonE and is l ccKinpletely innocent entity, (t exerts an tnormcws 
influence over the rest of the Artina. boih the Pure and the F^fiversed, 

Pactt The Fool wllS asfc irrwfeers to Inliiace And cornpJy with a Paci with 
anQttier Arcanni. 

Difficulty: 12)D Cost TOO 

Atk. AbrlSty: NA Oet Abitity: NA 

Action: A^Tlve 

Effect: The fool rEmaveS any bsnui or ptnattj? the IrTvtJker msy rKefM* 
in any future lr»vt)C4tiwi, whether by rstual or some SLpperrmturai effefl, in 
gamt terms, the charaner vylKcnty hawJiwwri Atiility toiriake Ipvwjcaticjna, 
no matter hovy mu^h t,*me he Irwest^ 

This [jcwar only affects t*ie Summdn Abiliiy when making an invocalion, 

Duration: 1 hour far each 10 points of SUCteiS Over the DifTKUlty. 

Usual Appcitrance: TpKe Fool usually manifests ll«lf as a jwjng female 
ditiiLxl like ci clown. Whh-n mwnked, she dances around the invokia- and 
then dl5apf>e,irs. 



Pact: 1 lie pad is not the only poiiible mteracnon 
for any InuocatloTi of the sarn* bemg. it's just '.he 
one most, e:omm^?n^y requested hy the entity. These 
pTicts arc provided as a guide 10 the Game Maitt;r. 

Difficulty: The v^hie a character mu^t $urp?.^^ 
widi ihelr Summon Ability to use the ln'.H:cTiion. 

Cost; IIt- /con points ttiat tihc Invocabon costs. 

Attack Ability: If this is an offensive InvoC'jlion, 
thiis is the Combat Ability IL uws to iitiack. A 
syifbo? ifier ttie nmount "vif^.ir^ thir :in invokcr'f; 
Power cm nH5i; the Alt.ick Ability of the Invocation. 

Defense Ability: Like the attack ability, only 
this is used 10 defend the invokcr. 

Effect: Thi^ describes the £\k-<:\ trc Invocation 
producei 

IDtiration: How lon^ the Ifivoc^itlon or lis effects 
staf^ active. All mvociitions only last until the Cambat 
Turn In which they manifest themselves - unless 
expressly spccificcf otherwise. 

Usual Appearance: Like Pacts, thi? invociTion's 
aptp'; .ii --.liCi':: i-.^'i lixrd. Ihis \S tha most common 
form they take on before mortals, 

THE ARCANA 

The Arcani haw no physical form, and Ihi'y 
don't intervene- in the world. They aren't gods or 
hJjJh powers, either. Rather they sve manifestritions? 
c>f mail'5 passions and spirit, personifications 
created by the Sioub that return to the flow an<j now 
are nurtured by the very ener^tes .pf reality. The 
Arcana are siispcndcd in the Soul Flow until they 
sn-' called to thu world, and thewr rrvansfesLitlCHis 
.■:i 17 ■r.-'i i! vt:ry short durailon. Their appeargnte in 
I ' ■ 'At' 'workl (S always in jhe form of ilJusion, 

ii ■ •■ .=,vaUirs can't he attacked in any way. When a character invokei 
ihe .Areana for the first tirTH;., d*tey offer Pacts to Ingratiate themsefws. In 
e.!<£han^ for fufftiiin;^ tihe Pact, the Arcana join themselves spintualfy to 
these individuals and fl.1bw them to Invijke their powers. Except for IUe 
Tower, a\\ Aircana are divided Into two di.ffercnt groups according to the 
exirstentiaL aspect that lead Id their birth. Arcana based on positive aspects 
af Ri&aliiy are called Pure, while their dark rwins Are ceiled Hewersed, 



■A 



I The Magician 

The Magician is the fcrit of all Arcana. 
II represents hcjinnlngs arwl the wlH to 
undertate projects. In general. everrthin| 
neiated to the fheids of AhilltKs, tin 
attributed tn iL k 6 the Arcana thai controli 
'^iiipcrtiatural pewen. 
Pact: Tlie Magician usually requires i 
h ■':i !Kter to reach Mastery in an Ability. The 
.-i- dIcg can be left to the Summoncr, but 
tcmctimcs The Magician vvHI Irnlicate wtikli 
Ability ari tn^wker rrvust master. 
Difficulty: IF.' Cost: IC-D 

Atk. Ability: Xi Oef. Ability: 70 
Action; F'iswve (vaiiiibie). 
Effect; Wnen invoked, The fna^^cLan can 
cast ,iny Free Access Spell no higher than 
Levx:! SO. Spells Arc citst using Its base valut 
with no modifiers. The Invocation is l^siv? 
m itself , but whan it ts used lo casl an Active 
spell, the character must have Actjon tn the 
Con->Liiit Turn lo i^se It. 

DuratiorK I njfantineous - but the cast 
ipell persists 1 turn far every paints of 
success over the Diffrtulty (onky if lh.e Ipcll 
is n".alnt j ncd). 

Usual Appearance: The Magician 
usually iippf ars as ft middle-ajed wizard 
with i3 wand and a ring. It maicrtailzes hM 
to the irtwoker, Imitating him arvd tasting the 
spell as if <t were a ncH-mal perBori. 

EE The Hi^ Prieite«s 

T>ie High P'riestew i^pineservta wlsdort^ 

un.ujtHsn, and memprv. She holds all powor 
that can b£2 ccmsidered divine in any rBl^ton, 
and it protects cvcrythiflg sacred. 
Pact As the iricamatHsn of wisdorti, The High Prleste« vyiii pose a nddle 
or eni-jgmn to the irVvtaker, wlw must resolvie It without any outside help. 
Difficulty: ^AO Cost: 150 

Atk. Ability: NA D«r. AfailUtyL 160 

Action: f assive. 

Effect Creates an ener^gj' shield (usirig Bne FViestess's Ability) 0«t 
proiecLi the iiwoker against an^ typ« gf attacfe. The shl*3d is ocmptjsed of 
tight and can withstand gOO paints of damage befdrc bfeakOTg. However, 
possesses 100 sttditioflal Retlsianc* pcunxs for every 10 polrits the tnwjlier 
sutceecfc ovef die Difficulty Level, 

DumtlQfi; T Twrn for each 10 points over which tlw Hwoker exceeds 
th,o Diffjcuh:)', 




UsuaF ApfJearance: The Priestess manifEsf^ nz> m esfwcfaify 
btiUtl^ul you'ijLi wof.an who radialcs liphl. She wears ^e^igilOUS garb tfi;)t 
'its wit^ the invoker''5 beliefs. Her shield usually appears, ai six pairs, white 
wingf, which surround ;he character and proiect him fmciin aM harm, after 
whkh they float apart as fealhers. 

HE The Empress 

Th<? Arcxiri.1 known as Tlie Empress ihe ffmale asp«i of creauon. It 
rcprDEcnts intelligence, crgatrvity, and mottierhood. It e^nbodles tJie pKSwt^i' 
of maitTniLy, whtih allows It. to protect those who nt?ed it. 

Pacti The Empre» chooses someone wenk who's vc^y dotu to the 
irM?l(Er and who nc&dz protecting, The E'nnpress Kk% the cl«airi!£.Li£r lo 
miunt thai th.is person suffers no harm for the rest of their li fe in exchange 
for sePlling the P-ki. The Empress will withdniw her power if the character 
^jils in tti^ [futy. 

Difficulty: IbO , Cost; 200 

Atk Ability: NA Def. Ability: NA 

Action: Pjiiive. 

Effect: Angmerns by -20 all Fle-slsiantes. i-iiSu-f of ihn- invokcr or tl-'i. 
person ^iesigriated by the invoker. Thi-s bonus to Reslstariccs inertascs by 
an adtfitjonal • 10 for cv<'ry 10 poirls ibovr the Difficulty LeveJ by w+lith 
T.he invoker iuccec.'<Js. 

Duration: t Turn for cich 10 points over t^Vi Diff.LjIl/ by w+irch the 
'mokcr sac'iccds. 

Usual Appearance; The Gmprcii. usual!/ appears as a tjeautiful woflnan 
vve^nrig r«::jt;"l <ii css And .i crown. She huj?S tilt S.ub;L"CL dc-sigrp.tcC by ihe 
inrokEr and leawas a light glow ov(?r \ho person, 

IV The Emperor 

The Emperor represents the n^ascullnc aspect of crcnlion and natural 
pDWET. It is the ^ai^ ruler, a slablp force that USM its power whc:n nctcSiar/ 
ajld ar\\y in a proper proportioin. 

Pacfc The iTiTOiter must toetome the leader of .i group o*' ,i numbcri- of 
people wh i:"-! follow him of their own fret wil . 

Difficulty: 160 Cost: 200 

Atk. Ability: 110 Def. Ability: NA 

Action: Ac r.-e. 

Effect: Wh^n Invoked, The Emperor lakes the form of a ^Asr^ior wiio 
physically attacks the invoke 's .id vers a ry. The ,?itt.a<:k has ?i Base Damage 
o[ (fj pointi and usci the Cut. Impact, or I hrust Atiact Typ^ (the invokcr 
decider Wfrinh). The Emperor c\l; ,in ddditionai warrior that makes .in 
addlticinal attack in the s.imc Comh-it Turn for every 10 poltxta by w*iith the 
invoker civi:rcaTncs the Difficulty. All w.TTiors disitppwr (ifter their Jttjck, 

Duration: lr*SWnT. 

Usua] Appearance: It .i: I ing or monardi with a crown 

and iccpji Wiii-n i ^okcd, ■ i^. .. : . -..-.r.-d on a thror>e fldailni^ abcA'C 
llie invoken With a regal gesture, it cagses a series of warriors to .appear 
arcyurxt the tar^eL These warriors imrriedifltES>' attack and theri disappear, 

V Tlie Htierophant 

ThiE Arcan.^ represents e^/Rrythlnj; Sacred and sanctlfle<! in any religion 
and i'bminatES mankind. dGslnoying ignonr.fff .ind everytJl>n£ pagan. 
Pact: The character must atone or be pardoned for all of his pasf sins. 
Difficulty: 170 Cost: 250 

Atk. Ability: 160 / Def. Ability: NA 

Action: A^llvu. 

Effect; Fh^' Hienophant yaes Its Attack AblHty co laurkdi an cneriy blast 
against a s^ecifk: target in tight of the inwker, TTii'^ [3H.?ck is corvsldered 
equlviient to in attack spell. It uses the Energy Ait,ick Type and possettes a 
Base DafTi^ge of lOCi. The btasL infljcti double d image to creatures rielated 
to darkness or evil energy. Unkke other Invotdilonsi The Htcrophant does 
not need to act instantly, as tt will stay b^.^ide 'he l(Vvt>ker ai lor^g M the 
Invocaiian lasts, [t disappears after making the attark. 

Duration: 1 rtilnute for each 10 poltlts over which thr invokf^r rxccrri^ 
One Diflk-uhy. 

Usual Appearance: The HIeropliant usually appears aj an aid man 
dfiexEfd as a high-ranking priest pf the invateer'j ct'iurch. It make* a gesture 
of Istes5*n|, and amorg, 4i chorus -of rcligiDus chant^i. It creates ^ huge cross 
that fine a boll of sacred energy. 



V [ Thfl Lovers 

Thll ArcarFi rT^I^r^fSenti human senLim.ents and free wt]\. it h.^s the 
power of ell basic positive emoiloris In living beings. 

Pact: The im«j5«r hw to find s per soti with whom he wants to share the 
rest of his life and whom he toveg. more tiian anything. 

Difficulty: 1TO Cost: 2V.) 

Atk. Ability: NA Def. Ability: NA 

Action: .'.issivT* 

Effect; While tihis Arcana -is active, any persofi who Initiate an o-ffensiwe 
action against t*ie invoke^ (must overtwrie ani autwaiic MR at PsH Cheek 

^ wlfbifl Difficulty of H-D or the atUcker won't be able to execute the attack. 

" The Resistance Chctk must occur each Combat Turn in whicil a f>ew 
qffensive Action ogamst the cltaj'a<ier Is declared. The affected parties can 
continue to ,ict l-'reely. but they can't attMlc the character or dirctily cause 
;5ny other damage to him. It <e equivalent to r^n Au'nmatic [ Ifea with the 
condsXion of -declaring an attack against the invcAer. 

Duration: 1 Turn for each 10 point:; over whicii the invokcr exceeds 
Uir Dilhculry. 

Usual Appearance: This Arcana iippears as n pair of beautifuji artgels, 
male and female. Each has only one wing and they can fly only because 
they hold each other When ihcy arc inwaltjcd, they don't usually piysicatly 
materia I l7B. but nither Chey change the invoker s appcarenccj mailing 
him Irreststlbty beautiful to the observer. Ewti individual sees thij Arcjna 
differently, but It keep* iht same gertcral appeaiarce and nature. 

Vf[ Th« Chariot 

The Chariot represents movement and the ability to -.lay out of haiTn's 
way. Tl;i:i .Arcana ^'Crni .material spacn and pertiaps time .is well. 

Pact; When It manifeits lltflf, Tiie Chariot will aik the imvoker to 
undertake a journey to a specffK place. The place will ilway bft dhtant, 
one -\h'zh '.he charnr^er has never vlsitefi- 

Difficulty: 190 Cost: WC- 

Atk. Ability: NA Def. Ability: 200 

Action: I Vi'.-. vc 

Effect; 1 -ic Chariot iniL^ntiineously tr.^nsports thr mvoker, .lilowlng him 
to J'Jk i. ■i-mself against any attack. In game term.s, the invoker uses the 
Ar(:.^n.a's D^fefisi^-e Ability al. if it wtt^ his own Dodjc sctjrtL The Charixjt 
never suffers, penaitie-^ dj(= to the arra of the .ittacks. No iTiatter the range, 
this Arc -r I can iransporl the anvoker out of harm's vk^ay- 

Duration: 1 Turn for every 10 points over whith tJie invoker exceeds 
ths; D If rull f. 

Usual Appearance: The Charrot never adopts a humanold appearance, 
Rither^ It appetirs as some sort of vessel or supernatural transport. When 
inMjised, It covens the mvoker ,*ind moves with him. avoiding attacks. 

VIJI The Strengtii 

This Arcana represents strength and mastery - alth<J^ug^ at a (more 
basic ievel It represcnti the concept of pure power 

Pact: Streng,th will n-que',' ,i [jower tifal from the charBdDer. and it will 
force the invc'ker to f.-^c:: .1 bi: ii^ (no*'niaily a Maf&r ElemenuJ^ though 
^■ener^ily net one of more than Level 6) ll summons tor thrt purpose. 

Difficulty: 2C3 - Cost: h'J 

Atk, Ability: 200 * Def. Ability: NA 

Action: Act -.e 

Effect: 1 inTOkcr Can make a physical attack using tt-ve Arcana's Attack 
Abiijry. This atuck is ■m^ide using the Ener^ AT, wsth a Base Damage of 100 
plus 10 for every 10 points over which the Invoker exceeds the Difficulty. 

Duration; Instantaneous 

Usual Appearance: li manifests Itself as a gigantic, perfectly muscled 
ti t.in, or 5om,^ ti mor, .:is .1 metallic beast. Strength iipptar^i by opening a breach 
In rcahty bciore the fnvcjker mi then charging toward the adversary - alter 
which .'t dtsappcar^ the same way It appesred, 

IH The Hermit 

This Arcana represents rrwdltatlon and austerity. It asscjaatBd wtth 
peace, franquihty, jind .^ctioiTS that reject the path ofvlotence. 

Pact; It requires the invokcr to intervene in a specific sJCuaiBkjn. The 
ch.ir^icifr ilKist avoid ConFllLt and find a -jcau-Tu. iol'.'L'cn. 

DifficuFtyj 72.0 Cost: .00 

Atk. Ability: NA Def. Ability: NA 

Action: I ,, ivi t 



Effect This Arcana aloyw^ the invoteeir to defcrrfj himself from nnv kind 
ufaitiick as if he were 2 D.image-ResisraTice oreatune. The diaracter may noL 
Hi* liny ©[her Dcfc-niivc Abilliics wHjIg bcneritirg. frofri this Invocation. The 
HijiTnit p*iov|clei .1 bJW of 1,000 iddrticmal Life Points to the ch^racser. as 
WE?II as .in Amnqr Type of 6. Pljyeri SUbtraci thc&c bonus Life Paints wiien 
the character is blL by an attack. Once th* bonus LP are jcH^ni:, the character 
loses h'S own LP dirtxtly. The mv^kcr nxeiveE 100 additlan^l LP fCH' c-ve^y 10 
points ov'e*~ whicJi he ej<cee<fl the O^ffitull/ Level for Chfs Invocation. 

Duration: '1 iurn for every ID poinESOvtf which thfc litvokEr exDEgds 
ths DsffltuiLj'. 

1Jsua:t Appearance: Tht- Herrnn .a^jpears as an aid maji with -i quiet - 
bok about him. He hold^ a Limp m oni? t\Cir>6 iind i book in the ot^r.'Tho 
Ift^cx^nion manifrtla through the S-unimtoner's body .in<J Sufroundt hinn like 
ii shiekl, Whefi it receives an ait^tl^ and suffers damage, it cr^cia bte a glass 
image. Little CtttJe, the protected chajiaetier becomes vHjfate. If it loses all 
bofius Lifc Fbints, The Henriit sh.3ner^ Into htmidreds of pieces, fcavifig the 
Irfv-ofeef defenseless. If the Arqana doe not shatter when the duration e3<plrcs. 
It disappears In 4 Wlowing swrarm of pages that erupt fnam Its book. 

>(The Wheel t>f Fortune 

No other Arcana is as chnrosic aiKj iinpredittablt a^ iLhe Wheel of 
Forlune. It iymbolizcs chance and luqfc - .1 p<KSJcive chdr^ge thai nobody 
knows whftre it will le^d or what It wiJI bring^. It exerts a great knf luerice over 
the rest cf the Arcana, acting as the balancing point among them, 

Pact; Whether or net the Wh&pl will ;KCi?tpt the Inwfeer 14 dtcided 
pi.ir-?-ly tiy ch'Hfice. Rip a coin (heads or tails) or rod n di« (odd or ew^n.). 

Difficulty: lAQ CiWt; 430 

Atk. Ability: \&riablc Def. Ability: V^lahle 

Action: i"^v..nive {variable) 

Effect: Wlf(4> cilSed, the Whed of fortune provides no Abilities In itself; 
instcftil It \n-/Qke^ another A<icana choseri at random. The cfifference by 
which the invofeer has managed KO overcorme the Difficulty ret^uircd; by thn 
Wheel of Fortune wlH be considered the points ysed by the corrMparidIng 
InvKx^ition. To decide ^vhfch Arcana n^anifeits itself, rqll HdlOO and check 
Table 64. The Are^ln,^ copied by the Wheel of fortune need h^e m 
othiir bond v^tth the inwokeir. The lnvoc.nTlCwT li Pasjsivt' m itself, but if it 
Invokes an Arcana with an Active Action, the char,^cter mij-st wail to have 
the Inltl.Titlve jn the Combat Turn to uie ihc Invocation. 

Duration: Vari.^ble 

Utual Aftpearancf:: The WheeJ of Fofiune .ilways wears tht same face 
and form (ihci«: of a yoiin(| |lrl of an indctorminate age). However, eith 
time it appears,, this form it looks dlffereint and wear different cfothh-ng. 
When tailed, it appears in a small whiriwlnd disgttised as tfltf Arcana whose 
pwers It providci. For example, ef it appears as The Emperor, It appears as 
a gfrl sitting on a throne who tails on her wan-iorB. 

Tai^lf 64 r Whfpl Or FmruKE 



Result 

I to b 
5 to 10 
11 to 15 
16 to 20 
21 to 2S 
26 to 30 
^1 to ^5 
56 to 40 
41 to 45 
46 to 50 
51 to 35 
56 to 60 
61 to 65 
66 to 70 
71 to 7S 
76 to 80 
B1 -o 85 
86 to 90 
91 to 95 
96 to 99 
100 




Invocation 

\he Fool 
The. Magician 
Trie I'lip.h j^ncitcss 
The Empress 
flic hmpcror 
The Hierophani: 
rtic Lo^/ers 
The Chariot 
The Strengtli 
The Hermit 
The JliU^cc 
The Hanged Man 

The Dc;ith 
The Temper';ince 
T hL- Devi 
The Tower 
Tine Star 
The Moon 
1 ht: 5un 
The Jud^i^e. 
The- Woi1d 



J 



K] The Justice 

Justice Li th* flfst of the upper .Ajtana. It represents justace and 
tegality in a strict seniie - scsires thilT try to keep everything in balance. 

Pact The character must judge a diffccult sitLrJtiOti or prevent an unjusf 
i^ct from taking place. Justice will often propose thit the Sunmnoner 
intervene In a concrete case that it pnuposes. 

Difficulty: 260 C«t: 500 

Atk, Ability: Variable Def^ Ability: 

Actk^: P.-is-sive 

Ef feiit: Justice reffecLs an attack suffered bj* the Irtvoker. By default, iL can 
only neLum one attack in a Combat Turn, but it has *ie ablhty of rrakln^ 
an idiJitional defense (that iSf rtttrrn another attack) for Every 10 pomu 
over which the Inwoker exceeds the DIf ftculty. To netum the attack. Justice 
must athtcvc a counterattiKJt using its [:>efensl'Ke Atxlll^, Without receiving 
anrii' peitiliy for addltldnal attacks or combat mfocfifiers. In gam* termi, the 
defence of Justice acts Itke a magical shield. Aitacks are returned with the 
same Flna^l Ability and damage with which ihey were made. This ability aJso 
reflects esoteric effects, as welt as area attacks. Unfor lunaitly. If It is unable 
to reflect the attack. Justice doesn't provide the Inwker ary additional 
type of protection and doesn't rEiduoe the attacker's ability. Whoever 
uses Justice only have thefcr natural defense roll to protect themselves, 
wilhouL adding an/ ability. This is ")ust." 

Duration: Iriit^ntaneous 

Usual Appearance: Jirsttce alwa^ appears as 3 fEmale warrior arined 
with a sword and scales. It forms In the air arnid rutKS and steps bctweEn 
the aggressor and the invokcr. it creates one or several mirrcws that absorb 
aitacks and reflect them against itie attacker. 

Far cx^rrrpte, 5 w^mor 3n4 a wizard ^H^ick Evince' fn-c in the 
s.^me turn, EvaiigeJirje hgs 3 pact with Juttioc- The Stjmmonet 
mjn.3t3e5 a Find Stiriimoh A^ilfty o^2&0. » Justice will reflect uf 
io tlirdc ittadis faf bcr thi?. Combat Turn. The wtzgjtj is the fitst to 
act. He^ijiSts J FiQSil M.a^ic PtofedJorj score of Z2S usit^a hb Fihe 
sptfll. Luckjty, .fcjSi-tice tolh the tiice to protect Ev^ntl^tioe .im^ ftoWh 
■i Final PefeDse of 260. Evqrjgelttie returrjs the Fire R^ll with the 
s^^me Ability it WlIs cufi t2Z5). Unfortunately, the warriat^ rcJls SOS 
th^'.iks to two Oper7 Rjulk, 3ti(^ Jtiitloc only tolls 1t.^ on the tjice, fof 
q Fiiwl f>efet?5c; Ability of 250- Sinoc Justice didS n't stop tbe impact, 
Evar^gellne suffei-s attack oi 305, and cJio cjply i1efen4 herself vv^th 
lier r^^tural foil. 

KlJThe Hanged Man 

The Hiinged Man represents heroism, sacrifice and abtMiEment - the 
power af those who give ^jp eve<"ythrrig for Their beliefs, whatever the 
COntcqLKrKcs. 

Paet: The character must hcroicaHy risk his. life for somethlnj^ or 
'lomeone. The character's life must truly be m danger, and the possibility 
of death m.iist t)p r?.?!! for The Hafi|ed Man to provide its power. 

Difficulty: 2'dO Cost; 550 

Atk. Ability; I'lO' Def. Abilfty: NA 

Action: Activt. 

Effect: Ihcr Hsngetf Man iises its Attack Ability :o nuke an energy 
blail a^ainsl a specific tn;rget. in game ternis, the attack Is an attack spelf. 
Thrs Arcaiui's AtlJCk Ability increases by t points for every 10 pcinu 
by which •ihf. irwoker exceeds the Difficulty of this invocation. The Sase 
Damage of The H,Tn|;cd Main's .^ttatk li fogr trm^s the Life IFbints the 
ifivofct-r isso'lflces when invoking. So, if he spends 50 LP, the Ease Damaje 
for the attack will t)e 200. Dama|e sufferwl dhrough this sacrifice cm he 
recovcHMJ norm^iHy, 

Duration: Instantaneous 

Usual Appeaf^rtee: The Hanged Man ^pp-sars as a middle'aged man 
with rope mirk^ on his hands and fcct. Hit Dveriiii look may vary, tnit 
it is comnnonly th.it of a kiHgiu with old and rusty armor. The Hanged 
Man holds out its haniis toward the Irtvoker arwJ receives ihe character's 
sacrifked biodd.. The character need not clo anything in this prodea. 
SncB temporary stijitmata appear in ihe character's body, and his t>k>od 
fifes toward the Ar<ana's han^Js, OrKe it has received the blood, The 
Hanged Man kneads rt, molds it into the shape of a Cf Imson. Jance with 
sjypematuir^ cJiains, and throws it acainst the adversary. '* 



The Death 

Till'. Arcma jjHTi^snifici renewal gnd deansng. It Is a regerefatfyt force 
thrii irnnsforms aM it tcuxhui. 

Pact: This Aornr.-j U5ij;il:ly requests that Lhc character sulfrr .1 rteaiMieat^ 
MpcrlcTtc ihon nocovF^r. To do this, the Irivoki^r must re.ich the tt,^^t 
betyvfifii lift* and dcifti, and then p.-j;;?. ll-c oblia.^'ory Ciie5.k without outside 
irit^rvrnljon. 
Difficulty: 300 Cost: 600 

Atk. Ability: NA Def. Ability: NA 
Action: Ai ii--. 

Effect: When Df nih mnnilesi'i i':^.fir, it conipletdy cures the Invokgr or .) 
' Lii.;"i I tJfjipfiUcd by the invoker, nullifying any iieg.jlivc or damaging Effra 
sru^ie on him - e^^n if lllc penalty is purely physical, like mis4.in^ limb, 
Likcv/lsc. nP ipeills. psychic powers, and harmful supcrn^itur^l e^^ects art: 
lU'.tjmatitallv nullified by \hfr- T'cath's power. 

Duration: lr.'.jL6n'..aneO'Lii. 

Usual Appearance; Dcatti appears 

w-ir-iTiiin v:--:".- likei :iss chan.t,0!! Lonslantly 
!rum tha": of -i child to an old woiTian ivt 
i£Lur«A. :'l wears a thrc.idb.irr! cloak madi; 
COPdpleieiy out of darkn?.*!.!,, whicli Icavof; 
only ili hcc .ind hands visible. Wh(j-:i nvoked, 
it'ifJpenri among pieces of brokt^n cloak and 
pn^i<'S through it-.L* L:-.iirncter, rrj^cncrating 
tim completely. 

1\IV The Temperance 

This Arcana represents perfect balnncf 
lind hnrmony. It has the .it>ility Id help others 
fldiicvB their true potential, 

Pact: It uiuEsfly requests that ri rharaccer reach 
ii '-iwtirit power level. In game tenni;, lc]mpt'-i-ance 
'tvl I'^^quest th^t a char;Klur rcrsthi between 6;.-i 
arri Slh level b-r^fore conC'5'ding its power. At the 
wry least, a character must up ,^ level after ihe 
Pmi I'? prci/csed ttjr It lo be iciitcd. 

Difffculty: -17.0 Cost: 650 

Atk, Ability: -NA Def. Ability: NA 

bullion: Aciivc 

Effect: T( ■ ■ . lerance boosts the effects of othi.r 
Imocjlions. automatically adding 100 poinU lo 
the store by which the invoker (^xceffJed the 
DiffiEulty Ir vel for any other Invoc-it ::-n - including 
!Tiicr:.-'d ArtHiia. 

Duration: 1 day for ich 10 points by which 
Iht invc-.L-., '. <e(.-i.';cd th : Diffiti i"y. 

Usual Appearance: T\ :: foni it iTiost 
amrcnl^ adopts is thut of an dW/ip o f indctcrminatr 
Jfflt, kufpsnri amon^i ^■^^olnetric fo-ms ,ind grants 
Its bonui to the ivok It lh( (' ^appears. TTit: 
-^mcltf iluiuully !■,■. witf . spec ;l mark a sign 
'that the Irrwocittofi's pow^f li, :ictive, 

KV Tho D*v!l 

Tht! Artariii reprcients passion and energy - ttie power lo [apply one's 
atilifjqi io rewh ^Jiffe'Shl ends. 

Pact; Thrc Devil w:ill ■^sJ^ ^\ve. chji acter to impede a specHic invoker from 
i^HilHii^ a oact with orHD of thp KevOfsed Arcanii. The Dtvil will ujEu.nlly 
(liij _ fh. .intsj^nlsi iind will inform the charncce'r .iboui It. 
Difficulty 340 Cost: 700 

Atk. Ability: iOO Def, Ability: 300 

Action; Activ'^.-. 

Effect: V'/li TTic Devil Is active, tfie character can uic the Arcana's 
Wtar*. .■•■-.d Dtii.'i>t« Ab»llilei in combsL The Arc.^nii'5 Defense Is tcmsidGred 
l»i|ierruTJiiT3l BkKik or Dod^e, as ihe invoker prefers.. Itr, Anack uses the 
Cut, TlvTjst., or Impact Aitack Tj^pe llnd has a Base Damage of 80. In more 
tfian Cfle wiay. The Ocvil mtlds with the ch,iAic?:er while jii"dnllng sis powers. 
Ttiereforei \i an iKlvervi*"y cotinMrattatki om: of the Arc-ini)'! Ati:acJ(S, the 
nc* blo/i Is dlrEcted Eowartts the (nvotarr and not The De\,il, 

Duration,- I CornLut Turn for e-^&ry 10 poiris by whiih the mvoker 
(!)KEed5 the Difficulty. 




tlteae||.:|i^p|Pi^^ The D^il alw;^3 -appears as i member of the 
oppoStfe lex fnem iJiat of the invoker, jnd it possesses a sava^ beauty. St 
manrfest before lnm m 3f] ixplc^n af blue or gr^n tffie. and thefi It turlis into 
a shadow. Whai it fights. «t jofcns with the mvoker, cfianging his appeiiranct. 

KVI The Tow»r 

the potfi'er of ihjs Artuna is the most terrible of all. Unlike "Jic rtst df 
the Arcar\a, there h no reversed version oFThe Tower - sin<e IE embodies 
botlh pOiiLivc and negative ^ispecti of e:Kl^■tence. The Tower brings abqut 
destruction of reality and rcfinsents tnunraiod destiny - evT m the root 
of tJie vrorld. 

- Pactt Tfic Tower only keeps a pacT with one individual ni time. During 
.-m invocation, It whispers the nsruc of the current P-m holder in ths. 
Sum tioncr's e.=)r. He then must klH that individual ii order to receive tli'.' 

Tower''; power. Once the ciirn ' holder dies, 
The Tower '-enls tite f^act with th'. lisassin. thus, 
from th' rrtoment in which a invoker seals the 
Pact wif. rhe Tower, he know thai sOnie day 
another .nwj^T will attempt tn kill him to tTiVokc 
the power. If the current holder of the Pact dies 
at someone else's hand, or in an accidcn:. I he 
lower instantly '.nrA'^ thr Pact with the first 
invoker wito Sun-nTH-ins r.. 
Difficulty: 360 Cost: 750 
Atk. Ability: 320 Def. Ability: NA 
Action: Active 

Effect: The Tower , , , !i£S arl aitack equivalent to 
an Spiritual Spell. If it prcri/cABs daiTwige, the affc-.ti-Li 
party must make n.n MR Check with n D!(fici,itty bf 
160 oi temporarily <cic all supem.m urnf, mngir.il. 
psychic, and Ki Al.> ties. Also,, supematuni nrns 
will not be abie to .i'.f:' irty special powers. 

Duration: 1 ciy for every 10 points by 
which tlie invokei- exceeds thf Diffictjky. 

Usual Appearance: The Tower n.5s no 
physical form and never n'.inifests itself. It 
only speaks through barely urcjersundable 
whispers. When ii does appear, it is usually 
accomp.inied by minor natui.il diM.st(?rs. like 
small earthquakes or storms. When invoked, 
it's not Seen, but those present wi5l fifel fhiit 
something terrible and cold has come to this 
world. Those who c.^n see the supernaLuiul 
will be awar:.- that a force n.pDroarht's theri'i, 
but they will not si.c a concrete form. 

'vVli The Star 

I he Star 45 mankind'* gf^atest gift - hope. 
I Its power ,illows the. kmpo«slbte to be done, 
II -d be^..lu!lt: Drit< people continije tr"ylng to 
achieve what they cfeirc. It possesses (tie 
palest defensiiiH; power of aH itle Arcana. 
Pact: The character must raise up n symbol which brinj>s 
hope io a people or ethnic group. 
Difficulty: 160 Cost: 800 

Atk. Ability; NA Def. Ability: i'iO* 

Action; F ssivc 

Effect: It cieatci an energy shfeld thint protects the invoker against 
any ly| -; r/ attack. Lismg The Star's Defense- Ability, in game termt, it is 
considered a magicril shield. The DcFenit Ability of -he shield increases 
by 10 ■■ .r every 10 pointi hy whtch the invokei exceeds the Difficuify. '''h^ 
shii ":l :■ ■■ iny amou-nt of dam.aE,e and cannot i;e broken, destroyed, or 
cispe-ifd in any way. 

Durationt Tm^ns for every 10 points by which Ihe invoker exceeds 
the Difficulty 

Usual Appearance: 1 he first time, this Arcana apCcdrs as a shooting 
st.ir that fain to the earth and turns into a young v/ornan with long golden 
hair and .i ikiri ttini newr ends. After that appearance, ii slrT^ply n"iLirv|fesii 
M a column of light that IBumrnaies the invoker frorr^ above - even within 
frrlosed pl.;ice"i.. The column is an ir5i,rniouiv,ible barric:- whrr.h can not 
be- broken. 






[ TEMPERANCE. 

}[ VIII The Moon 

The Moon rcpre*.cnb intuition ;ind imagination - all that 6 lr» mind 
of mankind. It is the power of decMms becoming reality. 

Pact: The character muM. propose n riddle that The Moor is not able 
TO rtMjIvc. The Gnmp Mrtitcr muil take into accouiit all that this Arcana 
repres<Mifs. Winning a battle ot vvit5 witli The Moon 1^ 'mmensciy Tifficult. 

Difficulty; -400 Cost: -;30 

Atk. Ability: 350 Def. AbfNty: NA 

Action: Active, 

Effect: The Moon .iffects anj'Drr- ,n an area of 300 feet around rhe invokcr 
who can not OTercornte an MR Ciicck with a Difficulty of 160. In game terms, 
tJll5 jnvocaUon Is consider^cf tho same as an Spiritual Spell. Subjects who don't 
succted Xt Cher MR Chock are subject to the invokcr' s will. 1 le can inflict 
any state on them as he desires, or ho can transform them irn •-. anything ho 
can imagine. The only limitiition .fs that the ability can not [x used to kill the 
i!.ri'f'.tcd piirtics - although it can make the task much eas •;r. 

Duration: 1 turn for cvrry 10 points by which the invoker exceeds the 
iJiffifuity. 

Usual Appearance: ll appears as a fascinalinj; woman dr(n'ifd 
completely in white, who walks LO^ethC'* with hundreds of fantassic 
cresturei itr.ilght out of jTiankir>d's ima^in. :ion and dre-nm-; Whi^-i i". 
is called, everything grows a bit darker, .innd the invoker ■ ins to glow. 
siltT&unded by the int;9nglble fantasy creature^ that accompar . The Moon. 

KiH The Sun. 

T<he Sun is th? source of all snergv In thr world, including life ii ', K. It is 
".he prime origin th.it create! inci destroys thing';, 

Pact: "ht chii'-acter mysc be able to fiitc thtc coloss.il destructive energy 
o( the Sun ,irid survive. Only in rliis way does the Sun make sure that invokcr 
has rffaqhed a jsolnt when: he will be nble to coriU-ol such powf^r. In -ihort, 
when the Sun ii invoked, it will submit ".h*? invoker to its attack m I wi I only 
•".e'i* thr: Pnrj f |Kr nvokf-r survives. 
Difficulty: 420 Cost: 900 

Atk. Ability: 300 Def. Ability: NA 

Effect: I'hii Arcsna usei its Attack Ability io make a heat blast a_gainst 
■I specific lin*iget or targets. Th# Bais Damage is 300, pkis 10 for every 10 
points by whic^l iKe Invokcr exceeds thc> Diffiduliy. It attacks u<,\ff^ the- Hc^n 
AtiacJt TyfJE. The niJxiiYium irca of attack is 300 fec?i. Thi invokcr can 
ihooie iBr^sts within the area. 



Action: Acti'. '"' 
Duration: ist ot meoua 

Usual Appearance: li usually takes tha fDrm of a.rt artlialc sun 35 
■ippe^ri in old crgravmgs. Whe-n Invokc-ii, the sky ofiqjis and c<jlumn4crflrfl 
dcEct^nd, vyihici! rjcvailatc only wh.^t the suinmcncr chooses. 

The Judgement 

This Arcana i;i the; second Q^tteiit of them all. It pronounces Itud^oncnt 
on all things and executti sentencEs. Some say that it is ths be^jnnlnjj # 
e!;.>rnlty and destiny. 

Pact: The Arcanr^ usually ivs the invoker if i'v ■ j wil ng to be -.uDicct ' . 
its judgment, and .•' ^o. it will judge all th.ii t.'ic- invokcr nas do-p rhrou^liijjt 
hrs life. The Judement will not jud^^e a character's actions. to whsfltlier 
th'.-y are simply good or bad, but rather whcthi^r the existence of 
ch.iracter in the world has been worthwhile and hris influenced the tVi 
hi liistory. If the rc-iuli is favorable, it ;^rants its power to the charnctfff. If 
invoker receives an unfavot,)ble judgment, thr Pact f li''. anC' '■■c "h'lt ,in 
automatic MR Check with a Difficulty of 160 or disappear from exisu.-iitT. 

Difficulty; 4-40 Cost: 950 

Atk. Ability: NA Def. Ability: NA 

Action; Active 

Effect: When Invoked, Judgement will undo .my event thilthas taten plaft' 
up to a maximLjm distant ..f one mile from the invoker. No time i:hnn(;c i! 
involved, raihcr reality iii.elf is transformed. An Injure-J party's v^und'- coukl 
be healed, for examplr:, and even the dead can t?p l?roti;J*lt back to life if eh(y 
were killed in the time period transformed. It is not pos.sibeE- sel«'. nmutij 
events in the ^^rea and Lfme period - everything thai happened Is undwe, 
The change is cooiplete. tut the affecticd indivicSuals will bt ativare arnjwJI 
rciTternber tverythin^ that happened uniil tfren. This Invocation can tfido s 
maximum of 1 minute, plus another minun? for every 'SO points which the 
invokcr c!xc<?eded the Difficulty. The only limltlllon is that actions by ciralUTH 
with a Gnosis jjneater than 40 can not be undone. 

Duration: Instantanpons 

Usual Appearance: ^ he- few times it appears, this Arcane tiiltiS lh* 
form of an elderly m; r i-irough which the universe cm be srrn. When IS 
power is invoked, cverythiiijij setms to move backwar ! n slow mction. 




KMl Tiw World 

Tht Wbrkf is the supreme povyer among ths Aixan^. 't neprtsenti 
abwfute perfKdon and complete g\<yry. It is [he perfect wqwld wtilch 
ncthing c-an g.o wrortg and mj event cin be changed. In a way, divine 
tammand is attributed to it. 

Plcti: SinLc il rapres^int? perfectH>n, It will not grant its. power to an 
IrKJiwidljnl Ufilll thii person reaches all the objeetlvts thcj''vG set in their 
life. Thus, the request will be diflfcrcfU. for each person, accGrding to die 
ob|e<Eiw;i they've sat (or theniisetves In their life. 
Difficulty: 460 Cost: 1,000 

Atl<. Ability:: NA ^ Def, Ability: NA 

Action: Ai.tiV'.' 

Effect; The Wo*-ld maKES the urwkef ^bsokluHiy immune to .ill types of 
dafTuge, dlsadvwiiages, artd neiattve effects. The inwotef cam rcteive hunt^iecis 
oi btov\^. ajid the FTOSt cjMiruttiVc spdla, and he 'vvan't t^/en havt: to bother 
wilh blocking them or settina up hfe Resistance. Also, thfj World grants an 
autjomaDC sixtess m ar^^-Oppwed ANity ChKk that docsni imp^y knowfeds,^. 
h4ew?f-rhele55, this Inwocatlon has no eflect ^gaifiST &>t 'oosofa of entities w1tJl a 
Gnosis greater thi3n -^0 - although does protect <lgalna other Arcana, 

Durationi 1 minute for evefy 10 poinis by which the Invok^r e-JKecdcd 
The Di'fflLuk)'. 

lisual Ap'peararice: The W^rid never ni,iniresti itself in a msterlal 
form. When callfKl. It chjn^Ci the invokcr's surrpufidlngs, turning ihem 
into 2 paradise, with angels and Sie sound of heawenly choirs. 

The ilevemi Armna 

4> The FohoI Reversed 

The meaning O'f the Fool'ii refScction is samil.ir to Its twin, but much 
diarkcr. It fcprescnts irresponslbiJIty, the absurd, and everything that makes 
no sense. It influences all the other Arcina, weakening therri and causf-ng 
ihem to iose their connection with the wofltJ. 
Pact: It w|H ask the invoker to request a Pact witti another' Artana ^md 

■■|. !^ iCJil It. 

Difficulty 120 C<t«: 100 

A.tk. Ability; NA Def, Ability: NA 

Action: Active 

iEffect: The Fool fteverted i;iHJses AT\y Irwocation made in its pfesefice to 
suffer Hi -3Q penjlty lo its Final Summon Ablljly - even if ih^s prevents th« 
Invocation fromi t-ikmg piace. 

Duration: T minute for {^-fl^ry 10 pulnti by which ttie invoker estfceds 
the PHficijity. 

Usual Appearance: Thii Artana appears as a wretched vagatxjnd with 
1 bundle on his back. It a^earj and disappears near the knv&ker in bcarrc 
myi, such as by ciHWiing from twneath a. rodt. 

[The Magician Reverseci 

The Dark Magician represifniE supem^t^jral power used wlUiout 
CDsstrol or caJre. 

Pactr The MagkJan wIlF aik, the invDkcr lo summon a specific cneature, 
ui wiiich It will provide llmitEd Information. Hkwewtr, the creature must 
remafr unboutnd and free In the world ~ the si*minonef must n&t eaert any 
iort of control ower It 

Diffkulty: ISO Ciwfc 100 

Atk. Abilllyt MO Def. Abilityt MA 

Action] Active 

Eff&ett ttivokln^ the Maglclain F'>ever5e<i canMrS a blast of dqrk erter^. Th* Is 
an attack l^jeil that uiCS the Arcana's Final AtlMk Ability and poaiesses a Base 
Damage pf 100. Unlike other liirvoca.tlon£. this Anc^ma doei not need lo act 
Ifat^ntiy; as It will Hsf beside che mvoker for the dunttlon of the tnvocation. 

Duration: 1 Turn for evei7 10 poJnti by which the inuoker ewe^ds the 
Difficu'tj', 

Usual AppeararKef The Dark. Mag^lan manifests ntsa ta rhe Inusker. 
taking the form of ji dark wizard or a macabre be^s-t, k gestures as If It were 
cast]n| a lipcll or, as a beast, it mrifcei a supernatural try. 

31 The High Prieit^ss R,e!vened ^ 

The neversal of tlv; High PrlcsLcSs represcrts sgrwance, lsd< of l^ltK and 
ijltenor motivK. ft is ihe pt*wer friat <festrojrt what it doesn't Isnow out of (tar. 

Psct; It orders the Irwoker tci destnc^^ an 4>bject. or supematur^l -creature. 
The choice of target is left to the invoker. 



Difficunyj 140 Cost; 15C 

Atk. AbiltCy: 160 Def, Ability: NA 

Attion: Ac^iye 

Effect: This Arcana offers a fiO^sot radius energy area ,itiack, using the 
High Priestess's Attack Ability. This jnvotatlori is consida-ed ^n attack spell 
with a Base Damaa*^ The area of the speJI Increases by 30 feet for 

ifvtr/ 10 points by whKh tlw fcmofcer exceeds the In^Jcation'Si DiffNcyliy. 
The Siinflmoftcr can not choose targets inside the area of the spelf. 

Duratkw: In^l^nianeous 

Ustial AppearaJice; This Artana appears as a v.cirr*an dreiy:d in black- 
tirvtjpd refij^lous dr^s, her ffl^e i;*^«red by a veil, When invol<JKl. it turns 
into dai-kness, and a Flock oFsL^mstura! crows. fll« out of it - destrayjng 
everything they touch. 

Itl Th# Empress Reversed 

The Empness RcvTzrscd incnirnaces the darkscii aspects of womanhood. IL 
represents InferttJity und a lack of imrigination thai repcub, thi -igs over and ewer 
again, mpiivated only by a vagiic vanity. It is bvirren terrain - a v«3fnb out of 
whnch Tin life or frurt springs - and the mother whose children are sitlbom. 

Pact: The Invoker must destroy .my works that they hsve created and kid 
thetr deijCendantSn if they h.ive sny. 

Difficulty; iSO Coflt: 300 

Atk. Abifky: 1$0 Def. Ability: NA 

Action; ActJirt 

Effect: Thks Irwocation makes an attack on the Energy Table using its Attack 
Ability, Thts is considered an SplrttttaJ l^cil if the spefl affects an Indrviduai, 
he must overcome a fiagpc Pfisistan^e Check against a Diffiojlty of 130 or 
he must repeat [In future turns) the same section he did duritig the Cpmbat 
Turn In which The Empress Rewrsed wbs invoked. The niffecied Individual is 
s.tlll able to take F'assivE srrioni. The MR Difficulty increases kjy 5 for every 10 
points by ^hkh tlic invokcr exceeded the InwocatiCHi's Difficult)'. 

Duration: 1 iLini for every 10 points by whkh the Invoker exceeded 
the Difficuhy. 

UsuaJ Appsarance: The ErtipreSS Reversed dresses llkfi the most 
elaborately JlUrcd quenan imagin;ib[e. Although she Is particularty beautiful, 
she looks Fr^lle and s(ckly. The Empresi Reversed niaJtjeri the same gestures 
over and curer sgaln, and she continually vyfil^ers the victim's name. 

A siimmoncr facing off ggglrasta W'iz3i-4 iirvalyr^the power of ihc 
Empress Reversed- The wlziinj tries to stpp the ^ttg^k w\ih the ShJeM 
pf Light r.pcl[. but fgils. In additlori, hz lllils hii MR Check ^^3in*.t 
h b opponent "5 InvDc^tior?. Stiirtind ffprn tbcs current Qorob^t Turn, 

cndincj after the tlutatjon oFtnc Invoc^iion. the Misfd wrll c35t 
i nef.- ShjeEcl of Li^jM: ipell n^ci-y turr^ gnil 43n ncjt t^ki; ^ny other 
active action. 

rV The Emperor Reversed 

The revise of The Emperor ni-presenti tyranny and despotism. It 
uses lis power to domln^ife those below ihem jnd fence theni do Its will. 
Although This is a masculine gspeci of creaUon. Il a corrupt and unnatural 
power. 

Pact: The inwker must ensiijve by force or intimldatk>n sevefiil peopie 
who considcnid themselves. equsl or who were ^t least free and 
independent. 

Difficulty: 160 Cost: 200 

Atl<. Ability: 190 Def. Ability: NA 

Action; Amivc 

Effect: This Invocation maftfcs an attack on the Ener^^y Table usang its 
AilGck Aiaiilty. this attdck «s consiflercd an SptrituflJ spell. If It affietts the 
Individual, he must pass an MR or' F^R Check with a Difficulty of 140 or be 
subject to the complete control of the knvoker. whom he wiEl obey bflndl)^. 
If the suti^ect nece<«s an drder that goes compleiety against his behfivior or 
personality, he may make a new Resistance Check. 

Duration.^ 5 Turnt for every 10 points by whi^h the pnvoisjw exceeds the 
DlfflCLiliy. 

Usual Appearance: The EmpoTOr HevC-rsed doesn't usuaily physically 
manifiEst itseH. However, when it daei, it Lakes the form of d tyrant dressed 
in Imperial robes, sitting on a throrve hdd up by slaves of HiH races. Its true 
power lie^ fn its voice; when it speaks, the listener can not help but obey it5 
orders, Usuiilly when it Is mvokcct. It Is onty heaned. When it docs appear. 
It orders its staves to open a breich In reality. 




V The HiercpliajrtC Reversed 

The HlerophamL ftc^«:rscd rEpnesent; piig.iinism and false pna-phcti. IL 
uses mankind's f^iih to control and keep it chained by Its twhefs. It Is the 
ch.impion ol lifi, .ind f.il',e do^;rrr*s. 

Pact: The invoter mLi<;t orF;:in a cult and become lU. -cader. Hie religion 
I'lCerl not have any r\Ml .lim, ■ ■ ■ 3t to deceive and ens^ivi- i.s foi lower;. 

Difficulty: 170 Cost: 250 

Atk. Ability: NA Def. Ability: 1B0 

Action: Passive? 

Effect: Crentes an enerp^y --.hield ih;it protects the invoker .i.^.Tinst -xny 
type of attack wiiilc uyng thf^ Arc.ina'<; Dcfeniivc At-lity. I he j^n'/OiC^i(i'.= ' 
Is coniidered a magitaJ sKintd, formcid of Dfirknt^^, which tin rtfslit 1,000 
points of damage before breaking. The shield receivHs?; 100 extrn. Res-^tOrice 
PoiriiLs for every 10 points by vvliieh the invoker exceeds the Invocation's 
DinV-ul'-j', 

Duration: Instantaneous 

Usual Appearance: It appears as a d^-rrspiT old man dreised iia l^l}?h- 
tevr- |)riea. It carries dozens of pagan objccLS and books office proptieCheG. 
When invoked, ii doesn't make itself visibk. feather ii form^. ,i screen with 
Lhe pagci taken from books of frroneOLis prophecies and false dogmas. 

V! The Lovers Reversed 

The Dark Love-r? represent obsessiOhii that consi me ever/thing and 
L'wryone. They are thr rehttonshipj^ dRstined to failua- and love th.r. 
con-upt'j,. 

Pact: for [ ht; • ovor; R.f-versed 10 st::il ii putt, the character musi !i,i^nfK<r 
itid ek'Ttroy what he most loves in the worid {object or person). 
Difficulty: 180 Cost: 250 

Atk. Ability: 200 Def. Ability: NA 

Action: Active 

Effect: ! he Lover.^ HevEM-sed rnakt"--) an iitack (considered an Spiri^unl 
5pell) on tht Energy AT usHig its Ati:nck Ability If it succeiifulty aFfccLs an 
individual, he JTiust overcoffi*: a MR Check of 120 or lo4e dn amount <:>{ 
Life Points and Zeon equal to ':i s Failure Level. The Difficulty o( the MR 
Check IncrEa^E by 5 for every 10 points by which the invoker exceeds th^ 
InvocaLtOn's Difritulty. Th( invoker absorbs the damage and recovers the 
same iimounf of Life Points dnd Zcon that his target suffered. For the victim 
of theatlBck to recover, rhf; Invoker mtisl fir>l low; an amount ol LP Gqij;il 
to ihtf Zcoii po"intL absorbed or sfjent, 

Du r-ation; n ■ cou;.. 

Usual Appearance: It iippears live vpcctrc of a volupfjous'; won'i.Tin 
or .;i desu jble m;Li:, with no eye& .ind continuously bleeding eye sockel^,. 
Wlien Invoked. Il flics toward the- tanjn t .iiid emfjraces it. consuming his life 
wit^i kisses and fa*se careiies. 

Vll The Ch^rfot Reversed 

This Arcana symbolizeii chmos and movei-r- ': without purpose, li 
reprt">eriis a lutk of direction - wandering ain-iki-^sly in "I'!.' world. 

Pact: If the Invoker' accepts the F^ct, the Chariot Rever!;:;d tranuorvs 
him (and nil who nr.company him) to a random place thousands of nules 
from hh present locadon. ]f the ch:?r.i{:ter mar':;ii^ei: r?".uni to the starting 
po<lii. anc ii vokei ihc Qhariol Reversed aga^n. ;he Pact .ealed. 

Difficulty: 190 Cost: iOO 

Atk. Ability: 220 Def. Ability: NA 

Action: Active 

Effect: It tTi.ikes .m attack on the £rtcr]j^ Table using ils ability. In giime 
terms, the attack Is considered equivalent, to an Spiritual spell. If the sp^^ll 
affctii ihc subject, ho must swcceed -it an MR wUh a Difficulty of 160 or 
Tiutornatically firsd hiniielf ti-anipQ'ftcd to a r-andarn place 60 miles from his 
pf'^Kpnt locatioii, The distance inoved is mcncjas,ed by 5 miiR^ for every 10 
pa;nt<; by whtch li]^ mvolter exceedi tKe Irivocation's D'f^^'iculty. ^ hf: invoker 
hill neither cantro! nor knowledge nbout wheci.; ihe subject la sent. \t]^ 
invokvr ciir. nliO use this ability on himself. 

Duration: InSlftntianeous 

Usual Appearance: Tlie CharlCft Reversed Ltsually chooses to appear 
J!, J bru.ach in rtsahty itssIF, At times, it appears as an crormous mouib of 
fh.r^ void which sv^llcwsiiiE iiT>^kar or ttie person Indicated^, artd makes him 
immjjdiafely dis.^ppear. 



Vni The Strength Reversed 

The twisted veriaon of Strength is viofcncei uncheckedi fjower, nnd 
pcmir^o mighrt tli.3t grows until it deitroys everything. 

Pact: Dark Stjcngth fortes the invoke*" to Inltlaie viofeni acts against 
other people. Eveti without being Invoked, it whisperi to the character 
about when and whom I n? should sliri flghtiTig against. The Arcana infornu 
the ^haracte^ Vi^hen it is latialjesd .uici the chariscte-r tan ieal tJie PacL 

Diffuiulty: 200 Cost: z':-7, 

Atk. Ability; 2^0 Def, Ability: NA 

Action: Active 

Effect: This liivucaiion makes a physical attAiJc tsviery tt^rp it remalrti rr this 
world uangthe Arcan;v''^ AnJUlt, Ability. The attack has a Base D^m^=^ge of 1tK3 
and haii an Impact Attack Type. EjHih tln^e the Stren^t^h Reversed makes an 
l ack without inflicting; (iamage on its acEve*wyt the Bose Daniaj^e it nnRicts 
Increfises by 20 So, fcr example, if it attacks m two Combat Turns withtMjt 
Inflicring damage, it will iiavt a OdSe Dan-»ajne of 140 in the third. The Invoter 
must force thi? Arcmn; to ntcack a live or ammalcd being every Combat Turn 
it i[i|:-.-".r'], otherwise it will turn ,i;^.nmst the inwoker hii'ti^elf and attack him. 

Duration: 1 Turn for every !0 poinT^. b^ winch the invoker e>c£ccds the 
r^ifficulty 

Usual Appearance: It t^T kes the a45pearantc of a \y\igs 5avag.E beast that 
breaks lis cJiains and charges the invpkei-'s adve-fsary. 

EH The Hermit Revenad 

The He,'mit Rjeversedt repre$«flU lonellficis and mankind's isplatlon. 
Passiveness and a monotonous life often comie from its power. 

Pmct: The Invoker inust isofate himsdf from the wo rid .and stay jk>ne fcr 
at feast a year with w ronsKt with ^ny other ^ivini; being. 

Difficulty: MO Cost: 400 

Atk. Ability: NA Def. Ability: NA 

Action: Active 

Effect: The HermJt makfS an attack on tli-: Lnergy Table usin^ its Ability. 
This attack Is considered equivalent :o j^i Spirituul spell. Ihc affectact 
LUbjecl must pass an MR Chfick with a Difrn:i.jlty of HO Of be separated 
from tlie re.« of rtaJlty in an empty part of The- Wake. This sepai"ailon la¥ts 
for 1 day for p^ch point by which the target failed its MR Check. The MR 
Difficulty increases by ii fbr every 10 points by whkh the invaitLT exceeds 
the Invocation's Difficulty. After the time of i^pLatlon ends, the affcctcd 
characi'^r ixvsppears In the i.ime j)kice where he disapp^-ared, 

Duration: Insmlanfoir^; 

Usual Appearance: f: usl iryapr.. ar-. -n •.■■i'C<?ptionall'/gpaij»'H ;ind thin old 
man with a laryc beaid. Wi a invok, i_ Arcana crei^tes a domie of erMfr^ 
around the • ,!,/'t- -jid wraps il -i -^und him. The affected -Eubjact isiisgallw left 
on a loi!-_7 ^i'K: Mormy mou- i - n, with nothihL; alive around him. Sonrietimes, 
howe\ief. it may appear in an endless cave, or surrounded by darkness. 

y, The Wtieel of Fortune Reve:rse*t 

Ihcs Arcana r^epresents rtgresi on nad ncgadviE change, it fs b,ld fuck 
which fcads one to farf unexpectedly. 

Pact: To m^ike 3 Pact with the Whf<(il oi Fortune Reversed, the Irwoifler 
must l?re "ik ,!, ■ andon-ily choien Pact previously sn,il'?fi with anocher Arcana. 
The character must ri,ive at le.:i?.t fuur Pacts for this to be ppsslble, 

Difficulty: 2-10 . Cost: ^50 

Atk. Ability: 240 Def. Ability: NA 

Action: Arrive 

Effect: The Reversed Wheef uses Its abilliy 10 tfcatr a supernatural 
.lirei vyitfi a 300 foot radius around the Inivoker. All iiflfected the attack 
must overcome an MR Check with a Difficult^' oi or fose 1 fevef of 
experience, pfu? aoothsr" for every 40 poinli by whfch the t,'iriget 
th-u Check. All who suffer it.^ power start forjietLin^; things and Sec their own 
abilftic4 permanently diminisii. The Difficulty of the MR check, increasfia 
5 ffK Rvery 10 tiainis by which the invoker excs^iis the nfqtllned Difficulty. 

Duration: ., ' ntaneous 

Usual Appearance: This Arcana often appears as a black cat. 
!"!J The Justice Reversed 

As the first of the upper Dark Ancana, Justice R,ev¥:r'5ed Is iJiSiTnendouslii' 
powerlul, It representii ln(ustlce and inetlualfly thai k^ads to chams and anarchy. 

iPact; Dark Justice asks the invoker io connmk OOt or n>Drn unjust acts 
Of Its owr* chfoosing. Th?^sc acts must cause extensjrve chaci ^hert they 
take place. 




Difficulty: 260 Cost: 500 

Atk. Ability: 240 Def. Ability: NA 

Action! Active 

Effect: Justke Reversed tips the KSies of power In favor of invoker. 
Thii Arcana us« a supernatural attack (equivaleni: to nn Spiri:ij,ll spclf) 
^jmst its victim. Ar* affecied diaraclcr must p.iss a MR CI-!\-k wkh i 
Difficuftyof 140 or be tompletely drained of 0[ie of thu: three ^^rojps of 
Primary AtKilities; Ccsmbat, Supomarun), or l^yr.h»c. The affecicd chardtiur 
will temporarily lose powers of this type, which will he rrnnsmitted to 
(he in¥ol?Er who wilt he ribt^ to use tiiem i\i If ihc^ were hfs own. For 
enamfiteK if Justice Rcwrscd is involved 3g,iinit il wjz.ind. the Ojrk Arcana 
will 3lK0*"b all his ryiag)<Ell powers and offer them to the mvokier, Zeon. Ki, 
and PP spent are not reco^Mjred when ihcse powers ruturr to tl'<-i- ri^htfiil 
user, but physical qu.Tlitin?;, like cxhauition and Dairi.u---, resi t when the 
povvt-rh T-'>ii irn, 

Duration: Powc-cb rcinain dratncd for 1 ininLile for wvery 10 points by 
w'n^-h tht' invokci cxrcLids th-t InvocSiLion's DiffiLulty. 

Usual Appearance; Ttii*. Arc:ino a<lop-tS the ^appuMrancc of a bedutiful 
bfcndibldcd womnn. Close n-ipection reveals holes in the blindfold If- .it 
allow f^r ID bcc through it. Sic carried a sciile unh.ilnnced by a pile of co n-- 
on am SKle arnd a specti.jl sworrj. WhtT invoked, it will throw in "iword [t 
the target. The weapon wllF p.is^ Ttirotif^i the larjict without harming I-., sui 
It wHl Sieal part of iti essence and transmft it to "he invoker. 

The Hiifiged Man Reversed 

The Dark Hangecl Man r<:-;■)rc^.en^^ ni4iriklr»d''s clcrnal suffcnng, our 
sensdciS phyiii:ali and spiritiwil pain which fears tit our hearts. 

Pact: The ci^iaracier mii^,L acf-pl itn extraordinary suJfcring in hts bc>dy 
thnt 'iVill suhfect hfm to .i conilnuoLis state of Inttn^-c Pain (in game terms, he 
suHcry a -80 AH Action Pen.i|ty). Thf^ invoker can free himself from the pain 
Ifhe ^lk£S^ bul doinfi i.o breaks the Pact, To be releasR<l from the pinn and be 
able to seal ihe pacif hu: must find a person who will voluntarily accept the 
suJ'fpring from if. Once -iccepted, this suffering will be transmitted and the 
cnc: who .■icccptcri it will hrTir the pain Lintil the day of )v-s cf'j.ath. 

Difficulty; 280 Cost: '")50 

Atk. Ability: 260 Def. Ability: NA 

Action: / , ■ 

Effect: The Hnns?ed Man KtivtTsed nsc-^ iis ability to m.iku 150-foot- 
i"adi IS supernatural <]rca attack. All affcclcd subjc^"?.'; must pass a Magic 
Resist nnce Check with a Difficulty of 140 or suffer an an All Action Penalty 
equal to the amount by which they failed their Check. The Resistance 
DifTiCully increases by 5 for every 10 points \yy which the invoker exceeds 
the requlre<J Difficulty. The penalties arc reduced, at a rate of 10 points an 
hour, unless ttie t.nrget's Failure Level is greater than 80, in which case IIk 
fKnallies remain for fi^e. 

Duration; i-- 1 ntaneoi.is 

Usual Appearance: This Arraiia appears as a woman v\'ith open 
vwQLnd^i '"i.ir |^ij''g face down by sh,ii p chains. 

Kill The Death Rever-sed 

Dtith Reverted rcpresGnts the ..-nd of life. It is the co: . - , of Death 
as m end, but not a llbei-Alin^i '.'nd. Rather, it heralds llv' nnnil i'ltion of all 
Existence. 

Pact: It asfcs the Summoner tq kill a large group of people for no other 
<Te.lson- thar\ fulflilin| the d;icl, The number of virTims de|wnds on tiie 
■h.ir.irter's power, btlt can never be less thiin 50 individuals. 

Difficulty: 300 Cost: 600 

Atk. Ability: 240' Def. Ability; NA 

Action: Active 

Effect: Derith usei iT*> ,ibiiity to make an energy attack on a pe- in wiifiin 
hmd-LCHhand comhiit difii.ince from the invoker. This ,iltat<. is <.i.^uivaf(;: it 
V> ari Spiritual spell, but rt can be sensed by tho^e unable to ptrcirivc the 
super nattirsl. Ili Attack Ability incrc.ises by 10 for evt.-ry 10 po-nf> by whicl- 
the iRvoker ewef cis fhsv DifficLilty. The affected party must pass an. MR with 
] Diffi-ri-hy of 14ri ' .- tjic immediately. 

Duration: I'Vjt mtaneous 

Usual Appearance: The DcatTi Reversc-d usually adopts the classic 
posf; g1 n ^kc":lf?Ton rove:^^^ with Wack ra^v tjnying a .-.ythe or sickk". It 
oppcarsout of the invoker's sh^-^dovv by cutting the cloth ty ty with i!'. 
*eapoti. and atuttklng the dess^.natcd victim. If it hit'., no 'r.ice of Dhysical 
damiige is detettlWe m the body, bul the victim falls .mniediatci)', lifelcsi, 



KTV^ The Temperance Revi^rsed 

The dark side of Temperance is dishiirrioni^lni^ and chaotic pcmcr. It 
tepre^entJ Imbislantc - mankimd's emotions and pov^er s<attered. 

Pact; The character must allow Temperance to take awny psrt of the 
character's power to accept the Pact, In ^.Jme lerms, tfte character t&ses 1 
u; 2 Experience L£.>vielE and reverts tO the ■ I !■ icier she^L tit had oih, or 
two l'"^vf'''; r90 

Difficulty: i;n Cost: 650 

Atk. Ability: NA Def. Ability: 280 

Action: Pas-i-'ve , ~ 

CfAect: Dark Temperance creates ati eneijjy shield that proiccts the 
ifivfjker against any type of .attnck using the Arcaria's Defer-^ive Ability. The 
^ield t.:Hl withstand SCO points of d.Tmage before breaking, bui it Is only 
alfecte<l hy supern.aluriSl clamaj^e. If an altacker uses a supernalunil power 
aTid the shield stops the attack, must pass an MR Check v^;ih a Di'<icii'ty 
af 160 or tertiporaril^ lose the .iblEity to use rh" type of power in question 
For e;'(ample, if a Fire Ball is used .igainsi ihe invoker, the wi,c.,ird wll< tose 
tt'-f' .ifxiity (0 niagit temporarily. 

Duration; fhe shield is instanlanoous, but it nullifies a person's power 
for 1 day " l - ""v 10 points by which tliv u voker exi .-eds the Difficulty. 

Usual Appearance: Dark IcmprMnff appears as . female "with 
very hvautif'.jl bla(.>< win^i,. When invokec, sh( covers, thn invoker with 
her black wing.? tcj proter'i him from any a lack. If its wlnp are broken, it 
df&appears in & pcol of blood, DUt Qtherwisr it creates a swirliitjp; mais af 
black feathers that stick into the attacker's body and steal his essence. 

KV The DeviE Revered 

The Devil Reversed ss the power of urichatned: evil ^ the natural 
dnrknes.4 hidden in the heart of all mankind. It Is il d?irk ^nd inalliir-^irn 
entity lhat represents everything dam-ned. 

Pact: fhf: Dovil RcvOtl-ed .l&ks the char^Cier Id commit an art of f)iitr' 
ev'l :t vyill not ;^ive acvicT! or incite the charnctef. It wants ti-e invoker to 
look deep into his heart and choose the alrotr --. 

Difficulty: 340 Cost; 700 

Atk. Ability; 300 Def. Ability: NA 

Action: Active 




Effect: Ths Devil fte«rsed forces the urjei id pass an MR DiMk 
with I Ditticuity of 140 ai if ic were an Spitltual spdL If it is not resisted, 
ihe target will t>a possessed iiy the p-cwer o' The Dev'll and will attack, its 
corrtpanHsns or fricndsK SLarting with the moat Fowet] or .ippneclated. The 
possessed character u«s The DevH's. Attack AblNt/, but he wpn't defend, 
so Jits -coTTipanioni ftiight k^H him. If the possessed^ subject dies, this Ancania 
will pass to his assassin like an automatic spjell, foiling him to dt) a MR 
Qieck with a □(fTtCUh.)' of HO, or everything wall bsgin -^gijin. As soon 
as .1 subject p<isse5 t*ie MR Chec'K. The De^'H Fadci away - uven if the 
.r-.- :. [■<■■_ I'i Djnlion hasm'l ej<p4red yet. 

Duration: Tin.' Dcvll Reversed ita^s In this worid possessing souls for-, 
10 Turn'; lor every 10 points b)c wflHti iJie Irivoker e>y:eeds the (rwridiibn's 
Diff icyl1 y. 

Usual Appearance: ll ti .idstionall^f taJiHs the form of the Ubilcal devil 
or [iie Invokcr 's conception of evil. When iL appears, thE world ts cp^^ed 
tjyshadow? and it is accompanied by obscen* ehints. 

HVl Tower Reversed 

h Its most disturbing aspect. The Tower i$ miicti more ihiin slmplt 
destruction. It repreicnti. the end of everything from |t^ beginnings, the 
lenrlble destiny th^t hoik: t^n avoid and that will evertually sweep ™ray 
everything in its path. 

Pact: Iht Tbwer f'lcvcrscd's Pact Is the same a.s the pure Tovi^r's. but if* 
this coi^e. It KTeqijirei Th^; niv^Aief to fintsh off the holder of the Dark Arciina. 
Difficulty: il'lO Cost: 750 

Atk. Ability: 300 Def. Ability: NA 

Effect: T Towci m.jkfiS an amck the energy Attack T>pe, Thij 

invoc.Ltifi IS c;on:-;-dfr?r ,in Spiritual spell. If It cauws damjj^e. the affected 
f)arl/ wiil be forced to pass 1J different MR ChfKks M\ with .\ Difficulty of 120 
to ^vold the fo'lowin;^ ne^^ailve effects (described in Chapter 14); AH Action 
F^n.3liy, Fear of the Adversary, Terrur, Pain. Weakness, Tot ■ Kiiisl^sis, Flage, 
fiJindness. Deafness, Dumbness, Fas<:iniKioi-, Damdt;t, und UnconsciousneLs. 
The affected party must al^o p^.^; two more Rcsi'.l ifcc C-iecks, one iijian^it 
polsonft and tb£ other against a dcj^cncrative ill fx^ss, both :! Li^vel ^C*, T^it? 
teweJ of 3\\ the Ftesis?-ince roils increases by 5 points for c-vei^- 10 points 
the invoker passes the Invocation's Difficulty. Noiie of Iheic effects can be 
comptetdy avoided, Lincc the Dr^rk lowtr-'s power is inevi[able> Wllen i 
S4lbfect paises one of ibn Resistance rolls, it is turned ■tmmediately <ig.=i!n' ' 
the irrvoker, who must in turn maS* n Check, if |i* pai'Scs the Check as . 
the Resistance Check bounces back to tfws tnr^^ef, and it te:p4 e/cling ui-tii 
one of the two docjsn't pa^ii. If the Arcana's orij|in:il .^t1:ick doesn't rc-n<"l-> K'- 
adi^er^irv, th^To'i r-o n(3ed to niake Jny Resistance roll. 
Action: Acf :vc- 
Duration: ! <■.' niMrr^ous 

Usual Appearance: I he same as the Tower, since they .rre reilly rht.. 
same entity. 

Kame ii^voliit;* the P^rlcTowcr'b power gg^iitist g wiiad he ti-.).- 
in4 the w(K3h:j can't 4cfcrni himself against the Arcana's attack. 
Ttie wiZJit^ r^u5t p^ss ihe MR Checks Milnst all the {^ffccti. anL5 
two additiongl Resistgj^ce rolls ^galt^st ]llhfis.s and PoESfji^. He f>^5M!5 
five oFthetr^, hut the other aflfed: hiifn, a^ per Chapter 1i The five 
E?£3i5fciit£:e Checks he passecl ncm turn aaainst Mine, who nitust Jo 
a Check ^gaitist each of thenrr. FDt^uh;^tcly. "^hc fs L^hle to pas5 three, 
lliese Ehree th<t? hoiincc back to the wlz^nl- if h-c parses them aya iri. 
the cJrda wfll cotriinue untfl one of the two fails. 

KVfl The Star Reversed 

AtsD known .js the D.^rk Heaven, tlie Star Reversi'd rt^prcscnts sadness 
and desperation. It is the power whKh deme^ mivnkificl hope, leavin:g it in 
absolute cia;rkncss. ll ii the most ruthless Arc^inii of .jili, 

Pact: The Ohartcier muiL destroy a counlry or ethnic grou;)'s iiopes an 
leari thDU'.and5 of people to desp-jjr. 

Difficulty; 500 Cost: 800 

Atk Ability: '^0 Def. Ability: NA 

Action: A 

Effect: he St.3r Ure', charge of dark energy using its AtUck Ability. I 
game terms, it is cansidered an Attack spell, tach Combat Tt>rn it 'A^^y•J, The 
Star l^eversed can malA an additjonaJ attack against any t;?rget the invowi." 
chooses. U causes Base Dafnaj|e of 200. The damage: caused by the Sl.t 
"Reversed can ncvsr be cured by natunl means, ixify by mystical powers. 



Dumciortt 5 Turns for each 10 points b^ vvtiSch the frtvofcer ejtoeeds 
the Difliculty. 

Usual Appearancie; The Star Reversed has the same appearance as 
the Star, but wnb silver hair and bLlck cfethes- When Iwoked, the ik^ 
turns btack and it descends like a dark comet. It hovers above Ehe Invoker. 
creating dark flashes with Its hands and launchlir^g them like speHs. 

KVIII Th« Moon Revenerf 

The Moorv Reverned repre«nts lies and Illusion - the power of dreams 
Lo confuse m-vTs spjrlt. At n deeper Nfvel, R K also ih* Airana which 
■ represents fe^. 

Pact; The ur^ktr must crtaite i He big enough to fool ^ ertir? nition. 
Diff tcuTtyi 400 Ccffc 850 

Atk. Ahlfity: Def- Ability: 350 

Action; Active. 

Effect: The Moon Uses Its DefenslvE AbSltly to leleporl the Inwsker 
tg ijfety fnoiTi attacki. In ganw temns, the Inwktr can the Arcana's 
Defense Ability ^s lif he were Dodgjng, Every time the Invokrr succcssfulty 
dcfcndi himself, the Moon Reversed cre.^fes an kllustKjn ot at\other Invote, 
Determimni^ which of the images is the reaS jnvoker requires OVWCOfrilng an 
Inhumjn-lf^^l Seisrch or Kl DetectlOfi Check. 

Duration: \ turn for (?viery 10 points the JnvoVfir exceeds Iheilnrvocaiion-'i 
Difficulty. 

Usual Appearances The Mt^b^ of Lies adopts many guises, but the 
most common rs a be.autllul hat^quln. When Invoked, every'JiIng turns to 
da/knesE, and when it is attacked^ the image ai the invoker breaks like glass, 
wllh a tiew cop^* appearing, &ut of the Fragments- 




KKl THi: UK)KJ .I ) 



! i The Sun Rewrsedl 

t he Darfc Sun Is the sou ret of the energy that consumes th* 
world. It Is the power that devours everythinj^, evtn iLscIf 

Pact; The Pact ihc Dark Sun usually requests is .appdllln^;. From 
Ihe momePt the invuker ncccpts it. he begins to los-e otit: Life 
PainHsach CQmbfJt TtJrn- Tins djma^t: Ciin't be rcccwitjred t(y nny 
rtitui-at o-r iupcmatural means. Howcvrr, f (/ery tliilt he cw one of 
his controlled crtaLune? kIPis livinp^ being with a Presence of 20 
or greater, he netovef'i 1 LP. If the invokcr inan<.?:''^ ' o survive ^ 
day ttiii wf]>'f the F^ct is sealed. 
Difficulty: 420 Cost: 900 

Atk. Ability: ! lO Def. Ability: NA 

Effect: This Arciaii jsf'i its Attack Ability to om-w^ an holocaust 
I' Dl I '.in-,' '.'cstrui'.ion. 7hi^ binst \&<\<;, r.'ic Heat ALr.ack Type and 
B Damage of 300. This iinar'< h.is an irca of 500 
y- p ..i .-, yarxl-^ more for every 10 points by which the 
TWKer pxceeds the Difficulty. The invoktT c : lot choose specific 
tiir;,^i:Li iniiOe the area of the attack. 
Action: Active 
Duration: Instant. 

Usual Appearance: Usu.illy \ " ol the archaic sun, bui 
wit!- cJjrk colors. When invQ<(±--d, rl'.C sj(// splits in and an 
enormous meteor of fire descends and explodes, dt-itroyinj; 
cvcrythtnfl^ - cxceipt the invoker. 

i'll ! The Judgcni'Cni Rtwersed 

This Arcnnil reprKenis punishment and ccndfimnation - Ihe 
dark judg/nent th.n nobody winS: Some ^ny that il ncpreseots the 
ur^nCipal oCnihi.tism, the oppcisite of etei nity. 

Pact: Jildgefneni IRcvcrscd brings the invokt-t '', worst enemy, 
or the peraor he most Jiaies. before him and asks that person to 
jass aenterw:e on the invoker. If the invOincr voluntarily acre the 
punishmcnL Judgement ReveirseKj will carry lijL ihu punishiTi-.;n1 
nt the same time as it signs the Psct. If the inwker reltises \o suffer 
ttie pull '■-.hinent, the P.'niL fafls. 

Difficulty: 440 Cost: 950 

Atk. Ability: NA Def. Ability: NA 

Action: Active. 

Effect: When Invoked, Judgement Reversed redixK the 
G iLJi i of all entities (except the invoker) lit i] onc-milc radius of 
The invoker to lerts. Entities with Gnosis 45 ^ higher are not 
alTKtPd by this .ibility. Supcrnatui I pc'vzrs th:it depc^nd on Gnosis 
^TZ lost while tht- owner remaii in i ■ i adtus. It ii an .-iLitomatic effort, so 
ihe Liirgtit rit'Lid only be inside the sp. I . r area. 

Duration: 1 minute for every 10 points by which the invoker exceeds 
Ihe □ f-'.r Jhy. 

Usual Appearance: It tjkes tht orm of a brcacfi in rcafly out of which 
lather lijhtnor darkneii nppear'i. When invoked, tlu; opening cxp intf, at 
^ gfsai jpecd, as if it *r«:rc trying to devour the world. 

KKI Ttie World Revcrs*ii 

Th< final Dark Arcana i5 thi? worst of tht: inverted Arctina - the most 
[errlhfe and terr.fying power of all. It represeflis reality's imperfections, the 
ntHolute f^rllfre vvhich can- not be repaired, it the world of darkness, the 
otucr side of the coin where Rood and evil are part of the s,ime 5lde. 

Pact: The World Reversed wiii only ^rnr^t Jt£ power to a person th,')t h.is 
filled In. absofuiely afl life goali and has lost everything. Only j charaetcr foft 
with Fipthlng, with no rtai&n tu live, will be j^mntra this powr. Thti. nx-ans 
diat rnilj/ after it d«Eper.ite charLicter tries to Invoke th:- World Reversed 
ilfid F;iii-t, v/ill -X appear and Ee?sl the pact. 

Difficulty*. 460 Cost: 1000 

Atk. Ability: NA Def. Ability: NA 

Action: Active 

Effect: The World Revipfsecl pei verts reality itself around the InvOkfHr in 
- ■ -1 ris of Me mile, pius an adi^itional mile for eve^-y 10 points by which 
thi; rr-rt5ker exceeds the Dlffkuily. Everyone inside the radHis of the Dark 
Vvbrid automntically Fumbles every rcli, whatever this result o( the dice, 
Thii InviKatiDn has no effect sgaiinist the actons of entities with a Gnosis 
gr^iter than 45 - although rt dcres protect agninst oiher Arcarsii. who ure 
pcwverlGBs Inside the area of effect. If an affected tubjcct is projected by the 
World pun?, both powers fiull'Fy eath other". 




.ffh. 



Duration: 1 minute ^Vi- y 10 poiiUs by which the mvoker excec-ds 
Ihe Difficulty. 

Usual Appearance; The Ai : modifies reality around ttie mvaker, 
irjir.sforming it intc • dark, mac ore image of the real world, nude up of 
■neta". flesh, and -jlood. Like The World, ii s Mill at;companle<J by choirs, 
but these consist of ■.r'-.:Mms of pain and v. " n*- infants. Any person that 
spends time in its ir-tcrior usLially ends up k'Sif their mind, 

THE GREAT BEASTS 

i he ArcThi are not tlve Only InvocaticHis av^lable to chflfjiciers. There 
are certain creatures that are als-o able to |rant ihe^r powers to Ipvokers- 
These are genertilly caSled the Great Beasts Of Aeons. They are powerful 
snliti^ that don't have entoLfgh Gnosis to gr^nt £laJi. but ^ho atti'iKT agents 
and followers by iillowlrg them to use the entity's abilities. 

Anaent Dragons, Mt.ins fromi past eras. Elemental Lords or F.ii^-r 
Godi are only a few examples of these almost divine creaEures. Desj:;" 
bein^ grouped together here, they rfe not have necessarily slnythilnr, (i 
common. Mo.^t of them are unaware of the other'si existence. Each has Hi 
own ajnTi and motivations - be IT destroylr^jil huma-nity. secretly helping it, 
or wmething else completely different. In game t.errr\s, Lhe Great Beasts 
arc- governed by tiie same Invocation rules as rhe^ Artanii - dlthtiU|h their 
abiiitif!s may be quite differant. This book doesn't (n<lude their specific 
Invotations. Inventing thf;ir no'ure, pc:wi."i, j'ld F^cts Is left to the Oume 
roaster and the players. Properly used, they sureiy adtJ a great deal of 
fun to ^amc»s, 
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The PsYCHic DisciPLinES 





Now that wo have examined Ki Dominion -ind Maje;it:, we Will rrtCvcon 
Lo L"?(.p1ore the tiiird and last of the SLipemiitiJi-al capabiktu^s m Amm: the 
P'iyiil'n-C Diieiplines. In thi?, chapter, we shnJi Ic'irn about fhf unbriirvrible 
It-.U'; ihotc who develop their mind powoi • m thieve. 





Ch:incters entJowed wth Psychic Ptwen tan make use dF them 
anytime tJiE^ wanL Once a ctiancter gains access to c specific Ptwer, 
thefC- is no llfTsIl lO the nurriber of times he caa use it Each Psydhlc POvver 
nas a Difficulty Le\'el. which Is ai> indicatcsr 'Of ibc compfcxity of its use. 
n ordtT La execute their Powers, characters nriiuSE roll Id 100 tir'.d ;]c<d 
^lit n:-SLl1L to \htn PSyiiiK PoU^r^tial. If the Final Scone Exceeds, the Power 
[)iificulty Leveif that Power functions. This f$ calfed ihc Polential Cakulalion 
roll (PC), and' it utilises both Open Rolls ind Fumf3*es. A P5.>iehlc fbwcr's 
effects will vary accofding to n charatter'? Final Score on the PC fQ^L 



Let vvi S3y Paiusu wonIc) to \yre Miner P5ycjicJkir>esJ5 lu 
aYi^e^t \o move J 10 pocjndl storie. Eiver) thouyh Ebii PoiVdr 
>Bi'lll vio\k if he passes 3 n^ll with ^r? Eiisy Difficulty, iuch 
.1 restilt will only glbw hirrj \o move 3n ubjcxt no lua^rici- 
thqi.i two pootmcls, legvrncj 3ti ubfect 3S htyvy tlw hock in 
question offlltints f^zusii has i P^yci^iic PotctitiaE of +60, He 
roll-5 the dice ^nd yets gri E5, iwhich be then a44s to his Psychic 
PutentLiI, ttjr ^ Final Scdn; of 145. By locking m the Powef 
Lhart, disco^-er that this t-c^ult enough to move up to 40 

p>U'Ljnd'^ - rpohp th:tn (-nnujh for P.ll^u'iir to lift the rock, 



PSYCHIC MATRICES 

Not everything can bt lixplaincd riroui;h powers of the ioui. 
Some peo:pfe cari use tfveir mind to alter then sui ''ounding^ merely 
through willpower. A person's psyche produces m enorimo;.is nmounl of 
enci^ - called a matrix - that can be used for cDntralling mar;er .irid 
modifying the b-ws of pJlyvici. Psychiti are capable of moving objecu ;it a 
distance; they c:in slso them on fire, or control Lhcir own adrenaline 
Icwcis Id boost their Abilities. Howevci\ psychic matrices 4o not affec'^ 
matter e><i:lu!ilvt:fy. This etiergy also has the capability to enter into ihe 
mln{b of others, making it poisible for psychics to read thoughts or 
control a person's will. On c<?rt,Ti|n occasionE, miiirlcei can even intercept 
efivlrorimemtal resduK and reveal events that have occun-eci In the past. 

Matrix control is not homogeneous. The energy it produces is organized 
irlo differi^nt D)?;c3plings, each of whkh grants the psychic ycccss to very 
diffcrerit abilities. Thus, st Is possible that .i ch,nrflcier who can read people's 
fninds and control their will may be unable to use Powers of a different 
ares - stKh those ^^'elattd to tefflpertttire dontraS, His power is s-mpiy 
not nbleto tunc- into that partKni.-ir Piychic DlKiplilve. 

Few pEDpJe develop a masr^'ry of thoir Psythic Powi' - ■ Only a v ry inrrail 
nuimbtr of IndiiVlduals have aicccs:; to the part of the niincl that rem. i •■ eep 
for the rest of us. The reason why only some ,! : able to accomplish ^Lich 
feflts IS unknown, Somo ar^tie this ability is entirely |.-iysica!. and that psychics 
possGD- mor5 evolved brains, OUiars nittrlbutc it cofTiplettj:v Uj psycholagical 
reasotlSx Thty il<ain> Ihai mastery of the mind Is the only requir^niient to 
awaken and control these idiliiies. Etc that oi ii may, om thirig is for 
surE - WiJIpower qlkw/s them ta use their abilities to the fullcit. 



Some Psy.i' .. I'ower-^ are Act - they require a char;»ct€r 
to hafwe the Inltiamvi- m oider ro exi uie them. Others, on the 
ca-ntrary. lare Pa^sfvr ind cari be used whenever needed. The 
Passive or Active nai ire of each I'owi r appears in its descrtptlon. 
Characters can us'^ more tf n one I 'sychic Power per tucn, 
stependlnj; on their IVychic V- ■ < ore. When it comes to 
using th^ir mental abilmes, ch.i.r.Kter may einp-uy us inimy Powers 
as they vmh dunn^, the course p( .iny gwfn turn, The-se multiple 
Powers witi ill l>e regarded at a single ,ntion, ..icurnng in no 
muhip!e-actiJ>n penalties. 

Howe^r, if a character engage-'^ in any other Active .XDOU \n 
thij sarm: Tutii that he uics his Psychic Powers, he suflers 5 -25 
penalty to his Ps/cha: Potential per idditiona! atlion. In the same 
way as n-\-\'p c, th^-' .i'^'- of Psyhir Pcswcrs is equivalent to unarr--ed comblti 
11 has 1 Wc pon \'-'- 1*1 ve set • ol ?0. 

It tiike; a minimui 1 ut 10'. 0 dari'-i.i;,c on me CE;.niD,il "fable 10 affect 3". 
opponent with a Psychic Flower tisin^ the chanitlfr's FSychic PrDjcction. ^a. 
after lising the character's Rstentirjl co oiicuiiite the effecii of ifie Fbw«:r, a 
vl'.ar^ctcr must make ra Psychic Projection Check to hit the'tTIFBet and kncwiht 
"leacU of his power. In most taies, unless the dScscriptian states ofherwtM. no 
Armor Typp proteas 'jgail'V- Psychic Powers. A character can Dodge f sychic 
Matrix encf^its, but he cm only Block them if tie is somehow capable of 
itoppinj^ energy. Even if a chan^icLcr am;mpts la DcJdge ;\ Psychf fbwei*, he aiil 
suffers » penalty If he were BHndcd - unless he can see Psjfchic Matrices, 

All Psychic Ifbwers c(w.int as Ftred P>X)].eC[i]eii whem calculating Defense 
stores. 

v^chlc Poknlml 

Psychic; Pulenllat e the basis for 3\i mental Rswerj. it is n^easure trf 
an !nd;vidu,irs capacity for usm^^ his Disclfpllncs and amplifying their effects. 
It t.ikcs thp form of .11 bonus that a player add? to his cliaratlcr'i PotontHi 
Calculation roll eact-i time he intends to iijse a Psychic Power Psjthlt 
FtalcnL?al depends dirc-ctly on a character's Wi'lpcw/er Ch.irjcEerlitlc, lo 
ftnd OUl C\ chi*raC[er's P^iychic PotcntiaS, l-jm to Table 65. Characters 
wnring to use more than one Power per turn divide- Lne:r Psychrc Potential 
the Poweri ehey want tg use. They are free to .lHocait tlXhCe points to those 
Powers they wish to enhance the mast. Fo-r mstance, s chsranrter with a +50 
Piychlc Potential using two mental abi-iltles may choose to apply i-15 to (ht 
Rrsr Power And save the rennaining +B.5 for the secorKt', li Is not p(issib4e to 
apply Fcss than 10 to an^ given Power. Therefore, ii character willi a '40 
PotentJiil can ysc only 4 Psychic Fbwers per tum by splitting his potential 
Into fnur ^10 hr^nusesK 
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3. i.c tinje bier Pgzuiii Juts tr<i'e;]i4;4 bis Psychic Pcriental up tu 
Jie can nciw use; a|? tcj 8 Psytbsc Powers f^r turrj witli 3 'TO 
bonus to iQck ifhc^bairltl wjs-hto use three Pov.'er5 in ^ny given turn, 
be n^ay 4i^tJibutc hii Psychic Polenti.31 points freely. FdI' Invtar'ce, he 
may ^ppEy +20 to the in rst two nal Is ^nj +40 H:p th?; tbid . £.>ch P<?tvci- 
stHll be inj I vidtiq J ly rolldl. 34£i'ii>g tbe ccn-rc^poni^Jng Iwnus. 

cmcmimlm 

Even ttiQtjgK Psyrhic Powers lakt" immedialc effect, it is possible foe a 
ciiordLltr to amplify them tlnrouj^h Co^•^^^ntr^^0O^. By itieiL: iiicirii, psychics 
cm invest iome timt: in the preparation ot n mcnfjl abiiity. thus improving 
the rBiult. Upon inih.ui-ij; Concvniratior., '^Iic character niu^l the 
Intended Power and its objective. Depending on Cunc<:ntratio<. level 
ren; litd. .i charitter neceiviM a bom-s to his Psy^-hic PoientJiil - js ihown 
in Table 66. 

Concentration is considered to be a cotHfJleLc Active action. Therefore, 
If a character engages in other fictions or re-ce-'ves d'im,;ij>e. he will be unabfc 
tocondnut to Coriccntralc. thereby losing iny ac( umul itct: botiusu-i. 



TABL^ 



.oncentraC 



' Av^itable Bonus 



Out TLirn 


vIO 




Three Turns 


+20 




Five rums 






One Minute 






Ont Hour 


■i 50 





?syc\\ic Vm\m ami Yaligm 

Every time a ps)(schi< ukes a thonce on usmg n Power wth a b<»5e 
DlffKulL^ Level higher than his Potential. hP i? expOi*c! 10 possible FailurE. 
ff vOhj look clotely at tht effccL dcscripticn for my Pow^ir, yoLi will fmd "lIul 
(KCiTSjonilly (hi? words are in it:aiic^l^ and insicad af tJie df^scnption. tl>e word 
"Fadgue" iipp^Hirs, follwwed by a number. If the end result, after adding .1 
chaniCLor's fbtcntiai Id the roll, Efioulti full vvlThin t^ie Fi'iLi|u<; range;, the 
dHracter is urtMJC<;«sfuJ in usirt^ uhc Pbwer 

Psychic CiiHure ei<e/ti great prewi^re on the mind, since the psychie is 
unable to use the ener^ it has g^nemted. Ttierefore, the number next to 
FMljue rMrwenti the ConSeqiJEnDes -chgracters h.ive to fjce when tlhey 
M. In other wonds, li is the nijmber of Tree Psythic Points the p^yrhir 'r^^if^s 



s*t|ier ho ^Ufe. Hd subtracts this nun^ber from ;if^ unuted! fK34nts. Once a 
chiTKAier depletes his free PR he stjirts ^orisuming Fjtlgoe Points - until 
he either yrKonsclous or able to resi- PP lost on ^icccufit of Fatlj^tjc 
is recovered tl>e fegular rat* of points spent on acquiri'ng temporary 
?tyx^\'C Abilities. Psychic Fattglie aflfects even physkaH/ l.irck:ss beings. 

Bear m mind that If a character Fumble? on his Poiennsl Ca.itulatioR 
roll, his pUyer miifl subtraa ilic Fumbte levnl from the Fin.il Score, Ehui 
worsening the cgnseqLKnces. 

PtizusLi, who pcr^ics^pcs ^ +80 Psychic Potential, intendls to um: 
S}|^3t±er :\ Pov.tr wrth ^ Ptffic-ijity Level of^ Very Diffjo^tt. He h^-i rnj 
'■f irtrt to Cai>ccntfiatc, so he roEEs sjiredly ^n4 cfcfs 3 15. He tb>cn ^M"^ 
his P*yich[c Pabcntigl to the tdl, for a Final Scdrc of 95. This fesulf 
onty J^chleves ^ Medtuni difficulty, two Icvtlji Wow his Dhjectrve, 
Whei> checklny this result on tlicSh^ttct Eftcct Table, we fiiKl tii^t he 
liis suffereicj F^tljjue 4.. Thcrcfoft:. he Eose5 4-of his ftuze Psychl'd points. 
Howevef, since he only has 5 left, he ako loses t Fat:tgtJi point. 

If a charactS''s Fat{|ue drops to 0 or below im KxoLint of Ps/chUt 
FaEi||ue. he immediately lapses into a shock of possible fital consequences. 
In tnts sttuattortn al) Innate Powers tea-se to t>e V\ i ril. lined, and the character 
mtist make ^ PsR Chccl< with a difficulty of 100 :n orii-.;-! ir- ,jivold falling 
Into a coma thai luists for 0 number of dayl equa) tjo he Failure level. Ew^ry 
rtegaiive Fatigiue Painr will incre^w the di|fi<i)lty of this Ciieclt by -' iili. For 
exampte, n character with -6 fatigue Points must p,iS5 n Pr-R. Check with a 
dKflcuky of 160. If ,^ character fnIB this, Cfv.'ck by more ih;in 80 polrvts. his 
mind: shaticrs nnd he dies Imrnedl.ntely. 

Even tireless charactors nnd creniures, who cnn'l bv r,atiji;ijie Polmi 
are not exempted of Psychic Fatigue Checks. 

PSYCHIC POINTS 

Psyi l-i' Points -■ othcrv^isc known as PP - constitutes yet anoti>er 
fundamenial r:lement of Lising mental Powers.. PP shows how charricters 
Spend thckr psychic energrcs, along with the aspects of iheir Powers they 
S'-ek to ftfhance. In a way, it may he ihoughi of ds a set of wild cards 
allowing the psyrhic ii wide arr^iy of advantages - such as dsei/elrjping new 
Diiiiplines or temporarily increasing his Potential. All civaracters start off at 
1st le^'-^l vvith drne PP; thts amount can inc r'\uc ijy invesTil>^ DP or movFTig 
up in levels. 

With some of the advant^jges bryo^hi by PP ihcy arc consumed 
pem,innntly; once the PP disappear, ti>ey can not be USfrff ajgain. Other 
advantages, however, provide temporary benefits rh.it do nnt cor^iuiTie the 
PP forever. C'-i.'ir."n"''-rrs can recover them after a whik-. Inc /ollow|n£*s n lilt 
of the abilities PP [ >oviiie, starting with the permanent ones. 

Ajjmiij mi]] a Psydiic Dlsdylm 

Ch-inicters do -noi initially have any Piychic Discipline. Sn order to access 
t ii; Powerb pertaining to any one Discipline, ihey need to perFTiancnlly 
invest 1 PP point. By doing ^o, they diwelop a certain affinity to that specific 
Discipline, and from theri on ti>ey art capable of mastenng any of tf»e 
Powers within that Discipline by investing new PP polril^. There is no liimrt 
to ihi? number of Dist»p?ines that can be mastered. For Instanci;, a character 
spondinj 4 PP points m.iy hflve access to 4 differeni Psychic Disciplines -Silch 
as Psychokinesis, Pyroki[i!.;si.„ Ic.cpavhy an J Physical Iviv.n.ase. 

Niasimn^ a Htv^ tAmiai ?mm 

Once a character has dweloped arfi affinity to a Psychic Disciplinei. he 
is ready to mraitcr iu Powers. If he sesks to use a specific Power of a 
Disfipline with which he has an affinity, he must first masfsr 't by ifwestiflg 
1 PP point permanently. Characters tfiay acquire as many Powert. gs they 
desrrc, provided only rh;it :h^ master a fit'Sl-leve! Ftiwt;r before mewing 
on To a second-level one. anc ■-■■> on. 1 hus, a characier wirh a Pyroklntsis 
affinity and 3 mns^sem •'\' pomis, may nasler the Create Fire {first ievel). 
Fire immunity (second level) and Nova (third Icvil) Powers by spending ail 
of his PP points. 




incmisin/i Psychic Mcntial 

PF .IPG also hElpRji m increiiang Psychic fcLemial. thui ilgniflcant^y eniir]glng 
mental cnpabBily. Char^ten v<Al\ get ii bofMJS propd'tlOI'vXili? to Ihe ^imsotinl of PP 
poinis thc^ invest. TTiey add this bonm to [he*- Psyche FtotenitinJ when usln^ an/ 
of iJleir Ffciwei^. Table 67 dctaib whJt txjnuses a chan*ct£?r rctclvts according 
to th?- PP he- spcntSa.. The fif^X ■nov*' jhows the- amouni o( PP points, required fcr 
£ettir^ the bc^iuito (fie These bonUiCi build off 0^" e.xh other. ThErEfare, 
If a charaaer vvsnta a ■^40 bronus, he n^/st first ipend all the pewits nesceKarj^ to 
isdiiev^ Hi •■10, -'Xij and '30 bonuf;, wgil. The figure in parenlJiesis repTOoitB 
the toEal sum erf PP that it wpuld tflkc la reach liiat f)r«> bonus. 

Tabie 67: h'ciiEASE Psychic Pi?tfnt!al 
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1 (1) 


: 10 






J (6) 


■ 30 




4(10) 


'40 


ii 




6(21) 


H60 




/ (28) 


■70 




8(36) 


'80 




9 (15) 


190 


m 


10 (55) 


'-100 





Fa* liJqrTtplfi, PgzusiJ spercfs 1 PP fn oi-tiec to get ^ +10 bonus ii-i 
lii^i Psychk Potential, [f he lqt«f wishcct to ln-i:i'-tf:3se It up to +20. h:- 

StrcniJthamiii n Power 

Characlers fnay choose to spend thear PP on Strengthening tKe natural 
polenlial of a Pawer the/ already posEci!.-. In ihis way, they beccmnc c^cjpcrti aL 
certaltn tibllitles iind arc able to employ then-i with superior strcni^h. Eve«'y PP 
spent or*, one of their Ptiwers vvil| gt-je them ' \0 to fJhctr Bcjtentia! C.^lculatlon 
roils. A characijff cjn not incrEase a Power beyond a *■ 50 bonus. Thcrcfortv 
the ma^nnmum jmount of PP a dijj^cijei' <:^^n 5pend on a single M^ty n 10. 

P^zusu hgs Psyctic?klrietii: Flight, .and would Ill<je:tci5tref7gthei7 
it by spendincj 4- PP points. C^l1nsec]ulently, be rec-ci^^cs 3 +40 bonu;: 
which he id^s to hi5 PC roll cvchy time he uses Fliigbt- Jhn bonu:: 
does not ^fTect iny of bis otfwr Pctvct*, 

ACi'jufrffy An innak sbt 

Soont Psychic Powers can be Maintiilried, allowing ^aractEn to UM 
thest abl!tt»es continually - like ilylng or esTiibllsriing mental bdnds wirh 
their fr4enqk, for ejtamp?^:. (n order to Maintain a Power ihrooj^h ^ever.ii 
Combat Turns Without rolling, it ij noceii^ry to h^<^ an lnn.?lte S-ioi. Innate 
Sloti dlow the psychir to subcdnsciousiy tie cne oi their fWcrh to their 
will, so th.H it can be used efforlle&'Sly m every lurn. In thli case, ,icctu«rlng 
uin InnatE: Slot rt-qulres That n character spends 2 Pf* points, Thprc- is no lim^t 
to the amount oF lnn.=itc Slot a diar^ct'er cm l^e, 

Th* maintenance of an Innate Ftower h .1 Pnssi^ft: aclion; .i chiaiMctcr can 
U^ ^hms abilities cvsn If he is asl^sp or unconsciouis. Bear in mind. Innate 
5lQti are not Hed to a smghe Power: A character with only one Inrrgte Slot 
msy choose Lo mjint<^ln any one Power, SCCOP^ing to his needs. He may 
uic ii Lo remafn syspsnded In flight and soon .iFtpr apply It to i"alsc a ffle^llal 
biv r|^;1•, for exflrniplff. 

It K neccs^iarv for chariicter^ tcj use a Power once b^for^- they can 
keep it active, Once they successfully atlivjie llie Power, they must declare 
l^iT. they want to ItEEp it i& an Innate PcwEr. Starting ofi the nc:Xt turn. 
crn:y will not neEd to roll any dtce H3 use ft. Innate f^Wrt^i function in the 
natural Difficulty that their USier's Ps^iJlic Poientfvil allows wrthoui rolling, or 
applj'ing any penalties. No addiitiorial PbteiituiJ achieved through a rxall or any 
bonis may fcMS app-llcd lo a Manntalned Powe-r. So^ pf thi* characEer has a *60 
Potentialn his Maintained I^ers will fumnion with iin Eisy Diflicultj/, 



If any given PcMtr (xwsessei an operative Base Difficulty higher 
than a dharacter't PSy^k Potential^ the character cati Maintain ic 
innately with the minima) Difficulty rtqulped. 

Paz]U5u'5 psychic potehtJgl Is +90. whicb allowj bini to M^mtgit) 
bis Innate Poweftit^ Mcdltin? DjfFi'cLjIty. )f he ^ucceMftilly employ's 
3 Psydtic Shield ^;nd allows^ it to wttigin gctive in subsequent turni, 
It wili5 hive 3 Medium effed: Kggrdless of >\iii4t his oflgln^l Final 
Potentia] Calciiloitjoii wais- 

He then wishes to Mgiiit^in Psychokinetic Flight, l^■brch wcfuliies 
3 levicl of P^fficult^s jn operative rr^iotrnurr? E^-en thotii^h n^tii^aSly 
he lchjU only Maintain Mediunt-Plfficulty Powers, be can Mi^lnt^lr? 
Psychoid nctJc Flight on i Difficult level,, since it l5 the minimumi 
OiflfEculty re^ulhci:^ foir adrivgtlot) , 

free Psychic Pmts 

not Invcited permanentlj* on any of die Powv-r^ Itrted beforu will 
be referned to ai Free PP. Free PP h^ve several funcbons, ranging from 
toping char^itters from losing Fatigue point.-;, to bestowing specljl atnlltles 
on p.^hlcs. These tises dJo not consume Free Pf^ tompleiely. fii- in the cases 
ctescrihcd abwe. Th^ cost only temporary PP. Free PP used in this manner 
rtiover at ^ rate of 1 per hour. For* inst.}n<:e, ^ character usin;^ 3 free PP 
ro tempDrarily enhanie tlift Powers, will take 3 hours to recover therr. 
Spending PP n Patilve action. Their majiy functKsns are describccl bclew: 



Box Xll: Uses Of' PP 




)}y Permanent uses (With PP consumptidn) 

Affinity to a Psychic Discipline 
Master a New l^ental Power 
Increase Psychic Potential 
Strengtlnen an Power 
Acquire innate Slot (Consumes 2 PP) 

Temporary ubcs ^Hourly rate recowury) 

Improve Psychic Proiection 
Increase Psychic Potential 
Eliminate Fatigue 
Temporary Access to a Power f//^^- 
Improve Innate Power ^ 

Improve Psychic Projection; No Fatigue points may be imestetf 

on iiTvprovii'i^ Psycl" ' Projection; howL"vcr\ those characters usinj; w-tnxsi 
Pbwers C:?in .■spend 1 ■' n ord' r to incnease their ability on any ^<^n round. 
Every Ft* spent to imj effeci will provide a ' 10 bofiui to the character's 
Psychic Rnojcctfon when using a specific Power. Not more than 5 PP may bt 
spent in improving Psychic Projection, so the m.3idmu.m bonus that can be 
.ipplled to the roll biy these itieans is +50. As is the case wllll FiatlgWf PblntS. 
the eispenditure must lie decl.ired prior to rol Ung the dlce^. 

Increase Psychic Potential: Ch.iracters may spend iheir PP In the 
Improvicmcnl of d iipei.iiii Powi -->. Po:u'ntiaL Every PP spent to this effetl 
wikll providfc a "20 bonus to the selected Power'^ Pfettfntial during that tum. 
For instance, if j character spends 3 PP In the irnprcwEmEnt af amy ^Iven 
mentiji .ability, he vvDuld add +60 to its Potential. Oncc more, the use of PP 
must be announced before tl"* rail. Characljers miiy ipe.nd up to S free PP 
In the improvcrfient of."! specific Powur. 

Eliminate Fatigue: Chai-atter? declaring the usc afa PP Ir? Fatigue 
eiimifir^tion prior to cakuldlln^ gn .ilBlity's Piychk: Poieittlal vvill not lose 
fatigue Pojinti in that turr^. This mental activity will not tire the characticr 
regardieK of his Failure leveJ. 




Ternporary Acc^ Power: It is possible th^it ch-imcters 
find ihemwlvci in need iSf a' ni)*dhlc Power they have nol yet mastered. 
Pi)*ctitcs; cm use a nrKnitat alMlliy ihcy have rhji Tniistc?rcdK but which 
tjefgngs to- 3 Discipline with -^Kh t^iey have affinity, by lnv«titiji ^ PP 
temporarily. This allows thEin to 'usa the Pf^uQr during lhat 
Jum. Tcmpomnl^ atqulrtdl Rowers can not be Maintained 
■n cin Innate Pow^e*". 

PiiUiu *locs ncrt have 9Gjc3J to Psycbakinctk 
:-iildd- Hgwevcr he fins|s hlrrfSclFthe 3Ub[4;d: 

ilftack, 3wt he ts un^bSe to responcS Since 
he h^s 1 Free PP grjtf Psychokinesis ^ffihity, be 
sper?[ls Jt temporarily on 5hie[ct qccess ciuriiv^ 
that turn 

Improve Innate Power: Cliaracters may 
\m rhelr Free HI-' Increase ih^ sinsngth of 
an Innate pQ-wer. (n order to tfo this, Itiey 
muit spend the PT they want lo ubc at tnc 
time the)' set the Power as lnn.iie. Every 

paint invented in thi-; way ■ncre4iM;R fheir 
Psychic Potential by X) poirvLi for purposes 
of detemfiLniiift its Maintained Dlffitully 
tevel- In thjs way, a chamcter wirh ?, 
psyclilc polmtial of '60. who would 
normally Maintain m Innate Pbvvtr with 
jin E^sy DifFfculty, would *je .ible to raiw 
he Jnnate PdwE-r Difficulty to Medlumi 
le-rt) If he ipcm 1 PP (thereby rcceivlnii; a 
^20 tKintFS to his Fi)KhK Roiential). Psychics 
ma:^' spend up to S PP to thii en<). 

Nkjte that chasranrters <io npt recover f p ip^nt In this Wi'^y while they 
Maintain an amplified Innate ftjwer Naturai fic-covGry nte will take effect 
ante they stop MaintijFninji that Power. 

P^ztjsu. bas cregfei^ q Psychft ShfeM he keeps gsan Innate P^jivci' 
with 3M SJO-point Potential (Medium lev'el). if he decldfii to spend 
Z PP points to aroplify his Intiate Powder, ha cnuli Manrtaln it ^ 
120-pDiht Potential tat 3 DiFlWk tn-d). Ef he i.pcnt 3 PP Jnstcai he 
iBtiJkJ NUtntain H; ^t fiO, or a Very Pifficult Ic^tl. 

On the other h4n4r P^3:u*u Itocps the Tot^J Incre^w Power 
Llctfv^ with 3 + flO Potential. ^r}i\ ^ minimiLim iifficulty of AbsttH, he 
[wli ncsi be able to ]-3i5e ni^lntenan-ce 3 try more usirs^ PP - sit?ce even 
Ejfbesfenit 5 PP Ci^klncj hcs Potential tolOO>, he WDtjl4 only ni^ch ^ 
JO Difficulty lei^'el, whkh wouU still be Aburd. 



3ox XIII: Example Of PP Spt^gDc^)c 

Novv- thai wc at familiar with the different functions of PP, 
s :.ee ii'i -ixainple of how it could -je spent. 

! ^ P-iZiLiMi h^-i 30 ir.L!e Pt' to it^ri .j^L^uii-ifiij Piivn^jic Powt'ii. 

' nhe n^^t thing h« joes is invest 2 PP fioir?tb in 4<'^Aa>pir}i^ 
affinity to Telepqihy qn4 Psydioki n^sis. After tjainfrji^ ai;vCi!i ta 
bcitl-i nisciplirjes, he spends I PP on the Tclepiithic Pov^ier Area 
5iianiTintj 3n4 'm^itctt rt. Since he wo«l4 ullso like to h^vc the 
icoon4-lcv'd Po'At? P'^ychokin'ctii; Flight, he speikts next, 
2 PP points tin Psyichutfjivciji^. He spends the first of ihtiie ujj 
Minor PSychakinesis, g fir^t-levd Poiver tiqi i^r^infa liim ^ccc-i^ 
to PsychdkJnetfi!; Fhyht, Tliei>, he Sf^ends hi^ ^con-;] PP on 
^Ojumnj Psydiukindlc: Fliijht. 

He h^S-illneaJy invcstiM 5 of his. 10 poirits The rDlluwifkj 2 
hftchcBTfes+oipend on tin in njte Slot to Maintain any one oflMs 
Pbwcrs. ffe^lso sfentjsl PP on ei^hcindT?y hi? Areq Scgnmnii 
PC checks hy +tO Pinqliy, lie Uecldes to keq? liib U-A 2 point: 
35 Kree PP to enhiince hii> Pmver^ :in:\ elitTjingte Fiil^i ' 
rt'l'rfnff4''e^ nec'^s^iy 



PSYCHIC PROJECTION 

P^yctiit Projection is the :ibllit>' to focus in<l control Psychic Power-j 
lupOn a Sin^ tar^eL In a way, it ts analogous to a wizard's M.^^ic Projection. 
Psychic Projection i* not a measure of how sharp a character's afming 
abilities snff. R.?rJier. I| represents instead the level of control he hdii 
Cwer tib Ptaf^trs so as to use tham: succeisfuKy. Psychics yse their 
Pfojection to attack and repel attacks - although only the pcn.il"ii:;s 
GxpLnnedi In the Psychic AWIItlet In Con^t st- ctlon <ii Chapter 
9 will appJy. 

Ftemren^ber PiyChiC AbiliticrS arc Invisible to the humnn 
eye. unlew explicitly aatecs otherwiie. Therefore, iht Bhndcd 
penalty will be applied to !Jie VKtlm If he can not see a p^iycli. i. 
ittack. Although this ability is typicatly used ^n combat r>nly, 
the GM n^ay request characters to ovejncomc ccrtn.n 
DiFf r.jlii.;s n order to affec t inanim-'h: tar^eti. 
Box XtV: Psychic Projection Diffkukies fui 
an approximate notion. Jhf-.y funfTion In a way very 
iiiTiflar to that of Magical Abilities, the QM will "dc 
the judge when it comts to caJculatlnfi ihe Difficulty 
oi high-precision aaioni - such .t^ threadlnj^ 1 needlf 
usinj^ Psychokinesis. 

Box XIV: Psychic PR^rEcrim 
Dij^TicutriES 



\y R.-infrnr- 1 tac ability may be used on the psychic himself or 
on a person or object with which he is in contact, 
ft' £i£.y: Affcfts t irg: i.-; less than 15 feet way from the psychic. 
Moderate; Affects targets up to 60 feet away from the psychic. 
Difficult: Affects targets up to 300 feet away from the psychic. 
.Very dimculCt Affects targes up to 800 feet away from the 
psychic. 

Absurd: Affects targets up to 1,500 feet away from he psychic. 
Alrtnost Impossible; Achieving this difficulty allows the psychic to 
hit a target whose exact location is known but not ncccs irily within 
direct eyesieht. It covers up to one mile. A 
Irnpossibh ■ Achieving this difficulty allows the psychic to 
affect targets out of his sight and with only an (pproximate 
location up to 10 miles away. 





PSYCHIC DISCIPLINES 

Mental abilities irc organized m^.o levels, each touching on a panicni.ir 
Sp*iefe and fe-itu'ir-i'_ Powers completely different from the re.^t. fhc-sf; 
spheres are Col P chic Oisciplincs. ' ich Discipline hai is different numbt^r 
of Powprs orgrin .'.ed in thr. I. .■ Is. 

In Lcrtain cases, a Discipline w II h.ivc: ■•.omc: kind of modifier that wi;l 
,tppiy iiccordin^ to the situdliOii in wfiKh. its F'owcr:- arc uicd. For instance. 
Telepathic Abilitres are more easily performed t^pon Subjects tn physltiil 
contact With the psychic. Discipline rnodificrs will alFect .ill the Ftowi^rs 
comprised within tfiat Discipline. 

Iho following 1^ ?i h'.r of me various l^ychic Disciplines, vvilh ihe 
following; descriptions: 

Level; Indicates the Power's, level. 

Action: Indicates whether the use oftl-it: Power is iin Active ar Passi'-c 

.ILllOII. 

Description: Th cx( ■■.in-'; t^'ie Power's eff( ds. 

Maintenance: It indicates wl- • oi' not the Power may be kept *5 an 

lnii-.'c Power, 

Effects: I r,i;i -,hows how iht- .Lhihiy imprcwes, dependmaon the Difficulty 

Level the psjrt:hic c;in rcach with h-js Potential. 




TELEPATHY 



Tefcpattiy is one of the most fnscinntinj Discipline; psychir<; have at tt^eii- 
dispoiitl. !l synchronizer the energies of two Psyciiic M^itrices. allowing tl>e 
user to access the minds of others. Some examples of Telepathic abilities are 
mind reading, .iJtijjing a subject's perception, or' i.-wn SLibduinj; Lhem will. 
Telepathy has no effect upon mind-ess beings - sutri golems or iirnilar 
creatures. Unlike with other Disciplines, no Psychic IVo nion i*; required 
for setting the target (the check is stiil nee<led to detrrmirn: the? nv e of the 
Power), but if the Psychic is not able to obtain ri minimum of 10> i. image 
on the Combat Table, the affected target can add > 60 to his PsK roll. 

Modifiers; P.'.ychifj in physic .1 1 contact with the subjec 1 ,\f_ainsr whom :hr';,' 
arc usiitfj their Telepathic Powers may add a ''20 bonus to their PotenLai. 

Al^lL''^ S'^ /XNNING 

Level: 1 Action: Active Maintenance: Yes 

Description: Phis Power detects any active mind around th psych, < . 
Ii may differentiate between simple psyches ■■ such as that of anim i ■ or 
those of a much more complex nature. However, it cannot locate y specific 
mind within the radius. Resisting this Power requires a chnracter to make a 
successful PsR Check apainst the lary,el Difficulty indicated by the Effects Table 
below. Charartcrs f.-Mling this Check will not be entitled to new Resistance 
Checks while they remain within the scanned am. This ability docs not call 
for Psychic Projection; it will automatically affect 1 --cryone within the area. 
Effects: 





Roii^ne 






40 


1 iisy 


fatigue 1 






^0 Mediunn 


IB' 100 PsR / 30 foot radius 




_ go _ 


DitfictJit 


120 PsR / 150 foot radius 






WB Very Difficult 


MO PsR / 300 foot radius 




mo 


Absurd 


160 r-^sR / 800 foot- -adiiis 




^240 


Almost impossibli 


180 PsR / 1,500 foot radius 




280 


Impossible 


200 PsK / 1 miic radius 






Inhuman 


B 220 PsR / 5 miles radius 





■140 



Zen 



260 PsR / 60 miles radius 



M • ■■' 1x1 MMAIM 

Level: 1 Action: Active Maintenance: Yes 

Description: The psychic is able to impose a very basic restraint upon 
his target, preventing the vic'im fron' performing a specific action. The ability 
will only work on Activ- actions - that is, those requiring ?, character's 
con:',ious will, i will not affecE P,aKivc: -ctions or those executed by rnen 
redtlion. The affected character may resist the effect by making a successfu 
PsR Cht^k Jgainst the target Difficulty indicated by the Effects Table below, 
Ht 15 also ^granted one additional Check every time he attempts to carry 
out the forbidden action. In the case of a very generic restraint, or if the 
prohibitlo'i limits the subject's freedom excessively, a -^O bonus may be 
applit : ; to a victim's Check. 
Effects: 





l-<outine ^mH^I 


^P ^^^^B 




f^^sy 


fatigue 7 




Medium B^^^| 






Difficult 


100 IM-t 




IP Very Difficult 


120 PsR ^^^P 


180 


Absurd 


MO PsR 




Almost impossible 


160 PsR fl^Bl 


_2S0 


Impo'^sible 


180 PsR 




' human 


200 PsR 


440 


Zen 


220 PsK 



^V^J^■' Reapinc 

Level: 1 Action: Active Maintenance: Yes 

Description: I his Power sllow.*; the psychic to read a subjctl's curnint 
tHoughlL " dltha^gh it does not pf-rmit him to delve into the victim's 
rt>err*orfes. feslitln| this. Power rcquitus the victim to make a successful 
PsR Check against a target Difficulty listed along with the intensity of the 
cCfcCt be Sow, A character r.an make a new Check every 5 turns, as long as 
Ive Is wnchow aware of the fact that ho is being targeted by this Power. So 
long riZ he re.ldlnghls opponent's intentions., the psychic can apply a 1 iJO 
bonus to ,iny actions pitted ag;!insi him. 



; Effects: V 


f 20 




Fatigue 2 j^mm^^^ 


40 


1 asy ^^^^ 


i^ati;^i.f 


SO 


Medium i^^^^^l 


100 PsR ^^^^H 


?0 


Difficult _ 


120 PsP. 


140 


Very Difficult. 


140 PsK ^^^^^H 


180 


Absurd 


160 Psf< 


240 


Almost impossible 


■ ISO PsK ^^''^^ism 


2B0 


Ir-ipo;- e 


200 \\\{ 


320 


Inhuman 


IBL 220 PsR ^^^^^ 


440 


Zen 


240 PsR 



M "NTAI COMmM ICATTO^j 

Level: 1 Action: Active; M'arntenaitce: Yes 

Description: The psychic is ,able to (fngage in ?ong dls-tance 

conversation wiOi .uiofier charaeter wtiosc approximate ksution known. 
Unlike with other Powers, no P';.vi.hic P''ojcction is required for setiirg the 
t.ar^Et. fiaximum disl.""nc:- > lowc lor conversation is indi'-.,itcd by the 
Power's effects. 



Effects: 


20 


Routine 


^^BfFHtigue 2^^^^^^^H 


40 


basy 


Fatigue 1 


80 


Medium 


UK 300 feet ^HHH 


120 


Difficult 


^ ^ 1 . 100 feet 


140 


Very Difficult 




1i.-.) 


Absurd 


S mile-^ 


240 


AIniost impossible | 




280 


Im possirjie 
Inhuman |^^^| 


^ 600 miles 


320 


^^^3.000 miles^^^^^l 


440 


Zei) 


Any distance 



P?vonc Shield 

Level: 1 Action: i'assive Maintenance: Yes 

Description: Psychic Shield enhances the psych": ' PsR It may be used 

to enhance another person's PsR, but sucfi an enhancer it is rfiduced to 

h.iil the bf.'!'.!*. indif.]ted. 
Effects: 



20 




2 ^^^^^^^ 


40 


1 .isy 


fatigue 1 


80 


fi(^dium ^^^^1 




120 


Difficult 


30 PsR 


140 


Very Difficiilt 


PsK ^HI^B 


1R0 


Absi. d 


80 PsR 


240 


Almost impossible 




?B0 


Impossible 


160 PsK 


320 


Inhuman 


^0 -^200 PsR ^^^^B 


■140 


Zen 


240 PsK 



P.vy'ci lie Illusion 

Level: 1 Action: Active Maintenance; Yes 

Description: This Power alters a subjea's peiffi^firion by irHrodtiClng 

illusory images or sounds into his mind. It enables psychics to become 
invisible to individuals, to throw illusory rocks iit iK-tiTi, or even nwkz 
them think they are facing a dragon. If a c h-vir^rr c|«?cidei to form illusory 
creatures, they will Attack nd Defend themselves using ihe chiinirter's own 
Psychic Projection, just other illusions wi i (arrows, spells, cxpJosions, 
v'-tc.) Rcsistii-t-r, this Power requires a character' to milltj? a Succettfuf F^R 
Check a^s.iinst the target Difficulty indicated by the EfFen^ Tiblt=' ibeiow. 
Naturally, damage is unrca: and the opponent wiH be entitled lt> j new P^R 
Check .jpon being tin... if a character knows he s deallfig With art llluskm, he 
can make an PsK Check every I urn. 



Effects: 


20 


Routine 


FatigLje 2 .^^^^^^|[ 


40 


Easy 


raii,i'L'e 1 


80 


Medium 


PsR '^^^^^B 


120 


Oifficult ^^^^ 


100 PsK 


140 


Very Difficult 


120 PsR ^^HB' 


180 


Absurd 


"140 l^sK 


240 


Almost impossible 


160 PsR ^^^^H 


280 


Impossible 


ISO P-.R 


320 


Inhuman ^^HHm 


^B 200 PsR 


40 


7 


220 PiR 




Level: 2 Action: Active Maintenance: Yes 

Description: Us' .j; tins Power, ihc ps/chic delves irifq .Tiothcr 
person's thoughts ann nir-rvoriss. It is left to 'he GM's best judf!mi--ii to 
detklt ihc Tiumbcr of turns a piychic needs to fimi thii desired mfonrp.t on, 
dpp^-ndiri^ on how deep If ts burScd in the character"! memory. Tli<'r psychic 
will have :ic:ceK to thf vicr-ni's knowicd^e, but not to supcrnatuni'ly .iherpd 
memories. Thtc affected p."ii"ty rn,iy resist the effect by rnaklrdg a successful 
PsR Check ^igainst tJhc irirget Difficulty indicated by the Effecu Table below. 
He is .I'uj grmnte^J one additional Check every 5 turns. 



EffertS: 





Ko LI Li n s^^^^^^l 


^^^H Fati;;^u6 


^^^^^ * 


40 


1 .^sy 


Fati;?u- 






^IPttediurn 


^^^^P^ati(iue 2 






[difficult 


100 PsR 






Very Difficult 






180 


Ai;sLirci 


140 I'sK 




240 


Almost impossible ^^^1 






2B0 


Impossible- 


. ' 180 PsR 








■1^200 PsR 




440 


Zen 


240 PsR 





PiVLl 11*; Aii.AULl 

Level: 2 Action: Active Maintenance: No 

Description; The psychic casts an attack ii[)on a subjcc''i. mind, 
v/t^akning his mental resistance. The victim suflers a penalty to .-.I PsR 
Ch(i"k.s equal to iiis Failure .-.y^ainst the Chc(k to nt.'Sisl3 this Power. 
Weakened Resistance is recovt-ri-d at i rr.'- of '> points p^r hour. 
Effects: 





^ Rot-itine itflHi 


muni; fatip,ue 8 


40 


Fa=;y 


FatigLie 4 




^ Medium 


j^^^P Fati,(^ue i^^^^M 


120 


Diffidilt 


120 PsR 


140 


Very Difficult 


140 PsR i^^lB 


180 


Absurd 


160 PsR 




1 Almost Impossible | 




380 


Imp-.: . Pic 


200 P=;R 


320 


Inhuman j^^^B 


PsR 'i^^^^i 


440 


Zen 


260 PsK 



P WCJH IC Con N ECTk'^N 

Level: 2 Action; Active Maintenance; Yes 

Description: This Power connects the psyc.iiic's mind to the mind 
of another willinj^ person, allowing thpm both to act upon each other's 
plysical bodies. Characters participating in Ihe swit(h p.-uin their 
Itnowlcdj^c and skills, but they are subject to the Physical Char.ict'. i. ;tics of 
the host indivkliial. which means their Base Abilities must be recrikujited 
to account for the different advantages and disadvantag'^;-s of the host's 
bod^. Since thn soul does not tran-^rnigrate, spellcasters cannot > ■■ spells 
up&n Introduc-ii^, tiieir mind into .irother physical form. This is a voluntary 
cn^bility; ch^lr^=^ct^■.r^ can not t* forced to give up control of their bodies or 
contrai another body from a distance. Characters in control of another 
scdy turr.porarily lose control of their own. I( one participant c while 
the ccnnfirtiori h ^nsitive. the R^vver is canceled and the surviving participant 
returns to hi* normrjl st^ite. Th-p maximum distance between the bodies is 
4eti;rniirK'U by the suci i'ss Ic-.'el reached using the F fleets Table below. 



Effects: 


2a:fli 


f^outine 


^^^^^ Fatigue 6 ii^gmm 


40 


1 asy 


Fatigue 4 




Hpi'Medium 


HIBIIIHH 


120 


Diffit.M. 


300 foot radius 


140 


Very Dit'icult W/M 


IP 1,500 Toot radius 


: 10 


Absurd 


1 mile r.KSiiis 


240 


Almost Impossible 


5 mile radiiJS^I^^^B 


'30 


Impossible 


60 mile radius 


320 


Inhuman 


^1 600 mile radius 


140 




Any distance 



A I TFd ME,MOfi-' 

Level: 2 Action; Active Maintenance: No 

Description: Tnis Power perni rs ^ psycni' io edit a sifbjwt's 
r nori; s, im'i • ■ injir ccmplettly or fc.ting n- w on-.,-,. Flie exaa 
£ o .e di . : or created ne^'cis to U-c determined. E:ach pomr of 

dill?;renci; bctv^'cen tJ'n victim's roll and the required PsR Chccx represents 
one hour of memories that a psychrf can mcidify, Even though no 
m.iinteciance is required, llu: viclim is cniiiled to a new PsR Ch^^rS<: agiimst 
the c-ifliTi.il L^rgpl Difficulty if h.p sees or does anything that can prompt a 
deepiy rootpi'd 'iicmory to surface. 



. Effects: 





Routine 






1 ;isy 


Fatigue 6 




Medium B^^^| 


^P ^^^^1 


^^^^ 


Difficult 


FatigLiL' 2 




IV Very Difficult 


B 100 PsR 


180 


Absu rd 


120 PsR 


■140 


Almost Impossible 




2B0 


Impossible 


160 PsR ^^^^ 




Inhuman j^^^^^^ 


■ 180 ^^^B 


440 


7c.n 


200 PsR 



Ami-'.al Shapf 

Level: 2 Action; Active Maintenance; Yes 

Description: Ihe psychic is can abandon his physical shape Qn»c| 
proj'_:.i 'lis -lind ir space. For as long as he remains in this i-taic, he is 
absolutely t '.crL' '^L' toward anything non- energy baseci, and he is invisible 
lo those without thf ability to see Psychic Matrices. I le can only be hurt 
by attacks that affect immaterial beings or damage their RcviSlances. If iJiG 
psychic is damaged in this state, the d.-.m;jg£? is transposed to his physical 
body and catises the Astral Shape to be canceled. Whits in an Astra i Shape, 
the psychic has a Flight Value equivalenl '.o his Willpower, but he car o'lly 
use mental abilities. If his real body should fate death, the psychic woufcf is 
trapped In the Astral Shape until the time of its end, which woulc i so be 
the time n' his own utter destruction 



Effects: 





ftoutine 


0r~^t^ue 3 




Fasy ^^^^ 


1' atigu;- 6 




m Medium 




m 


Ditiicuit 


Fatigue 2 




B Very Difficult 


5 mile radius 


180 


Absurd 


60 mile i-ad .is 


240 


Almost Impossible jflH 


300 mile radius ^^BB 


280 


Impossibi- 


600 mile '"ad us 


320 


Inhuman 


H 3,000 mile radius 


440 


Zen 


Any distance 


P5YCI lie TRACKING 

Level: 2 Action: Active 


Maintenance: Yes 



Description: T his Power allows the p'jychic tc- pinpoint the locrit on 
of a specific subject's mind within rango - is determinf-d by the psyc'ii(-'i 
success in activating this [^ow(?r. ' Pu ps^ichic should know the matrix of the 
subject he is seeking, but he may |!so be after only certain menta? partem s. 
Once he bas found his subject, the ps^^hlc may Maintain this Power so as 
to keep track of the subject's locaSioii at nil times. Resisting this Fbwei 
requires the victim to m.iiu.- ^ successfui PsR Check against tche target Valuf 
indicated by the Effecf. Iible nclow, Thf affected character is allowed a new 
Check every 5 turns if he is aware: that he is being 'iirgeted by thi-i Niblhty. 
No Psychic Projection is r,-i.iiired. Psychic "Tracking works auromatf<:;i ly 
whenever the subject is inside '. Power's area of action. 

Effects: 





^P Ftciutin&'^^^l 


^BI^^B 




tasy 


Fatigue 6 




IB Medium 


RHRV ^BBUR 


120' 


Difficult 


Fati,, 2 




^ Very Difficult 


Up to 5-mile raoius / 140 PsR 


180 


Absurd 


Up to 6C i. ius/ 16'J l\R 


■.240 


Almost Impossible 


Up to 300-mile radius / ■in) PsR 


280 


Impossible 


Up to 600-milef nidius / ^UL 'sR 




B! Inhuman 


Up tcj 3,000-mile radius / 220 PsK 


440 


Zen 


Any dist.^nce and 260 I'sR 



MtNP CON-TROL 

Level: 3 Action; AcUve Maintenance; Yes 

Description: I lie psychic ot-lainS full CoTLfol :;f"thr 'a.h^ftT v-'bo 
ihic rt^qijiire<l PsR, F he victim is cnblJisd to a new Che<k every d^, as wc-il a*; 
ev^ery X\ms he receives an order completely' iigalrEt his normal bchsrvior. He 
is able to apply ti '20 to hi*; PsR if he receives a Hfc-endanfiei'ir'.g comm.irid 
or ny orrji.- that would subject him tO'extrenne iictirini. 
Effects: 





Routine |^^^^| 




40 


f,;sy 






P Mc.diun'i ^^^1 




120 


Difficult 


'.ritii^ur- 4 


MO 


Very Diifici-ilt 




■i80 


Absurd 


150 P-^R 


m^o 


Almo'it Impossible ^| 






Impossible 


160 PsK 




1 Inhuman 




440 


Z(jii 


220 PsR 


P^i^-^'Ciiic DeAm 

Level: 3 Action: A ivc Maintenance: No 
Description: Thii Power att.-scki a vicUm's mind awii prodijrcs total 
devHitaiiOr'i from within. The character loses one point o( iTitcljigc-nce and 
Willpower for every 10 poifilS by which he fails the required Rc'Sl'Jiiince, 
Ch^iraclcri rccovtr los( poht^ nt a rate of tjne per day. However, if either 
of iKc two Qiai^cteristics should reach 0^ the character has suftcrec* 
tatastrop^ic damage to mind his mind find ticcamcs a hollow shetl, 
Irnrspabile of indefjendent iictions. Mindless bod do not die. However, 
tlicy zar be contro'lfd throu;?j'^i '-'sychic Connection. 
Effects: 




B Koulfne 


^ Fatigue 16 ^^^^^B 


40 




r.itif^i'e 1? ^^^^ 




1 Medium ^^^^1 




120 


Difficult 


fatigue 6 




feVery Difficult ^1 




1B0 


Ab-.iird 


140 PsR 




Ainiost Impossible ^| 


160 ^^^H 


_ 260 


Impi ""'blc 


1R0 f-:,K 




^ Inhum.m 'd^^^^l 




440 " 


Ztu 


240 P!,K 


Ap.LA 

Level; i Action: Aciive Maintenance: Yes 
Description: Main tain ii [ Arf.:-, : i-, ibles the psychic to use any Other 
Telep^.ihiic Power on ,ill sl. \ > v/ithin the radius as dcE'ermined by 
the chanitlLir'i stccess activating the Power. Specif.r l.iirgcL'; may be 
designated, as |pn^ k the psychic is aware of their presence within ttlr 
radfUS. For instance. If a diaracier utliizen Rsychic .Assault Vftiiic L'Miv Power >-% 
Maintained on ei Very DiFTJCUtt le^^ei, all individuals dcsi^rUited by the psychic 
within a. BO-foot a''e.l will be jituickcd. 
Effects; 




^ Routine 




4Q 


1 .isy 


hatit.ue \7 




P Medium 






DiffKUlt 


ratif^ui. 4 




P Very Difficult ^| 


feet ^l^^l 


180 


Ab.'iurt; 


100 ftH-r 




Almost Impossible 






Iniuossblc 


6 miles 




B Inhuman ^^^^^^ 


^^Br ' '^0 miles ' -w^- 


440 




?:00 mil(-s 



PSYCHOKJNESrS 

Ptythoklnesls b the ps^ic ability to move distant objccl b> :h. sole 
aeuon of mental force. As Icveb progress, chnr.i-fTi-rs may nvc" Ijc ;iblc i/j 
d'JStroy abjects or m&dify thek atomic structure S'rom d d':-.i.;ii ice. 

Thcri- arc no modlile*"? for this discipline. 



MiMcm Psychokinesis 

Level r * Actton: Active: Maintenance: Yes 

Description: Thts Prnvir allowi a psychic to n':ovf' moi^anic matter 
fmiii a di.-H.=ir>(re, The weight and s(>e:ed of the .^CtHin depend upOr^ iht 
^gqcesE a psychic has m uut\^ thii Power {as detailed on tJit Effects Table). 
When used for hui*lhg ot)«ets. ai in kjng dnsLanM itlicks, the chipractDr's 
P^l^iCfTilc ProjectlOfi ii reduced by halfe becauw ttie controJ this fbwcr offers 
lifl't meant far ikat uics. A fighter with this Ftnvcr who US« the Psyichkc 
PnofEctkin Module can gajn c«>ntrDl of a weapon and pfrfforfiTi a (ongdstance 
attack umif Jiis Psychic PnojcctiDn rdthner thaii his Attack score {prtsraied 
of course he has developed his Attack AJjility and Psychic Pi*^|*<1:lort on 



equaJ terms). 






Effects: 






f 20 


Routine 


Fatigue, 1 ^Ri^^^H 


40 


^^^^ 


2 lbs, / fl.i-^it Viiii-:- 4 


80 


Medium: l^^l 


lbs. / Flight Valus ^'^^(H 


120 


\y\V-i''K 1 


10 lbs. / Fli^rit Va.ijc Id 


f i40 


Vi;;r-y DilTifult "^^l 


lbs. / Ri^ht N4lwe 




Ahsi 


40 lbs. / 1 light Value 92 


240 


Almost ImDossible 


80 lbs. / Ftight V'^lue M^'^'^W 


mo 


1 npossr k; 


ilX) ■■J',. Vrf,.- 6 


i20 


Inh umaii 


400 ibs. / nipht V;-|l.jc 1.9 § 


4.:;0 


Zen 


1.^00 tjs. / hhi^ht V.,; Id 



PSYCHOKINETIC tiVlf ACT 

LeveE: Action: Active Maintenance: Mo 

Description: Tnii fijwcr projects an j)nvisit]le forte thjl Ifvipactl Its 
target v^ith vunable pOieiKy. Even though its nnain functlOfl Is to push the 
tai^tn PsycfioWnetlc im^pflct can cause dantage equal to twice the Stnsigth 
bonus. InoHcatedi oo the Effects TaiJe. plus whatever the GM regartls suttaWe 
cbnsirfenni the rjrr'Ciir-cirE^'i. 
Effects: 



50 


Routine 


l^^-t' i'.ue 2 H^l^^l 


40 




___ h,v f.H-; 1 ^^^^^ 


80 


Medium .^^B 


l^^^i Strength d^^^^^^B 


12( 


D'"^inii 


S(r\:ny,tii 10 


140 


Ve ry D \ ff ic -j 1 1 


^^^^Strength l^^^^^^^l 


180 


Absui'd 


Strengin 14 


240 


Almost lmpos5ibie 


m Strength 


280 


1 njU'.^ !; f- 


5n-cn}.4h 16 


1 120 


inhuman jjf/ll^^^ 


^^H^Strength 18 


440 


Zen 


Strerigth 2'J 



PsYcHoKtN^c: Imp 

Level; 1 Action: Active M^Snt^rnance; Yes 

Description: This Power cnaWes the user to carry out Trapping 
fnaneuvei's through Pxychtc Projeciion - iivith no penalties. The Success of 
the Power's activatioTi deterniines the intensity of the Trap (ai aeUJled in 
the Effects Table). The Power coiuld became so strtJfl^ SS to Imp sewsal 
subfccts within A gfygn area. A -2 to &\z Powgf's Stnengtti scares appli^ 
whers Crapping multiple tarpcls. 



Effects: 

20 
■10 

80 
120 
140 
^"0 
240 
y-^i . 

320 
440 



Roulipf 

Mc'(jiun-i 
't 

Very [Jil'ficult 
Ab ini 
Almosi Impossible 
■ dIl 
Inhuman 
I 





l-ati.f^uc 2 
I .,- 

Strcn^.>th ^ij 
Si.-. H 
Strength IC 
Sircngihl.- / b4ool r-JC'(i..i. 
5'.reripth14 / 30-fC"-'i r-.diiis H 
S- '.I' / )0-f( 
Strcri;2Lhl6 / ,;004ool. iMciius | 
i-.i ir I ■ " / ! '■ ' "')u" ; ! A, 



PSYCHOKINETIC 5HIELD 

Level: 1 Action: Passive Naintfinance: Y#s 

Description: f h Power creates, a psychoklnciic sh4eld that prDlecti 
the ijSer from physicrsi attacits. including most weapcnj - even those with 
^Tlflgl(^=)^ ermtiaritments. It does not offer protectHin a^inst spcli or enef^ 
trased damagr. Hiswever. if ch.fracter cneatES a hartlcf with n Ftiwer level 
titgher tha/i liripossiWe. he can use it to itop etliefeal effects and attacks. 
Upori neachi*ig a certain lewcl, the shldtt gains a damage barrier (as d«tai?ed 
ar r-,r !--ff.--:s Tib^e). 



t 



20 


l^ouiinc 1 


40 






120 


UlfllCLl- 


140 


Vcr-y Dilficult ' 


180 


/ jsiirH 


240 


Almost Impossible 


:>8n 


Im po-^sibic 


320 


lnhurn;iti 


-140 


Zen 





Unlike others Mafntalned Rovrtrs. whldi atharactErcan onty Malncs^n 
at a itresigih e<njal to hi4 Base Psythtt Fbcefiilal, the Pij^nhokincUc Shitskf 
keeps the Life Romts that H h^d vvticn k wis creatKl, For example^ scrptioonc 
¥rtth a Psychic Potential of 140 can Malnt.iin a PcM^er at a Very Difflcull 
level {jiving ihc sJhicId 700 LP), but if he uses a Psychokinetic Stiiqlcl and 
SUKee-cfs activating the Power with i roll of 240 (givinji; it 1500 LP), itfie 
Shield would M.iintain using rh;- 1.500 LP instead of the 700 LP However, 
Ir' each subsequent turn, it lo'^ns 5 Life Po'nts Lintii It has onl'y 700 IF - Its 
normat Ba^e Potential. 
Effects: 

itipue 2 
fj.!. i.--;ue 1 
300 LP 

500 I I' 

^^m^mw^ 700 LP 

1000 I P 
1500 I P / Damage Barrier 60 
2000 I !' / D.v-, H. 80/ Stopv mrryy 
J. 000 LP/ Dm,p,. B. 120 / Stops enerpy 
5000 LI V i^- '160 / Stops rncr?y 

PSYCHOKINEIIC AliMDR, 

Level: 1 Action: Pa«|ve Maintenance: Yei 

Description: This Power creates a force arnnor around th*' psychic, or 
anyone he designates. The armor\ AT offers protection against all attacks 
5avr '.hc-sc: ba<;cd upon ^.norgy. it cm be tised I'n con-junciion wiih afly other 
proi; ( tion as an additior.i.l layer, but it will not cause any -^per^dl penatti^S. 
Effects; 

hatigue 2 



Routine 

I asy 
MediiiiTi 
Diftiru I 
Very Difficult 
Ab'.urd 
Alrric .1 Impossible 
liiipos'.ible 
Inhuman 
Zen 




170 

140 
liiO 
240 
780 
320 
440 




Level: 2 Action; Active Maintenance: Yes 

Description: AH bodies in motion within rht; nsCiui of ihi^ Power 
who fail the required PhR Check wil bf; dpterled by the psychic. He will 
perceive. h< ^ ' ''s soeed, size, anc -ilrcction, but he will not bp able to 
diitlugii'sh its sb.ipe. 1 ne ability will only work on physical malcnal forms; 
thjngs without suost icr~ will n nain undetected. This dbillty doci. r>Dt cesII 
for Psychic Projection; .i wi I ,-LLiomriiic,-)lly aflcct all parties within tLi area 
cT effect. Ki Conceaimcnt works aj^ainst this Power by presiding a bonus lo 
the PhP. Cl-i--:k (as describt^d in Chapter 10), 
Effects: 



1 20 


Rouiine ■f//^ 


jjHIIIHI^ F'ati,^ue 4 '^^mi 




-0 


1 .isy 


1 i'.::'.-^ 2 




80 


Medium 


^0 1 ^^^^1 




120 


Di(fici>- 


120 PhR / 30-foot nd,.,'. 




140 


Very Difficult 


160 PhR / 150-foot r:idiijs 


1 


I?;,) 


Absuj 


200 PhK/ 300- toot iciiu 




240 


Almost Impossible 


240 PhK / l,500-lo i radius 


1 




1 "ijjossib e 






280 F i-l , ' 1-1 i 1.: .is 




1 320 


Infiumfin ^(^| 


PhR / 5- in 130 radius 




440 


Zen 


400 ]'hK/ 60-n'i : iv,dius 







l^outir^.c^^^^l 




40 1 / r ' . .< 




\ Medii.:nni"l^^W 


FatisL-ie 4 "^^^^^ 




'J 1' tj 1 


1 ■ ^. / 




P Very Difficult 


Stren^Mi 6 / 5-loot Im*; 


180 


Absurd 


S"i ! •■ 1 rl / 1 ;■ fool. ' II'. 




Almost mpossibie 


:iirer>slli 10 / 30-foot lirartl^^ 


280 


|[ issible 


S'Lrcrs;tn 12 •■ 60-foct .ir.c 


^.320 


Inhuman,^^^!^ 


1^, Strength 14 / 150-foot line'l^B 


■MO 


/c- 


^':iTTt;tl~ / 300-1OOI -ri' 



R.fPL/LSlON 

Level; 2 Action: Active Maintenance; Y 

Description: Repulsion creates a i^arrier that violently repeli any 
physical bodv that lorrici into contact with it - unless It wins m Opposed 
Strenj|th or Agilily Check. Klo Piychic Projccuon is necessary for fcrcusing 
thits ft>wer. R«pkil5fon ^^iffects all otjtects or indivldLkils in loudri with the 
barrier At the time a character creates the ijarrier, he can not use ll gainst 
specific tarj|,ebi. The barrter't, lefigih a dcLermlned fay the character's 
succ^-ss In activating the Power (as detailed U\ th* Effecls Tatile). Its shape, 
however, is left to the psychic to determine - which smeans thai l>e Could 
evc^1 dctlde to '^p.T-ip the barrier around his body. 



&ALIl5Tlt:5 

Level; 2 Action: Actrve Maintenance: No 

Description: h.E Bovrtsr .nn.nblfS thr p.'.ychic to throw objt-f ;s wn*i 
extreme prcci^Min using his Psychic Profection. I t^e highfir t'ne chflii'ajCfcer's 
potential, Ihe higher tlic precision and quantity of elements he will t»e abJe 
to throw simultaneously, ranj^iflji from .j simple dagger to ih'EHJsanpds of htjgE 
rDcts. Di?pend«ng on the PC ihe psychic has ottained, lie cin increase either 
the number of atajens, so as to c-ovier 3 much larger area; or the p^ieci5»on 
of htl povut^r. in otJicr words, he must make a choice between ^ bonus to 
his pnojectlor* o** lo ihrowlng a muttllude of objects over an area of effect 
For esampie, if he reached difficulty level Absurd. I>e would hah* to cfioose 
beivvtcfi rccclvmg a '20 projection bonus to thrawirig an elenent. Of \a 
launching J -sJiovwer of aitacl<LS thai would cover a 50*fool radius. Damage will 
vary acconiing to the element* being projected and to wheihtf areii of effect 
is bernj^ liHid or not. If oniy one object is being thrown, damage depends 
exclusli^ly cm the clement beinii; projected ^ith iaillsiks; if it is a weapofi, it 
uses Ite base Dwiage and adds the characi-er's bonus for WIHpowcr instead 
□f Strength. For objects in ar-e^ attacks, damage ctepends orv the kind of 
elemcf>ts being used: scenery elements (taWes, cKilrs. rixks) Of weJiponi-, 
In iht case of scenery elcmenls, damage is delormintd by the GM, wt^ will 
decide the 'i/alLfe on a 30 to 150 scale, dcfpenttin^ on how dangerous the 
elemients of the scenery available to the psychtc are. Tl^ uiQ of 3 mulUlude 
of weaporis increases their bast? iaama,ge by 50%. 

Projectiles launched by this ability fal bcyord the ps;yichic's controfc 
they need to he recovered before they can be ust-cf n. L^ect^nd time. 

Effects: 

Fat-iguc 
I- iJt 2 
rat>;ue 1 

■ 0 Prcic-cron / 

^y^^i|0 Projection / 30 feet 
+20 Proji.--J L::i / SO fij.:! 
• 30 Projection / 80 feet 
iO Projr.-- r:.i ' I..-'. l. ;er 
! 50 Projection / 250 feet'.^H 
I 60 Project or / juO I'ett 

Sh.attfp. 

Level: 2 Actions Active Maintenance: No 

Description; Thi: Psychic l"t)WGf ifiatters a body, causing it to b<irsl 
into pieces from the inside. Ifur^ obieci ti targeted, it needs to pass a PhR 
Check to .woid being ihatcered- Note th,it Specliit Qu-itity objetus, will not 
bitiak aulomaticaily; thicy will lose one leMd for every 50 points by wTiich 
they F.lli The CPveck. (f liie t^irftt h a naturally live being, he needs to use his 
PhR against the required Difficulty or iwlce the number of LP b^ "Yv+ifch 
he railcc the Check. If the tar^get is an object with Structural Resistance 
• en ll.' le wifi Damage Resistance, damage equals five tames the Check's 
Fiiiiliin- li'vei. Naturally, only material beings are suiteptlhlc ta this Rawer, 
Effects: 

Routine ^^^^B Fatigue B 
1 .isy f.il-i;.ii; 6 

Mediun'i Fatigue 4 

nirftcui- F :!t ,VK ? 

Very Difficult Jf^^HHl^OO PhK 

Absu rd Vl) I \> H 

i'Aln^ost lmpo^sib(^^^^^^^^^'<10 f-^hK 
280 iT^possible 160 PhR 

inhurr-itiii 

440 330 PhR 




-20 


KoLiline 


40 


■ V _ 


80 


Medium 


■;20 


Dimrult 


140 


Very DifflCLilt 


IHO 


AbsLir;! 


- 240 


Almo: Impossible 


280 


Imoossible 


B|9ffl|^^^ Inhuman 


440 


Zei-^ 
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PSVCHOKINETIC FUGIir 

Level: 2 Action: Aaive Maintenance: Yei 

Description: The psychii; gets to movt frccl>f through the air, wllh 

M iHit Value indicated by his success sn actlvaiin^i?, ttir Power, as det<iiled 

I- "ffemTabte. 

Effects: 




1. 20 


Routine ^1 




j^p. Katif^uc 4 1 




40 


tasy 




l-.r.ii'i.i' 2 






^ Medium ^| 




PiPf'Fatigut 1 




m 


Difficuk 
B Very Dilficult ^ 




Flit^hl Value 6 
rii^Jht Vaiue 8 






Absurd 




1 lighi Value 10 






|j Almost Impossibia 




Flight Value V. 






Impossible 




flight Value 14 










Flight Valut: \6 




440 


Zen 




FliE:ht Value 18 





i 



ORiJANIC PSYCHOf^lNtil^ 

Level: 2 Action: Active Maintenance: Yes 

Description: This Power allows "ht psychic lo move material obji?c^ 
D^ HiTi oi'f.siaic n.lLure provided thnt tnc In^get fails \'t-j i-'iK Check. Speed 
is- dclcnmined by the psychic's suctesi in activating thft Power (as dclallcd 
111 the Effctls Table). 



Effects: 




Routine 


HHI^^^B FatisJue 




40 


( ,isy 


Fatif^Lv 4 




1 80 


Medium 


Fatip,Lie 2 


■i / 10^^^ 


liO 


Djffit 1 i; 


200 lbs. / Flight Valut 




HO 


Very Difficult 


500 Ib^, / Flip.ht Vakie 


6 / 120 PhR f 


180 


Absurd 


1.000 lbs. / Flight ValuL 


- 8 / 140 Pl-R 


240 


Almost Impose -i 


■le 2,000 lbs. / Flight Value 10 / 160 PhR 


?80 


Impo^Ai .lie 


^5,000 lbs. / Flioht Valne 


12/180rhR 


m. 


Inhuman 


10.000 lbs. / Flight Value 14 / yJG PhR 


^•10 


Zen 


20,000 lbs. / Flight Value 


: 16 / 2zO ■''■s 





(^KOUKD CONTROI 

Level; 3 Action; Active Maintenance; No 

Description: Ground Conrroi grants tF-.; psychic completi.- LOnrrol 
of the dfL-i or terrain in which I"-' ta' ■ . I • s j.-i'iainion is absol-.rn, hi? tan 
create 3 SHfiilH eanhqiidk'.- or bu c i hugL' stone wall - is long as he stays 
within the area of elfpc". II ! psychic wishes to affc\! somethirij; ihat has 
been tiuIlL, its possiMe desti-.jction is subjeci lo its Dam., 'e liaia ier. 

Effects: 

|. 20 Routine ^^^^^^B Fatigue 16 

40 Fasy Fati.Rue 1? 

ledium ^H^^B Fnti^.ijc 3 

l^iliicult Fatigue 6 

Very Difficult ^^^^^^^^ Fatip,ue 4 

Absurd (0-Foot radius / Dam.iL^c i^arricr 40 

Almost Impossible .ziOO-loot radius / Damage Barrier 60 
Impossih!- BOO-foot radius / Damage l-!a'i"iiT HO 

Inhuman L.TOO-foot radius / Damage barrier 100 

/v.n I m/ie i us / Damage Harrier 140 

A rD,M.I u RF^TRUCTl^lil NG 

Level: 3 Action: Active Maintenance: No 

Description: The ps)«!)hic is capable of rf^- ■ -ucturing the atoms of 
■icy organic or inorg.rnic mowrial, irdnifornrnj^j its substance and form. 
A psychic could tLim a living bfiing into ,"i stone statue, or a pile Of sand 
int-."! coins of ,eold, for cxaiT'plc. Nevertheless. ^ character's ability to mold 
an d forge; is imitcxl by I lis knowledge of Art and Forging, hlowcvcr, the 
Difficully tor Checks usirig these abilities are two level? iCT^'Miir th..n normal, 
K the tharacLcr can net freely ypoli the obicct lo be chan^r^n. In rerms 
of matei'lal remodeling, a character CAn alter the quality of an object five 
grades up or<l'8wn. Howtvcr. a psychic can not make materials of a mystical 
nature - such as nrialebolgia, ilium inatum, or stellar metal. The degree to 
whitJl 1 dlar^cleriuccsHsfully activates ihis Power determines the maximum 
amount of mass arfcctwj, as well as the Resistance i a t-t Difficulty for those 
who- do not wi:5h to be afFsCTcd by Atomic Res true "urn -.^1 (aij deiailed in the 
Effects Tabic below). 



Effects: 

i, 20 
40 



Routine 



Fatipuc 24 



IBRiMBHB Mediuin ^l^l^^l 




l*V l.^lTI'vLUi 


Fiitl^.ll.-' 12 


HBHHHBi^'^t-y Difficult ^j^^H 




180 Ab^,iird 


Fat i-ui? 6 


j^^SF^^AInriQsf Impossitee 


"F3hgue 4 ^^^^B 


280 Ini -:.■■..■...■'<■ 


■40 PI = R /iSC pcMndl 




160 PhR / 10 loni"* 


MO Zcr 


200 I'hR / 100 vi-ii. 


Major P^ycHOKiwfsis 

Level; J Action: Atliw 


Maintenance: Yes 



Description: This is aa .ainplilcLT: -yersion of Minor Piycho-kinesft th^i 
lilows charactei's to moi/c much he*vi*r nn^isses. 
Effects: 





Roi:tine i^^l 






F-isy 

B MediuirilHB 


r itigue 20 


m 


Difficult 


F,il 1^,11: 12 


... '!# 


Very Dffficult 1 




1^10 Absurd t ati, ' 


m '^'^^^ 


Almost Impossible 


500 tons / I- 1 ht Value -r 




1 IT! _!■.!.■ .• ble 


10,000 :.jns / ■ ij>ht V.-.l. e 0 




klihiJman 


100,000 tons / Flight Vkjue m 


440 


Zen 


i,000,000 loiis • ■ \-p,\-\ V^lue 10 



FYR0K1NFS1S 

This discipline allows aoininion over high temper^ures tind fire, Tlie 
psychic can cantroi its shape or jeco n: iirmiiJRU \o the effects of he,iT. 

Modifier: The surrounLl(ii;^'s of the psyclii' will increase or inrrtinisJl 

liis potif : :il in the followlno way: 



Glacial Area or Arctic Zone flBHBl ^Hll^H 


Inti ise ( • ' 


-10 


Before a B";, fionfire 




Fire 0" -r'li ■■' f4"ci[)Ofi1ons 




nnnniiiiii' 






1 



CPlE/^TE FiFii 
Level: 1 Action: Active Maintenance: Yes 
Description: 1 his Power trcalcs fire lncpnsities .Or arouses .t" exist: n;^ 
^\::n r to t .fj-i proportiions. If uted upon a body capable of catching jii c, 
Cml. '- i ;- not nc-qiiirc Maintpngnce. If not, Malnf-firvance d'lows the 
fiamc to burn without consuming nnyrhing - although nc'hing prevents it 
frDiii belrf tijtttnfuiiricfl. 



Effects 



Effects: 


20 


Routine ^^^^^H 


B^^^ Fai;i(^uc: H^I^^B 


40 


' '"^ MM. 


1 Inlensity 


eo 


Medium Jl^l 




120 


'":iiffiuili 


5 Intensities . ' 


140 


Very Dirficult 


^ Intensities fllH^H 


180 


Absurd 


10 Intensiti'os | 


7.^0 


Almost In^possible^^^l 


B Intcnsitic5^^|||^m| 


?H0 


linpaiMDlc 


i6 intcn<iiUos 


m 


Inhuman J^^| 


^ 20 Intensities iH^^^IB 


440 


Zen 


25 Inicniilici 



EXTlNCiuyiSH FlRF 

Level: 1 Action: Active Maintenance: No 

Description; This rower low i si ^ Intensity of an exi'^in^ fire, 
W|-;.-i upon a hcat-bascd be: , the crp.acure will iLiffcc 5 L.fe Polflts 
af dr\ni:i^t: for every dimini-ihed h Kisity ■ if it doe?; noi make ,i a^Kcessful 
PhF^ Chock, Damage I^esistance cne^itures suffer 25 points of damage per 
Intcnslt;^. Bear m mind that a fire not conrp'otely extinguished miy re^£;ain 
sfengthi In the foilowing turn. 



Effects: 


P 20 


Koutiiic 


IBIPIPI^ Fatigue HH^H^B 


40 


1 „.y 


-1 Intrrsity / BO PnR 


m 


Medium 


-3 Intensities / 100 PhFl^|^| 




Difficult 


b Intensities / 120 PhR 




Very Difficult 


-7 Intensities / 140 PhR 


190 


Absurd 


-10 Ini. :i . tics / 160 PhR 




Almost Impossible 


-15 Intensities / 180 PhR 




Impossibli 


20 Intcnsilics / 200 I'hR. 


m 


Inhuman 


-::!0 Intensities / 220 PhR 


4-10 


Zen 


-40 Inten^iti;-./ 260 PhR 



CON IROL FlP.E 

Level: 1 Action: Active Maintenance; Yes 

Description; This Power controls the spread and size of a fire within 
(fie Intur-.iiilj; range specified by the psychic's success in activating this ability 
(as detailed in i-ht Cffccts Tabic). For example, a character may direct the 
cojrse of n fire to a settlement, ignoring the build tn.F.s he wishes to leave 
ui^iliurmcd. Cofitrol Fire also allows the psychic to ch&osc the shape md 
CO!:>r of ihi: narnes. When Lied jgainst fire with .j Presence of its own, or 
.in elernenLial creature, this eJferi can be avoided oy p-v-ring a PliR Chec k 
;i|i;ain5t trie Difllcully Indicated in ihe Fifccts fable h jow. 
Effects: 





Koulinc 




40 




Fatigue 1 




1 Medium m 


■P4 Intensities / 80 PhR 


12Q 


Ditfiuilt 


6 Inicnsities / 100 I'hR 




P Very Difficult 


8 Intensities / 120 PhR flH 


IRO 


Absurd 


12 Iniensitics / 140 PhR 




Almost Impossible 


16 Intensities / 160 PhR 




liVi|-K>-,sib!e 


20 IntenMues / 180 PhR 






> Intensities / 200 PhHt^H 


440 


Zen 


30 Intensities / 240 PhR 



Level: 1 Action: Active Maintenance: No 

Descriptibn; The psychic iftaics an explosion of a var ablc l^a^e 
Dam,-H,g^ (|.^sl'"i|? the Heat Attack Type) over a wide ai'p;i. FHe cannot soicct 
liirigets rnsidf! the artin and he might fven find himself affected unless he is 
cartful, Since it usunilly takes (he form of "i fire ball, the attack is perfectly 
visible even to thoic who Ciln ndt S(.*c f'sychic Matrices. 



20 


Routine 




40 


1 ,.isy 


Fatigue 2 


90 


Medium ^| 




120 


IJiffKult 


Damage 60 / i-. fe;:!. rjdius 


■ ■■■■140 


Very Difficuft 


Damiige 80 / 30Toot raS^^^ 


180 


Absurd 


O^iiivi^;.' 100 / 60-foot iT-.iiiii'. 


11^240 


Almost Impossible 


Damage 120 / 100-foot radiuS^^ 




k"npossil)i(' 


DaiTiage ibO / "i')04oot radius 




Inhuman 


Damage 200 / SOO- foot radii^B 




Zen 


Dam.ige 250 / 650-foot radius 



3CNEi"X.':= MArNTEWANCe 

Level: 2 Action: Active Maintenance: Yes 

Description: Th Power keeps several fire Intensities btirnlRjj 

and prevents thgm from extrnj^uiining. There arc no natural means for 

extinguishiiij^ fine maintainfri by this method - including by sand or watsr. 

In fact, fire stfiLiimod by Igneoiis Maintenance does not rely on any sorl of 

fuc'i to bui^. 



Effects: 


20 


Routine 






40 


1 .isy 


Fatigue 2 






1^ Medium .j^^H^I 


Fatigue 1 




120 


:iifficuit 


5 Intr-osities 






^ Very Difficult ^| 


10 Intensities 




' 180 


Absurd 


15 Intensities 




240 


Almost Impossible 


20 Intensities 




?.B0 


Im possif)ie 


liO Intensities 






p Inhuman 


^0 40 Inter^sities 




440 


Zen 


50 Inlensii ics 





f-iRi: 1mm'..v 1 

Level: 2 Action: Passiv( Maintenance: Ye., 

Description: The psychic, or the tnaractcr dc^iyi-.n.'-l by him, p.ain.^ 
immunity to several heat Intensities - including those of a Supernatural 
nature. When receiving a firc-based attack, every intensity level to which 
the character is immune decreases the attack's Base Damage by fi points 
and •■■lisPS r\i\ Resistances by "5 against effects, 

Effects: 





Routine 




40 


1 asy 


I' atigLte 2 


ao 


Medium '^^^^H 




'.20 


Difficult 


5 Intensities 


HO 


Very Difficult 


10 Intensities 


'30 


Absurd 


15 Intr-r^itifs 


240 


Almost Impossible ^| 


20 Intensities 


280 


Im possible 


30 Intensiti - ; 


320 


Inhuman i^^H 


40 Intensities ^H^H 


440 


Zen 


50 Intensities 



i CNEOL/S HaK.!^!-; !■■ 

Level: ? Action: Activn Maintenance: Ye? 

Description; This ability will create 3 fire barpi:r wherever the 
psychic neeO-. it, Tresp ■ s will autc;Ti.iiirri||y receive Psychic Projection 
attack from its maker It iscs the H' it Attack Type an,:1 lias a variable 
Base Damainc. The maximun" length of 'he barric h detcrminr:ri by the 
charactfff 's success in activating the Powc- (as detailed If* the Effects rsblc;), 
but its shape is up to the psychic. In the same manner i>- Rcptifsion, Igneous 



Barrier can not be cast directly upon tFirgetf.. 


Effects: 








Routine 






fasy 


Fatigue 4 




ll Medium 


^^^^^ Fatigue 2 ^^^'I^H 


120 


Difi'icuh 


Fatigue 1 




Very Difficult 


Base Damage 60 / 15 feet long^ 


180 


Absurd 


Base Damage 80 / 30 fee;! long 


240 


Almost Impossible 


Base Damage 120 / 60 feet long 


280 


Impossible 


Basi Damage 160 / 100 long 




^ Inhuman 


Base Damage 200 / 130 feet long 


440 /en .-Vise Damage 240 / iSt' i' v'. ion.,' 




Level: 2 Action: Active Maintenance: Y( s 

Description: The psychic can control the weather tcmprrnture arwj Is 
able to inci-casc it consider^Wy in awdde radius. 
Effects: 







Routine ^^^^^1 








4P 


F,iv/ 


falit^uc 4 




r 


80 


Mti'dii.im ^^^^1 


^^^Pl Fatigue 1 ^^^^1 






■t:>o 


DilficLiH 


1 lt.r"Lir' 1 




t 


140 


Very Difficult 


^ -30 'F /I -mile rndiuy^^ 






i^O 


Absurd 


- 50° 1 / 3 miic -Vidius 




( 


2-10 


Almo5.i. lmpO!iSit)lo 


■ 60 T / 5-milc radius 






7m 


lmpos";iblL- 


/O' \ / ^b null' r.idms 




1 


320 


Inhuman ^ggg^ 


|'-*-85' F/ 30-mile radius'^ 








Zen 


1 lOO-F / 60-milf radius 






CO-MSl 'M; 

Level!: 3 Action: Active 


Maintenance: No 





Description: I his I'owcr cai.- objects to b.ii"i internally, consuming 
their mbsuiicc and reducing them V shcs. Whether it b inorganic objects 
(^uch .15 words) or living beings, no m..'crial substance !.<in .woid desfuclion 
by Ccnsjrric. Lharncters affrrted by tnis Power need to pass a PhR Check 
10 dvoid \li effects. Thoii.' who FliI; aulumat'cally suffer damgE as indicated 
by the Effects Tab!*? bf'low. Creatures v^ith Damjj:,e ResisilLintc- multiply this 
amount by 5. No AT offers protectipn against this .^bll ty, not even Heat, 
wncc It operates directly from w/ithin the victim's bodies. Ob '-els failing 
iMr Reisistance Check will be automatically destroyed - cxcc in For those 
of exceptional quality, which will only lose one level oi quality. 



Effects; 


20 


Routine , 


jUmmiBgBI^ Fatigue 


40 


1 ,sy 


Fatit>ue 12 


80 


Medium 


^^^^^my Fatigue 3 


120 


DitficuK 


Fatigue 6 


140 


Very Diflicult 


Fatigue 4 


'IBU 


Absurd 


120 PhR / Automatic Damage BO 


MO 


Almost ImpossibI 


c 140 PhR / Automatic Damage 120 


180 


Impossible 


160 PhR / Automatic Dam;- c 160 


! S20 


Inhuman 


180 PhR / Automatic Daniage 200 


440 


Zen 


220 PliR / Automatic \\\m.^yy 250 


N V/\ 
Level: 3 


Action: 


Artivt Maintenance: tfes 



Description: This Pow/ei allow/s a character to constrm'- his own vital 
energy n ordrf to incrc^^e his psychic c.rpabilities. In gaming terms, he is 
allowed to '.radc Life Points in exchange for a bonus to Psychic Potee.tiiil. 
EatJh (jcMntconsum'j-d .-jFdws him to increase his Psychic Poleiitial by 2 during 
Uiecurnent turn. NqIv tt-hit t)eings with Damage Rciislancc multiply lost LP 
lime? 5, ITie miaximMm nmount of Life Points a char-utter can sacrifice per 
roumd is determined his success in activating this Power (as del^i led in 
ihe EfftJtts Tibte). Howcv{m\ a characteK- has the choice ot investing f- iwer 
pOlfiB tJiar ihe rr'. ximum. Danrif;e is fire based and heals half as fast as 
corvflmlonril wotirids. 



Effects: 


20 






40 


1 asy 


Fatigue 12 


80 


Medium 


^^Hl Fatigue 8 "^^^^l 


120 


Diific 1 ! 


10 Fife Points 


140 


Very Ditiicuit^^^l 


^^^^0 f ife Points flmi 


VAO 


Ah' ■ 1 


30 Life Points _ 


240 


Almost ImpO'isible ^ 


IB^O Life Points ^|^||| 


i.JU 


ImpossibK 


60 1 ife Pom!'. 


I 320 


Inhuman 


^^^^GO Life ^^^H 


^40 


Zc-n 


120 Life Point^ 



Major Fire 

Level; 3 Action: Activf Maintenance: Yes 

Description; An amplified version of Create Fire. A charactiT' c^n 

cr^nK f\nrr>e% .^nd temperilktret of muc^i s^rtalct- sitrength. according to the 

EFkctx Table t^elotV. 



Effects: 



1^20 


Routine h nhiiiitii 


1^ Fatigue 20 .^^^^^Kt 




■y ^^^^^ 


Fdtl(!JU 16 




M e'di u m:^^[^^^| 


fatigue 11 ^^^^^^1 




DiHicjIt 


Fnr,^:if H ^^^^ 




[' Very Difficult 


Fatigue 6 "^^^^^1' 


100 


AbsLirti 


1 1 ,,• nj ■•■ 




Almost linpossibl(i.m|| 


B[ 30 Intensrties ^//^KtBlk 


280 


Imrjo' bif 


|-|T:n<il .PS 




Inhuman 


50 Intensities ^^^^^B 



440 Zl-i- rO 1-' -IS I 



CRYGKINESrS 

Just lil<e Pyrokinesis n[?1ers to ttie control of fire, ihis Discipline focasci 
ori low temperatures srd ice contra". Thes-e Powers tmy go "■■i a , freezing 
people or decreasing; temperature across very long distances. 

Modifier: As in Py^okjn«ji,^ the surrounding area will incre;asc or 
decr-nrise a character's Psychic P&tential in the following way: 



Volcano 






1- re o1 Immense Proportions 




10 


Cold and Rainy Ground 






Intense Ct)ki 




■20 


Glacial Area or Arctic Zone 







CnL - . _ (_! i! ' 

Level: 1 Action: Active Maintenance: Yes 

Description; "Ibis Power creates several of cold Intenvty, If 



appuf'd to liquid bodies. Create Chill may produce 'cc. 



Effects: 


B. 




P^^^ FatigLic B^^^B' 


4Q 


Ca^y 


1 Inlensity 




Medium 


1, Intensities j^^/^f^ 


120 


Difiii ult 


5 iriensities 


140 


Very Difficult |^^B 


P' 7 jntensttjes 


180 


Absurd 


JO intensifies 


240 


Almost Inapussible^^^^l 


%. 13 IniensitFefl^^^^B 


280 


Im possibi 


16 irlcirjitics 


320 


Inhu'rnari 


20 IntEiisities j^^^^^^i 


4^10 


Zvn 


I'j iniensitics 


Level: 1 


Action: Active 


Maintenance; Yes 



Description: This Power freezes anybody who fails the rei;|ijircd 
Check. The victim receives an All Action Pena'ty equivalent to cJiq- amonint 
hy which lie Failed the Check. If the diff'-'-vr-.e is higher than 'lO, the 
viriim is fra.7er» and subject to Partial Paralys>^. Tut Cold AT may be used 
defensively against this Power. Affectc^d individuals c^n make a new CivL'tk 



every 5 turns. 
Effects: 


20 




l^^pFatigue 


40 


Lasy 


Falit.i.. i:« 




Medium .^^^^H 


BRf^l^atiguc 'f^^^^^ 




Dirfjrult ' 


80l'f,R 




Very Difficult 


100 PhR li^^B 


1B0 


Absurd 


120 PhR 




Ahnust Impossibl^^^^l 


140 PhR IBBPi 




lmp.-.--ible 


160 PhR 




inlM£].ia-M«i^Hi 




440 


Zen 


r?'i ^hR 


5en^.e Temperature 

Level: 1 Action: Active 


Maintenance: Yes 



Description: J he character cnn isehse any var'i.Jlior' n weather 
temperature - including live body heat - within th^ arci't ofelTecL This 
ability csn overcome walls or obstacle^ :hat .ire f^D! based on ene*^'. 
However, n i-, useless against Ki Concealment or opponentSi wtio do not 
emit he.i:. All irrlividuals within the area will tse equally affecttd wlihoiji the 
need of Psychic Projection. 



i 



t 



Effects: 



''^ 20 






•10 




f..u;-;LL- 3 


SO 






•X! 


IJiMifjlt 


^0-fool. r-idiui 


140 




150-foQt: rHdiiJ^^^^^^I 


1R0 


Absurd 


300-(OG t rid iLrS 


240 


Almost Impossibl^^H 


1,5OO-f0ot radium '^HH 


280 


l.'Tiooss h\c. 


1 -mile I'.u 1 . 


320 






440 


z - 


60-m li: radius 



jCE Spuntiiw 

Levek !). Action: Aaive Maintenance: No 

Descri ption;. 1 p<;whlir creflTes «:e 5[>liniers thai F*.' Can uic as pnojectJlES 
dureig dr. aLUid<. They strike or? jJie Cold or TTirust AT wsth a Base Damage 
ItlBt acconcStng ks ihc EFfccHs Tabic. Ttisse projectiles ^ne [5ei"fcctly visible 
to cvcry^^iG. mcludlng ctiaractet^ witl>o<iJL the ^lity to see f'sychic Matrices. 
Effects: 



EUMINATE Cow 



Maintenance: No 



Level; ; Action: Active- 

Description: This PowLT d'.'Cre-.iscs the tcinpci vtl Lire of an object, 
dc njj, or zone by ?.f- .' In' i \ (is. When (.d'at upon a cold-based being, 
Elim.na.tc Coid cpjus;-^ b . ife Points of d.imajje poirirj for every diminished 
IrttrfiSity - profni'ded the creature fails the appropriate PnR Check. Cr entures 
Wth Oatnage- Rti-istdritu mccf/c 25 Life Points of damage fc;'- t-.jrn lev:: 
IrtE^nsity diminished. 



Effects: 


20 


llauiinc W 


HHP Fatigue HIHIH 


40 


I- asy 


1 Vlcnsity / 80 PhK 




Medium 


: Intensities / 100 PhF^^^I 


120 


Dirficjlt 


- s livf-nsirits / 120 PhR ' 


' 


Very Difflcull 


-7 Intensities / 140 PhR ^Hl 


1B0 


Absuni 


"10 InlcriMties, 160 PhK 




Aifnosi Impos^iiblc 


-ir^ Intensities / 180 PhF^^H 


2SQ 


Impos. tie 


20 Ink nsincs / 200 Fiill 




^ inhumaik.... „ 


-30 intensities / 220 PhR^"^ 


440 


Zen 


40 1 le . . s'/ 260 PhR 



COLP PQ;V.I:VI0N 

Level; 1 Action: Active Maintenance; Ye,s 

Description: Psychi^.^ with this Powf c:in cortro' .nid cold within 
H gj^tn I'lrPi'i. Tliey I'^^y nvjdify it in any way they please, breaking ;t or 
cauang it to shi!t its shapp. An elemenlril creaiur^; can avoid the effecrs 
*rCo3fl Dominion by passing a PhK Chfjrk .^jj-Tiri^t Pic .ippropriate target 
cliffici.lT/ (">■■. detailed in the Effects Tabl-c below). 

Effects: 



20 


Roi.itinc HI 


^^BP^ Fatic;ijc 


40 


1 asy 


1 lLip_U':- 1 




Medium 


4 lnl:ensiCies / 80 PhR .HH 


120 


Difficull 


6 IntfT'.i-.ies/ 100 PhR 




Very Difficult 


8 Intensities / 120 PhR.^^I 


lao 


Absurd 


12 Intensities / 140 PhR 




Almost Impossible 


16 Intensities / 160 PhF^Hfl 




Impossi 


20 Intensities / 180 PhK 




Inhuman 


25 Intensities / 200 F^hR 


440 


Zcu 


30 Intensities / 240 PhR 



Cft.V5TALUZE 

Level: T' Action: Active Maintenance: Yei 

Description: Fhi!; Flower cry$tM\\7C$ any ty •■. o1 tiody iKat Fails the 
required PhR Cti«k.. AlJ things frozen in this w?sy become excepUorially 
brittle qnd likely W breaii at the sitjglitcst bump, A crysLaJlizEtl characffr 
subject to Minor Paral/sia and automatk^lly suffer a Criiiciil wiih a -40 
penally to hii PhR CFiccks upon suffenng any sort of damage. CreaturL-.: 
with bamaj^ ReslstarKC will not re^dve a direct CriticaJ. but th^ir whole 
body win be regarded .i. vglnei*iible spot from thc^n on. 
Effects: 

" Fatiijue 12 





^1 I'loutine 


^^^H Patli^ue s^HHl 


40 


,y 


FiiLipuu 6 




^1 MeaiLim Hf 




120 


Diffidiit 


^^^^ 1 aii^:.;- 2 




Hi Very Difficult 




T80 


AbsL. fd 


isi Damage 80 


240 


Almost Impossible 


Base Damage 100 


280 


Impoiiiblij 


[ia-.-: Damajj.. 10 


320 


Inhuman 


Base Damage 160 / 15-foot area 


440 


Zen 


Base Damage 200 / 80-foot nr-M 



C'FkfiFASE AmFIFKT TLM='Lk.-\ i L't-:. 
Levfeh 2 Action: Active Maintenance: Yes 

Description; The psychic « In control oi the temperature and 
dr.crcasf ii con- f'i."'b!y in a wide area of cfFfct. 
Effects; 





r<ouLine ^^^^^1 


rati,q,ue ^1 




40 


I'risy 


r,'iii-,uc 4 






( Medium iHl^m 


Fatigue 2 






DiPiLult 


F^l.^u.^ 1 






J Very Difficult '"i!'*^"" 


-^0"F / I -mile radius 




180 


Atourd 


50 r / ? -.MC radius 






Alm.osi Impossible 


-60'T / 5-mile r'adius 




280 


Impossible 


70T / 5- lile 'vidius 






, Inhuman 


85 r / 30- mile radius 


m 


' 440 


Zen 


-100'- 1 / 60-r-ile r.inius 




IcF 5HIFIP 






Level; 2 


Action: Passive 


Maintenance: Yes 






Description: This Power creates shield of ice rhat protects the 
psychic from asiy wn^i-npr^^y based source of attack and beams from Light 
or Darkness. Unlrke oLtiei- Powt-rs. \c.c. Shield works on th>e iame Life Pomti 
with which It htil been created. Oraie created, th,« shieW loses 5 Life Po^nls 
prr tura unfi ii readies an amounS thai ttie psyrJisccan Maintalri natUffllly. 

Effects: 





Routine^^^^^^l 




4Q 


[ asy 






Medium 


H ^^^^1 


120 


Difficult 


600 LP 




Very Difficult ^^H 


H BOO LP ^^^1 


180 


Absura 


1,200 LP 


H 240 


Almost Impossible 




2R0 


Impossible 


2,500 LP 




1^ inhuman fljl^^^^l 


H '^^^H 


440 


Zen 


6,000 1 P 



Afi-iOLUlE: Zlko 

Level: 3 Action: Active Maintenance: Yes 

Description: Tht psychic is able to c.iuss the tCffiperature lo drop 
to absolute zero, deVLruyinK ah of^Kanic or inorganic bodi-es within the 
radius. Ir :;....aing terms, every !w!n^ or phyi^ca! object liillng a PhR Ch^k 
with 51 ditTiculty of 100 each rurn they remain within the area of effect arc 
.■iiiLOiiiaticnlly c royed by the co'mplete cold- All Individual? within \hc 
D*-^T. v*'i I be ffi > !-:;:,i.|ii)' wiihout the need of Psychlr Projection, 
Effects: 



40 




fatl(',t,e 




_ Routine j^^^^H 


1^ Fatigue 16 i^^^^^l 








4CI 


Easy 


fatigue 12 ^ 


m 


Diqir'-J- ^^^^ 


FatiHi..-M 4 _ _ 






Hi, 8 ^Hfli 




Very DifficulcHHI 


Fatip,ue 2 




DifficL.k. _ 


r.- 


160 
240 

mi 


Absurd 
Almost Impossible | 
lmr)0'-';si; e 


120 PhR 

^H 1-10 ^bK HH 

160 PhR 


Hi m 


Ht Very Difn£:ui(r^^^[H 

AbsLird 
Almosi impossible 




Ivfc:: ■ i-iij-, ^^^^ 
iO-Fod L radius ^^Bl^l 




1^ Inhuman 


^H ^^30 PhR 


Z80 


Impossiple 
Inhuman 


60 fool -adi'j^ 


440 


Zen 


220 PhR 




ISO-foot radluf '^^^^^l 








440 


Zen 


300-foot radius 



EvERLASTiNC Moment 

Level: 3 Action: Active; Maintenance: Yes 

Description: (iTough coid mmipui.itiQfi, psychics tan crEatG 3 tow 

temperature irca witnin whici! any boc'y in motion, excf'pt for* tiis own, is 
immobilized - unfcss it passes the required PhR Check. If .h ci"raracter Fails 
ihc: Chexk ty more than 40 points, he is completely frozen and subject to 
fdll F^aralj'i'fs. A F.'iilure of less than 40 points inflicts in All Action Penalty 
equal to ihc Failure level. 

f^-^^.i^ ri.-"; l.Tist for .IS long as the Power \ ^ M lintained. Characters are not 
cnt/Licd to new Resistance rolls wP • ■ they remain in the area of effect. Ev^n 
indivJdu.iJs who pass their PhR ( ,i_ck must repeat the Chrcck every 5 tmjw- 
while in the area of effect. All individuals within the aroa wilf be' affected 



eqi.' 


:!!■,■ v/ithoui Ihe need of Psychic Projection. 
Effects: 






20 


Routine 4MMi 


mUgll Fatigue 16 ^^^B 






40 


tasy 


FatiiHii 1? 




1 


80 


Nedluni 


^dP: fatiguG H .'^^^H 






1?0 


DiffiCLlIt _ 


F.ii igUL' 6 




1 


140 


Very Difficult 


If^ Fatigue 4 ^ 






180 


Absuro 


120 PhR/ lb -foot radiL[< 




1 


2'iO 


AIn )st Impossible 


140 PhR/ :40-foot radius 






/■.lO 


lmp(.-. Sibil 


160 PhR/ 60-foot nidi.:s 






ilO 


Inhuman 


1B0 PhR/ 150- foot radius 


1 






Zen 


200 PhR/ 300- foot radius 






Level; 3 


Cow 

Action: Active 


Maintenance: Yes 





Description: An amplified version of Creat<' Chill. It permits psychics 
to ,7f"nerate temperature^ of ari extreme nature. 



Effects: 




20 


Routine 






40 


Easy 


Fatigue 16 




80 


Nediurn ^H|H[ 


j^^^t Fatigue t2^|^^^^H 




120 


Difficu 1 


Fatigt-ie 8 




140 


Very Difficult '""''^ 


Fati^.ue ^'^^^^^^H 




■'\m 


AbsL ■ 


Fatigue 4 


1 


240 


Almost Impossible 


llfj^P 30 Intensitief^^^m 




280 


Impossible 


40 Intensities 


1 


320 


Inhuman ^^^^^ 


^^^(30 Intensities 




440 


7rn 


60 Intensities 



PHVSrCAL INCREASE 

This Discipline endows nsychirs with a complete dominion of their 
body rr.c the cells v/hich comprise it. In this way, they control every inch 
of their nn atomy. Powers cv'i bt: ^ipplicd to the same individual only once. 
There ii e no modifiers for tl s Dise.^j.ine. 

iNCJiEAit 7UMi- Al li lY 

Level: 1 Action: Active Maintenance; Yes 



Description: I he psychic can jump extraordinarily high. The psychic 
r\M', :> /a able bonus to his Jump Ability (in some cases reaching to inhuman 
or Ze ■ -.■ ;), c- 'i^j-wp on his success in activatinj^ this Power, 



Effects: 


1 30 


RoiJtlne 'ifll 






40 


F.r.y 


-1 10 to Jump 




! 80 


Medium i^^l 


^^^^^■r'^O to Jump ^ 




120 


Diffiri.il 


■ 40 to Jump 




\ 140 


■■v':"-V DIlTictiiEflHP 


^^^B^t 80 to Jump 


m 


180 


Absurd 


1 120 to Jump / Inhumanity 




I 240 


Almost Impossitik- 


+ ' iO to Jump / Inhumanity 


m 


28U 


lmpos;.ible 


■ 220 to Jump / Inlium-mity 




320 


Inhumciil .^iiiiy 


UHkig 2.80 td Jump / Zen 




f40 


Zen 


■ 320 to Jump / Zen 





iNCRFAiE Af^lLir- 
Level: 1 Action: Active Maintenance; Yes 
Description; -his Power i^nhancts u psychic's L3exterity or Agility. 

If the p^ychn: chooses Agtlity, onl/ the Characteristic score increases; 

Mdwcmc-nl Value doif^ not fncrt:aiCL Progression is ci t i'l half once: the 

increasing Chararteristic re,i<:hes 10. In other words, two added points di-c> 

necessary to increase one point past that number. 



Effects: 





RoLitinei^^^^^^ 


Fati,^ue 4 










Til li p jc i 










Dexterity or Agility' 






^120 


Difficuit 


Deyrc'Tv- iji Ai- Ity 


•2 






B Ver^ DifficiJt' 


□exterity or Agility 


^3 






Absun; 


Dexti.-' i'.v or li:y 


■A 




240 


Almost Impossible 


Dexterity or Ability 


^5 






lnii:::---il>|. 


IJext>Tity 0[ Ay \ •/ 


-6 






^ Inhuman 


Dexterity or AgtJily 


*8 




440 


Zcii 


DuKlc' M'/ or Agilily 


■ 10 





Levef: 1 Action: Activo Maintenance: Yes 

Description; "he psyChtC can perform .styninnji litrcitiatic Erictcs 
and somersaults of almost 5yt>ernaluraJ proportions. To ihii effect, a 
Certain bonui is added to the Acrobadcs Atwllly. In sonve eases, a psydllc''5 
Acrobatics Ability can reach to Inhumafi or ^ven Zen levels. 
Effects: 



K 20 


RuULlMC J^^^^ 


^2 i^^^^^l 


40 


Fasy 


Acrobatic? 




McdiunlW^^^I 


IBl 1 20 AcrobaticK ^^^^Hi 


110 


1 )lft|CLI 1 


■ ■0 Acrobat Hv'j 




Very Difficu it ^^^W 


-80 Acrob.itics "^^"^^i 


180 


Absur 


■ '20 ■.• j.uics / Inl .1 --.M ly 


&<2,40 


Almost Impossible 


■ 180 Acrobatics / lohumaniEy 


2flQ 


lnipr]"-iblt 


220 Acibarir'; / Pii i. n i (1/ 


l^fH^^WB^ l"nhumaiiy*tt||||g|(y||i, 


+ 280 Acrobatics, / Zen 


440 


Z' 


■320 A-'. ic! ' .■ ■11 



Jncreas£ Strength 

Level: 1 Action; AcDVo Maintenance: Yes 

Description; 1 "i • i owcr incrt-iics the Dsychir''- ^■'pi .'tl,. PrORrcssian 
is cut ir ' ilf ontc trie kncre.aMd Char-acierislic has gone beyond 10. In 
ijth> r v/oi a, ivjo added points are necessary to Irtcrcasc 1 point pitst thai 



number. 

Effects: 









40 


r sy 


I atiguc z 




0 Mcrl-.urn 


^( Strength ' 


120 


Uifi'icuit 


■".■ier:;th ■.■■ 




^ Very Difficult 


1^ Strength ''I^^I^HI 


180 


Absurd 




'240 


Almost Impossibleri^^^l 




28G 


IniposMble 


Strength i 6 




Inhuman ^^^^ 






Zen 


Sir4iri,^th 1 10 



Level; 1 Action: Activ Maintenance: Yes 

Description: With this Powe'', ps^ hits i. ri Cici Jnhtini.in DifTicully 

levels whe I performing; physieai actions. In i!:.:"u Inhumanity imptnts^ 
all Atlitctic? Secondary Abil " ■. '>y applying bonuses to the COrttsponding 
rolls. 



Effects: 









40 


!;asy 


_ F.llljlLfJ _ 




K' Medium 


■ Inhumanity ' " ' 


120 


DifficiP 


lnhiin'i;tnity , ■ \ to Alfi!cii>--^, Ab li;ic^ 




1 Ve(7 Difficult 


Inhumanity / i 10 to Athletics Abilitr^^ 


160 


Ai'jsurd 


inhun- nity / > 2U vo Athle!ir Abi' i c-s 




B^lmOSl Impossible 


Zen / ■■ ?0 to Athletics Abilities 1 


leo 


Iripossible 


Zen / ■■iO Lc At-.lcl.rs Ah.liH-:. 




P Inhumrm 


Zen / +60 to Athletics Abilities 


440 


Zen 


Zen / ■■ 30 lO Alhletics A3.!r.ii:i 



Incr£A';e Motion 

Level; 1 Action: AcWwe Maintenances Ifei 

Description; Psychics tan move 3t mMch In^htr Speeds than u5Hfl3, 

incf casing their n^ovamiF-nt Value. Progression wlK be cut in hjJf OncE ttieir 

Move "-"i'-^ It Value rcuchej 10. 



■ Effects: 


F 20 


Routine ^1^1 




40 


;y 


|-,;1iinie 4 


80 


Mcdiua^ 




l?.0 


UifhrLlr 


Movtimrnt V.ilju ■ 1 


i^O 


Very j irrici.iH 


Movenieni Value +2 




Ab jn 


Movement V;il..>- ■ •! 


240 


Aimosl impossible 


Movement Value *4 


":-:0 


|inp:r hie 


Movenif ii Vali." ■ 5 


320 


lnhum,in 


Movement Value 6 






Movement Value i 8 


'lK'i:p.fA';ii kFAmpN 

Level: 2 Action: Active Maintenance: Yes 
Description: By incrcTisin;^ their reaction spcx'd and enhancing their 
5 • . this ability ■" Y/5 psychics to jump ahead of normal people when 
ri. .iijndinj^ to evr i I^caction Increase providt's a spcci.il Initiative bonus 
fc^ ihc next lurn. 
Effects: 


20 


Routine ^^^^1 




40 


1 -isy 


fatigue 4 


80 


Medium 


II^B ^^^^^ 


120 


Diffnult 


■ 20 10 Initi.ilive 


140 


Very Difficult ^ 


'40 to Initiative HI^H 


180 


Absurd 


■1 60 to Initiative 


MO 


Almost Impossibic || 


+B6 to InlUacive f^^^^B 




iltl] )OSSlblt; 


1 120 to Initiative 


J20 


Inhuman 


^^P^-t 160 to initiMive ^i^Hf 


4''-0 


Zen 


200 to Initiative 



l^fiCEPTTON Increase 

Levet: 2 Action: Activin Maintenance: Yes 

Description! Phis [\jwer rr'ianccs a ',l'-ir;ic.n:r's pr 
Cfiptibilitits. In i?;i:ninj' rTl^, it adds poiris to a psychic's \'cr 
Proj^ression will i><: cu n -.alf if -he C\ ir .Ktc---i.i c cxcf rTS 10. 
Effects; 



rceptivt; 
ccption. 



20 Routine 


8 ^^I^P^I 


40 1 asy ^^^^ 


l-atigue 4 


80 Medium ^^^^^Hl 


f^^^" F".'itipue 2 "^^^"^fl^^^^^^J 


120 !>iffirult ^^^^ 


Pe option ' 1 


Very Difficull ^^^^^ 


Perception +2 


^m Alraird 


PcrccpLiOfp i 


240 Almost Impossible 


Perception 4 


280 Impossible 


I'-'erception i 5 


320 inhuman ^^^^^ 


Percc'ption i 6 ^^^J 


440 Zen 


Perception 8 


Increase £NPinr.ANt:E 

Level; 2 Action: Passive 


Maintenance: Yes 




Description: Thu psychic is able to strengthen his body re .: i-lance 
by controlling his own cells. Irt this way, lie can absorb ciamage jinci recefve 
impacts withou: suffering the consequences. This Power increase-^ a 
character's PhR ai tkterminecl by the success achieved in activating it (see 
the Effects Tabic). 



Effects: 






Routine '"^^j^l 


Fatigue § '"'^^^^1 


40 


Fasy 


fatigue 4 




B Medium 




120 


Difficult ^ 


10 to PhR 




Very Difficult 


-20 to PhR 


180 


Absurd 


40 to PhR 




Almost Impossible 




280 


Impossible 


■ 120 to PhR 




B Inhuman ^^^^H 


■^ ^60 to PhR 


440 


Zen 


■200 to PliK 



Level: 2 Action: Active 



Maintenance: Yes 



Description: By controlling their bodies on a very primary level, 
psychics can increase their healing rate. This Power increases a character s 
Regeneration Icvei - although it tan not increase it past 18. 

Effects: 



Lemures 





P Routine 


PP^^ 8 ^P^^l 




40 


I asy 


Fatigue 6 






"J Medium 


^^Bf Ritlgue 4 


1 


120 


Difficult 


-1 to Reger 'ration level 




140 


Very Difficull 


-2 to Regeneration level 


1 


ISO 


Absurd 


4 to Kt:gencrat-on level 




240 


Almost Impossible 


1-6 to Regeneration level 


i 


280 


impossible 


8 to Regeneration level 






|-10 to Regeneration level 


1 


440 


Zen 


■ 12 to Regeneration level 






L 111 ,.Vili\:.Al.,T\ 






Level: 3 


Action: Active 


Maintenance: No 




Description; By using energy ft 


om their Psychic Matrix, characters 


can unload physical exhaustion, re; 'or 


tngsome of their lost Fatigue Points. 


Fatigue Points lost due to failing in th 


(■ use of Psychic Powers can not be 


restored with this power. 






Effects: 








20 


Ruutii^e .fl^^l 






40 


L.asy 


Fatigue 12 






i4 Medium ^^^B 


Fatigue 3^^^^! 




120 


Difficult 


1 atigLie 6 






i Very Difficult 


Fatigue 4 




180 


Absurd 


Recovery oi 2 haliguc Points 




■'240 


Almost Impossible 


Recovery of 4 Fatigue Points 




280 


Impossible 


Rrrovery of 6 l aligu! Poir' ^ 






^ Inhumati 


ftecovery of 10 Fatigue Points 




440 


Zen 


Complete rcLOvcry 





f 



Total Increase 

Level; 1 Action: Active Maintenance: 

Description: Clhnr.irrpf:. r.in ncrcasc all . :\r PliyslLdi 

Characttristici aL once. This Power provides a bonus to S^rengtfl, Pe^tehty. 

Ability. Cctiilllulldfl. and also PcrccptiorT. The effecLs of this Power wall add 

up with ihoy^ of any other siicr^a^e kc-pt aaive by thetlidi-acier. Pnanresslofi 

will bo cut. in h:ilf once their Characteristics resches 10. 
Effects: 



[ 20 










Lr.iy 


Inf.^.jp 12 




80 


Medium 


^^^^K Fatigue 




\.n) 


DiffKL.li: 






140 


Very Difficul'^^^l 








Absurc 


Physic.ll Ch.ir.-.cTerlstlcs +1 




340 


Almost Impossible 


Physical Characteristics +2 






Impos'-.ible 


■ 'hy^n.,il Ch :Lr:ic 1 orii tic. '4 




'ilO 


|[i!uin'>an 


BlljiPhy^ica! Chanjcterlsticj + 6 


m 


4--iO 


Zfn 


Physical ClfcL«riiLLerilti(.h < 8 





r.v,ft'...'F 

Level: J Action: Active Maintenance: Yes 

Description; iiiis Power alitjws UK jsycbic :■.) use .jbiliiies frofn this 
Discipline on other chantrters. ImtMJed Pbftwers tanrtot hVi'S An jctlvatton 
Di^'-Lu'ty h:j;;hc:r than the are indicated on the F'fccls Irtbk b^low. 
Effects; 



20 


Routine 


mmUlk^ Fati^^ue 16 ^1 




40 


b..sy 






80 








■;o 


Dill r.ili 


F:ltigi.J<> 6 






Very Difficuli 


Fatigue 4 








Very 1 Xiffic i.ilt4cvcl I'owei's 




240 


Almost Impossible 


Absurd-level Powers 


■ 


230 


IniiJO'-sibIc 


Almost lmpQssibk^-l(j\/c Powi. 


■s 


320 


''■human jf^l 


H( Impossible-levs! Powers 




440 


7on 


Inhuman level Powers 





ENERGY 

This Dscipllne allows ps^hics to use their Powfis tO generate pUJ^ 
er\crgf and, to a icsscr <;xtfjiiK IriflycnCL' I ieat. Cold and Electricity: There 
are no tnodifters for i.his cflscipline, 

ENEFI.CY Oh.iECT CR-ILAHON 

Level: 1 Action: Active Maintenance: Yes 

Description: This Power c^e^ltes one simple maten-al object, iuch as 
a swore, shapinv; it out of sheer er>ergy. The material is Fnergy based and 
has Resisiance 2!). II a character creates a weapon, it has a Base Damage 
between 80 and 120 (depc^idmjj on size), and a natural ipccd of 10. Since tl 
IS pjjne energy, it does not use i;he charDcte^-'s Stren^Wi bonus, but It ittiaeks 
on the Electricity AT. 
Effects; 



20 


Routine 


[-atiguo 


■■to 


i -isy ^^^^ 


F..iti^ije 2 








120 


...TkuII 


3 c-jbic feet 




Very Diifictilt 


^^^T S cubic f^i^"**^^^^^^! 


iu:j 


Abs.ir (1 


10 ruhu- fcfl 


240 


A'mosi: Impossibk' 




:'80 


Impy/.i'i !.■ 


60 r.jbic -fcc^t 


320 


Inhuman 


too cubic feet '^^^H 


440 


7pn 


200 L.ibic iii'il 



Level: 1 



Pl5CHA5lCf 

Action: 



Maintenance: No 



Active 

Description: L '■.■:-,y D' : ' -.rjie allows characters lo use tlicir Psychic 
Projection for performing aftncks. Hi is Power uies the Eiectr Icily Attack 
Tabic with a Base Damage that varies according to character's njcctss 3t 
mlivatinji iL (ai detaMed on tn* Effects Table below). If a character succeeds 
at .in Imp<5*iitili5 or higher ievel actlviatton, Energ/ Discharge can even 
damage immaterial beings. This attack is perfect^ visible - e^«n to those 
who can not sm Psvchic Matrices. 



Effects: 



40 


E:isy 




f-llijin: 1 


I^^^^PPf^ Medium 


130 


Difi.-!.. t 








%i Very Difficiilt J 






180 


/'•.') 'j.irfj 




Dsn iLi-c -00 


240 


Almol^t Impossible 




Damage t20~^H^H 


_ 2 ji O 


^■po^.si:Ji■:■; 


D.-.n-T.ie 140, 


■ ll rr'CT.-, \r-'r\,^\;(!>r^\ beins 




mminhum.in 


r^arv \?c 180/lt nffea-s irTirnjltefi,slliHB 


440 


Zci 1 


J.Hii.ij^i; 220 


' k a [fecli inin i j'tiio? bdn^ 



Create En/eflcty 

Level: t Action: Actiw Maintenance: Yes 

Description: Tnis fWef creates Enef|fy Iniensiticsor anoua^ an cMisiing 
■>ot«e to equ^l proportions. Any type ofenerj^ may be craKsd, from btjpfns 
to B^Ttniig, provided that th^ do not hnwe a Supemaitunal origin. 
Effects: 









40 


l-;i«;y 


Fari|jue: 1 




^miMediurn 


^BHP Intensity -^H^I^B 


120 


Difficuli 


3 Intci-.sitics 


f 140 


Very Dlfficiilt 


S IntenslUef^^^^^^^l 


1H0 


Ah.^L.■^f: 


7 mri^'TSiTiiri 


H- ^0 


AlimosL impossible 


10 lnten5iti<!2sl^^^^^B 


280 




IJ rlc:iSillC5 




P Inhuman 




440 


Zen 


20 Intensities 



Energy Shield 

Level: 1 Action: Pisslvc Maintenance: ^fcs 

Description; This Power t«"eatei a shield of ■energy that proictti the 
psychic fror.T nil sorts of atlacfcs - includlrig those of a Supernatural on^lR, 
Unlike other Powers, Eneqgy Shield works on the same Li'fe Po*nts W-lh 
which i" was crcalcd instead of us-ng the psychic's natural Maintenance, 
However, once c.'eated, It loses 5 Life F^Mnts per turn utiill it rcachpcs an 
amount f^i.i: thi' piychir c^in Maintain naturally. 
Effects: 







jyj^jUII^ Routin^T|^^^| 








40 








r 


80 


Medium I^^B 


^P*""^ Fati,^ue 2 ~9 






I/O 


Diffic. I" 


j'OO Life ■'•• ills 




1 


140 


Very Difficult 


H SCO Life Points 






180 


Absurci 


HOO life Poin^ 




F 


240 


Almost Impossible 


1000 Lite lYiinls 






2^0 


|r-ipOSMbl( 


' 00 : Poi 






m 


InhuiTinn ^^nn 


tm, '-^000 LiSe Points 






4^0 


ZL'n 


jOOO Llie PoiMls 





Level: 1 Action: Active Maintenance: Yes 

Description; The character tan detect the energy around him, 
mci^jdlng the Intensity ^ind nature oir the source - unless It a hidden in so«rie 
way. This ability does not caf! for Psychic Proje^ilon^ It will ai^tom-itJCBly 
affect all parties wlihm iti area of action. 



Effects: 


1 


20 


Routine 






•in 


1 .isy 


! .lHf|L L 


1 


80 


MediLim " 






12(J 


)i|- : 


150 ^oo; 1-1 d 1 


1 


140 


Very Oiff • ult 


^^^*^^Q-fefot radius 




1130 


Absuru 


-:0t3-1ooi rrLCiLv 


w 


240 


Almost Im possible 






:'Ho 


Impuss : le 


'"ii' e rriCiui 




'iiO 


Inhuman 






'■1'10 




60 



Modify Nature 

Level: 2 Action: Active Maintenance; No 

Description: Ihis Power allow ,)sychic to ttansfcr sevi^r.3l Inte-nsltjes 
a( >i p.irtitL.iar Ln-crg)' Typij Lo diiuLhsir type of \r''i-- -'gy. i-or cxnim.pte, a 
character using Modif/ Nature nvight turn Fire into blectricity or kc. A livm^ 
bein|5^ Of iinythln^g with 3 Presence of its own, can avoid tlit; er-Eects of thi^ 
Pcivjor by —inking, n successful PhR Check (as detailed in thr rffects Taipla). 
Effects: 



Effects: 



20 


l-luiitine^^^H 


^^^^^^^Fati^ue 


40 


' ''^^ 


^^^^^ Far■J^J^- 6 ^^^^ 


m 


Medium 


m^y^ Fatfgui' "^^^^B 


120 


L:iff((i[li 


r,iiit;i.[e ; - 


m 


Very Difficult 


' ""^l Intensities / 100 PhR 


180 


Absurd 


8 Intensities / 12.0 PhR 


:-; 140 


Almost, Impossible 


12 Inien^iitics / MO PhR 




Impossible 


16 In n' i-:ics / 160 PhR 




Inhujn.nfi 


20 Intensititt / 180 PhR^^| 


440 


Zvn 


2'j liilcniiLiob / 220 PhR 



Level: 2 Action: Active Maintenance: No 

Description: This Powur dc:rc-iEe£ tlx." intensity level of vmmi li,/ - except 
for thosf of a Supemalunil oripjin, Wheri usea against an Fnei^-bssed 
being of i^ny kind, it will Lausf? 5 points of dn"-i.ior for e\ ry Intensity ifvi'^l 
(icCi^aied. - un-i'ss ihc crcnturo succeeds at i Physical Reiisi-.nce Che. c with 
a tiirgeT (lifffiCLilty D.iscd upon l-iu psychic's suc :".s at .i< liv;.- i;> Uncf> h.-icir^' 
(ris detoiltxJ on the EfrVtls liblf; bi';!Ow), Noic ■ •r i-catur -i with Dama^^c 
Kc-iisLcjn^c will ^lUffer 25 point-^ of d.'nma^X' for ^vc:r) .nii nsMy level decf - ise. 
Effects: 





R0Uti[K; ^1 


HHHl^patigue iflHHHI 


•^iO 


1 ;isy 


Fatigue i 


m 


Medium 


^^/f Fnti^^ue 2 "^^^1 


120 


Difficuli 


-1 lnt<j-'..ity / IC:' HhR 




Very DifficLiit 


-i Intensities / 120 PhR 


lao 


.■■■.-.■.,ui-J 


5 Inu sitK'V/ 140 PhK 




utmost Impossible 


8 Intensities / 160 PhR;,'^^| 


280 


1- pos'.o c 


- r.- 1 r Ml K. / 180 11)R 




Inhuman 


-IS Intensities / 200 PhR ^^Hl 


440 




-24 Intensities / 240 PhR 



I:V||V11^;NI^V 

Level: 2 Action: Passive Maintenance: Yes 

Description: The psychic, or whoever he designates, becomes 
immuinc to stf/'eriil intensities of a specific bner^ Type. This is a sin^Je type 
Irrimunlty, wMch means that a chamctcr choosir^^, inmunaLy to Electrkity 
■iVill stili Pe ^1ffed;Gd by Cold and I lea'i. Charatiers can reduce the Base 
DniTiagE of an alLack by 5 points for every Intensity level of their immunity. 
They aSio nDi.<iive ' 5 to their Resi'.tLmce Checks ap^ainst effects friom LhcSc 



adicks for every In-r- ' '.ity level ol their 


immunity. 


Effects: 






20 


Routine 


^^^Fatigue 12 flfl^B 


40 


l.i.y 


1 iijL- jc y 




Medium ^^^1 








F,-[ivtvi(" T 




Very Difficult ~ 


III mil III p^^i^y^ 2 '^S^^H 


180 


Absuni 


10 Intensitic"; 




Dpost Impossible 


Intensinies ^^^^^Bl 




Impoisibl'. 


20 Inlcnsitit^s 




^^nhtiman 


|P Iniensities. flU^I^I 


440 




40 Inlensuies 



Control ENEEicv 

Level: 2 Action: Active Maintenance: Y^"* 

Description: T -.I; I'owcr allows ihr psythic full contr-ol of EEVcral 
Coid, ii -ji I i.t ' i' >'■/ Ini- n^ities. A character is; free to minipulatc an^ 
nrtanajge l^•■■sr inr r .iiie<. a^; \-a want - although his Psychic ProjM'Jon will 
be fieduced by ^^al^ its value il he employs Urieffl ofFenslueJy. A live being, or 
arytt^ing a PresciKt of *ts Own, csn avoid the effects, of this Power by 
making a sutcessful PhB CKeck (as detailed in the Effects Table). 











40 


' \:r:Y 


1-n.ti^uc -1 






fBK Medium "H^l 


^^^B' Fatigue 1 




' 120 


Difiicjit 


4 hicnsiilr.'i / S'H PhR 




mm 


*^ Very Difficult 


i Intensities / 100 PhR 




T80 


Absurr 


- n.-T-. iir= ^. 120 f'l-l'. 




240 


Almost Impossible 


■12. Intensities / 140 PhR 




280 


iirposM'jt^j 


"6 ini^Msi' rs / '60 PhR 






IBIH^ Inbumnn. 


1^ 20 Intfirtilties / 180 PhR 






/■.:p 


lis InCcRsitic!: , ' 220 PhR 





EnFRGV DOM.E 

Level: i Action: Araive Maintenance: No 

Description: Thu p^ycu-f. is .ible to gc^cr.r.v :n energy dDm<: that 
will destroy anything that comes its way. The attack will afTccL a wide area 
within ¥^|ilch no tiirgets can be selected, ''^hc attack uses tl'ke EfettJxIty 
AT: its divrrvg.ge varies depending on the psychic's ■..uccess in activating the 
Power (a.^ detailed on the Effctis Table). Note ihat the Energy Oomc can 
bcc^jTTie so pure that it damages immaterial beings. This attack Is pcrfctlly 



■. I'- '■ even tc 


■' je who can not sgh Psychic Matrices. 


Effects: 








Routine 




40 


i .sy 




80 


Medium 


^^^^1^ Fatigue B ^HB^I 


12c 




Fatif.uc 6 


WMmmm 


Very Difficult 


i^lHI^' Fatigue ^flH^B 


■80 


Absurd 


Damt)^;iv 1 DO / 80-foot radius 


240 AliTiost Inipossibic 


Damage 120 / 150-foot radius f 


230 


Impossible 


DamajJC' 140 / .iOO-foo' r.idiuS 




Inhijrnan 


Dama)?,e 160 / 6!j)0-foot nid'.us 
It can damage trpmaterial beings 


440 


Zen 


Dam:i,i'i- 20c / 1. TiOO-foot racier 


It can dilfiriogis immaterial beings 



Level: ^ Action: Active Maintenance: Yes 

Description: An amplifit;d version of Create Energy, Majpr Ener^ is 
capable of provokir;: much mofe deva^ta^rinj; r-ffects. 



Effects: 




Routine '^^^^^1 


^gUf^ Fatigue 2lS^^| 






hnsy 


1 al:;JU<. 16 






r4cdiuf^i ^^^^^1 


IBP Fatigue 12 | 




120 


Difiicult 


Fatij*i,i^ 8 






Very Difficult ^| 


fatigue € 




180 


AbsuRi 






240 Almost Impossible wM 


UK' ^ fntensities ,| 




280 


Impossible 


J 5 lntcr.^i:ii;-> 






Inhuman ^Hfl^l 


45 Intensrties | 




440 


Zen 


55 mteosities 





SENTIENCE 

This Discipline illows the psychic to pfrcelve and ctwitrol other 
people feeilrigj amo senses. As is the c.^sc with Telepathy, it hai rvo eFfKt 
upon mindless beings, such as rdIcttiS or similiir cr^^tures. Unlike with 
other D^&dpli^ES^ no Psythie Pro|ectlon is required for setting the targeE 
(the chKk rs stil! needed to determine the range of the Power), Lnil If the 
Psychic Is noi able to cjbtain g minimum of 10% dauma;d-:' on the Coiribat 
Table, 'he affected "arf^et cm arM '60 to his PsR roll. 

Modifier, .■■■.yi 'iic; ,n juhysical contact witli a bubrctl i^altBt vAlth lh€y are 
ysing M';-'!r Senlicnc^ Powers may add j ■ 20 bi>nus TO qheir Psyche fiDtf^ial. 

Sfk"^F Feelings 

Level: 1 Action: Active Maintenance: Yes 

Description: I nezisychice&n sfi'ise an itidividuai's iK-iinfsatii parricular 
momcrit. RcsisL'Tig ihis Power r-equlres the t.irget to pass an PsR Check wilJi 
a variable target that dep<=nds jpofi the psydiic's suetess at activating the 
Power (as de&sled in the Effects Table). The victim Is entlttecS to i r>ew CJie<;k 
every 5 turns cmly if he su:>pecti lhat he »s a victim oi this Fbwer. 






Routine 

I- ,isy 

DiCfirnIt 
Very Difficult 

AI)Mjr-d 

Almost Impossible* 

'nnpossibk 
Inhuman 




pFitis^Lie 2 
fatigue 1 
100 PsR 
120 PsK 
140 PsR 
160 PsH 
180 PsR 
200 PsR 
220 PsR 
2-10 PsR 




Level: 1 Action: Activi Maintenance: Ycv, 

Description: This Powc-r intensities an individual's dominant feelipj^ or 
nnood .11 .1 <-pecific ti(T>e. Bear in mind Lha', this Power does not accentLiau^ 
.^1 prcftflously non-es^isterit tecliTigB.. One iTilgl^t, for irsL'^nric, drive an angry 
± perjiart mad with wrath, or have a sad person sink f,Mt Into depression. 
Characters wisliing to re^iit xH% Power must pass an PsR Check detfiil«='fi 
in the fcffects Table). Th^^y ^re entitled to a new Chctk every 5 turns only il 
thuy suspCct that they have been sufaj^cl; to Intensify Feelings. 



Effects: 

20 
40 
80 
120 
1-10 

uso 

240 
280 
320 
440 



KouLint? 

Easy 
Medium 
Diffioilt 
Vci7 Difficult 
Ai)siird 
Almost lmpos!iiljli 
Impoii-ble 
lnhum<'Hni 
Zen 




Kaii;4ue 2 
r,itigue 1 
100 PsR 
120 ■■\R 
140 PsR 
160 1\R 
180 PsR 
200 PsR 
220 PsR 
240 PsR 



P-k: r 

Level: 1 Action: Active Maintenance: Yt 

Description; This Power detects i EpeofK fe^ling^rn any Siibject rtlB 
'ts area o( i-ffcct. Tor iiisuincL', if Ihe JsyLhtc «s seeking to detect -inger, 
scarcn would ium up fingry indi^ldtfals wtthlr^ tihe area of Influcnct Tii» 
dffcclcd party may ru^iiit by passtnE .in PsR Check agawist ,1 target difflci 
thnt varies with the psychic's, i-ucccs's. ir- activating tha ftwver (iBS (Sen 
in the Effects ImX^i). All iildividn^is within ihe area wiJi "be affected Bqi 
w't^iout the need of Psychic Pro|ectiqn. 




IF Effects: 


W HQ 


Koulinc jf^l 


^^^^ I' atip^ut.' 7 ^^^j^l^^^l 


40 


Fi.7 ^^^^ 


f-,-,,'... •• 1 


aO 




B eo PhR / 30 -fooi radlil^^'iPf 


170 




inn PsiK/ ISO-f-r:.' r.-::j;i..i. 


140 


Very Difficult. ' 


120 PhR/ ino-iooi I'Mdius 




Absurd 


140 PhR / ' ol :-adii. 




Almost liTiposiiblc 


160 PhR / 1,500-foot radium 


?G0 




180 PhR / 1-mik ,-.vi<us 


320 


inhuman 


^ 200 PhR / SiTisle radius 


440 


Zen 


220 I'hR / iiO i-iiic nidiu^ 



CovNFfT Sims 

Level: Action: Active Maintenance: Ye s 

Description: This i'ower Ijnki the psychic's sei'i-L'^ with those of 
another inrifticlual, arni vice viysa, gnmting liicm botl^ .jcc^ss to what each 
cf them hesr^. and im, ll is the. exclusive prcragativc of lihe ijsychic to 
iatf flcdas to hii; own senics. Cfiaractpf; wJio pass an P-iR f icck with 
a wrwble Urjct difficulty (ai derailed in the Effecis Table) succuiiifully 
(^EtTJiis Mkly and deny ihc psychst aixcis to their seniles. If a chnratter 
affected by Control Senses i-jspecl^ that he is under the influ-crvcc of the 
Pcw^r, he cdn ti-h'w ,i ne\iv Pifl Chtck every S turns. MaxiiTium distance 
teiwc'n ^he two connected bodiO'- ii determintxJ by tlie flsjrrhiic's sitcctss 
in .Ktiratlrif^ the Power. 



Effects: 


20 


Routine 


^^^^^ ? 


40 


1 -isy 


lal.j^uel 


90 


Mediun'j 


ff> 60 PsR / 30-foot radius 


120 


DifficLili- 


80 PsR/ 300 foot radius 


140 


Very Difficuii 


100 PsR / 1.500-fooi radius 


180 


Absurd 


170 PsR / 1 rv r.iuius 


140 


Almost Impossible 


140 PsR / 5-miic radius 


AiO 


Impossible 


160 PsR / 60-milc radius 


ilb 


Inhuman j/^H 


(UlSO PiR / 600- mile r^idius 


4.-0 


Zn: 


iOC : .,R /-' Any dixi ance 



Levn;!: I Action; Active Maintenance: Yes 

Description: Psychics are capable at projf v.l jnj^ tht^ir sense- at a 
alslsncE. Once they do, they can use their Secondary Fferceptive Abilities iis 
iFlhc^v were really standing in that place. The piyth ic's presence will only be 
dptecled bj' thoic individuals nble to scfisc iPsychic MaLnccs. The Power cajt 
nDlHEt 1*! '■i:-., ,>h a,t;;-iinst energy barrietTi and magically protected arens. 
Effects: 



10 

90 
I.^U 
140 

1^0 
.40 

7B0 

440 



Routine 

l.isy 
Medium ij 
OifficL I-; 
Very Difiiculi. 
AbM ird 
Almost Impoi^ible 
uijoi-iiblc- 

Zen 




Level: 2 Action: Active 



Faligus 8 

-ati^ue 6 
Fatigue 4 

rati>',ue ? 
1-mile radius 
3-iTiilc '"adius 
30-miie radius 
60-miri- r.nlius 
:<600-miie radius 
Any distance 



Maintenance; Yes 




Description; I h^ psychic jolc to Tcmpora.- ily climin,:i- ■ ac h ■. 
. , ■ • -iv.-j. One CTtrs senM: may be eliminnliefi for evci y 20 points 

Iff ■,'^,ich l!>f victim fuilb ^is Pi.R Check. Viciims will be .illowed . , c w check 
fiiTt 5 1'jrns, but they wiit only recover one seruc at a Hmc. 



Effects: 


20 ^1 


Routiiu' 


h'Uj,e;u< 8 




'i;; 


■ isy 


FatljJuc 6 




80 SI 


^1 Medium 


^^^Dti^uc -1 




' h 1 


Difiicult _ 


|-aii;^;ue 7 




140 


Very Hiffii'iift 


^1 100 PsR 




|.Hm 


AiDsurc 


150 PsR 




240 H 








7-iO 


IniJOish.c 


160 PiR 




ilD !■ 




^^.180 PsR 








"220 PUA 





CR£^-Tt FEELINC- 

Leveft 2 Action; Active Maiintenance; Yes 

De&cription: Ttiij. Fwar insiii t, new n i: ..n tndi^'idu^l. For 
Instance, it iniy cauac two pi=ip|3k' who dcitpis* each ocnc.r to fall in tove, 
or liM3 lover-E to be repelled by opie analhtr. This Pp^gf enables psychics 
to sirbtecL their opponents to any psychDlogKia> state thciy desire - such at 
fear, 5OIT0W, vL€ . Those wishing lo resist thfise qflfects need ta pass an P(.R 
witii a variable target that depends upon ihe psychic's stjccess al activating 
this Power (as del;3tled Kl the Effects TiiWe)- )f ihc naturd of tht' feciini?,s 
created Is raditaily ctHiirary to ihe vittim's current en-HjUonai state, i.."iu 
larg(?t receives ^ +2.0 bonus to h»s PsR Check. Victims suspicious of tne 
unn,:iluniJ ortgin of their feelings can make new Checks every 5 tur^ii^i. 



Effects: 


70 


Routine S^^^l 




'iO 




1 .itlgUf 


RO 


Medium 




70 


)if!i( 


80 PsR 


140 


Very Diificuit ^^^| 


100 PsR m^Hi 


1B0 


Absuri.; 


170 P<,K 


■ 240 


Almost Impossible 


IB 140 PsR ^^^H 


730 


linpossibl- 


160 PsR 


I 320 


Inhuman ^^^^^^ 


180 '^^HB 




Zen 


200 i'sR 



iNF LfSF FeELlNC^ 

Level: 2 Action: A;. Liv 



Maintenance: Yes 



Descfipcion: Thii I'ower will infLivL' ar- object or pl,"ice with a sbnorig 
fCr- .iiX thiA .uton-iaticaily affecU all individu^ils in ccnLicl w-th it. For InslanCn, 
an iT;nger ir"ifused sword would incite iTnrr^nsic- Q^e in anyone who touched 
it. If a pince IS iifuscd, the total nrea chat a character caj» affiMt with |n.tuse 
Feelings depends upon his success m acLivallnj;; this Pcjwer (as detailed in the 
Efli^Lii Table). Characters wishing to rnsist vviil ncecJ to pass an. PsR Check with 
thi"' appryDn-jtc" target difficulty. Victims who bei.orne suspiciou.?. f|\at ihcir 
fc: lir^; M i"' ::ii.'ing manipulated by unnatural mQ.ans can rr-ake new roiti every 5 
turns. 1 he [>f.ychic docs not need to use his Psychic PrcTeci-ofl. All it takes ts 
presence in th( ipeclfic place or physical contaci with the- D^^>a, Elfects rafiish 
imtTin;dl.iil:i;ty outside the area or when contact with the object interrupted. 



Effects: 


20 


Routine illH 


IBUggH^ Fatigue 8 ^^^^^IB 


40 


1 rjsy 


F,i:ii^iiL- 6 


80 


Medium 


^^^^1 FatljjiiuG '1 ^imill 


170 


r'ff.cilt 


Fat -.li-f :> 


■140 


Very Difficuii m 


m 100 PsR / 15-IOOI ard^HI 


180 


A- .urd 


170 PsR/ JO-toot .-..VT 


If 740 


Almost Impossible 


140 PsR/ 80- fool are.-3^^| 


280 


Impossible 


160 PsR / ISO-fooi arr,3 


p 320 


Inhuman fHI 


1^180 PsR / 60- foot arna:^H 


440 


Zen 


270 PsW / 1,500 'oci i-;ta 



Dl^ IROY FfE[ iNG^ 

LeveU 3 Action: Active- Maintenance: No 

Description: The psyche \% .able to eliminate unwanted fcciings in 
smy g!Vi-n individual. In order to use thts Power, il is necessary to vpctify 
the exart fee.n'ii, and idrnhfy who;h^.T W <% of .i gf nc-r.il luilurc- or assocl.^fed' 
with a partiiriilar element. Character?, wishinjc to resist this F-^ower need to 
.Ih PsR Check .^t ihe rcquirijd DiHicuify. [>ft;pl>' roated Fmotlcxis ma^- 
fjve the n?sistin.g chamc-.er a - 20 bonus to hcs Checi<. TT^e psychic cflfi erase 
one extra feeling for every 20 poii'-^t; by which the viaim Fails the Ps!^. If the 
victim l iiis the Check by mcjrc than iO potnl^iH the psychic couM '.-ni!ie all 
fei'linfls alta;5cther from tl>e victim's nulmj, turrilnf him into a vegetable. 



Effects: 


20 




Fatigue 16 ^^I^HI' 


40 


1 asy 


FatigLL- '17 


f" 80 


r4edium ^^^^ 


HIV 8 ^^^^^^^1 


170 


\yiU\cu\t 


Fari,y,uc 6 


140 


Very f:>iffic;ijlt 


^ Fatigue 4 ^^I^^^^H 


iRO 


AiiMirci 


Mi) WW _ " 


240 


Almoi'. lmpossiblS_^^J(| 


Btt i"^'*^ PsR Bn^^g 


280 


In" possible 


160 


320 


Inhuman ^^^^^| 




440 


Zf-n 


700 \\\{ 



Level: ^ Action: Active Maintenance: Yes 

Description; i h:-" "^owc-r tivorks like the Atva Powci in I 'l. ■ "r;>'Uhy 
Di . L'xccpt thai ([ affects only SenllGncE Discipline Fbwcrs In thiS 
way. SfiUcicc PawcirE u-ir:d while Area is active wiH ^i\ect n;ny ii-sdividuaf 
wi".hir the ndcTtr-' radius. 



Effects; 


20 


'-Routine ^B^l 


miip 16 ^m^^HB 


40 


F-.sy 


1 ati..i.ic 2 


!iO 


Medium 




■•70 


Oifriuit 




f 140 


'•■Jfr i Difficult i^BI 




'■80 


Absurd 


300-foo ■ dius 


I 240 


Almost Impossible 






Impossible 


5-nnile radij<; 


t 320 


Inhuman i^^^^l 


P 60-mile radius 


440 


Zen 


'UliOO-rnik' r.idius 



T£LEMETRY 

Trlemrilry is the [Tiental ability of sensing osychic residue pre'jcnr in an 
cnviroi -ii .s'l . All l-'sychic Matr^Oi Icisve certain energy behind, depending 
on cnc'ir mooa anc thojght^. Characters mastering this Discipline are- able 
to notice tiirh ■■ -a. '-.r-s .nd sense the ppi\i. 

Modifier: Psyciiits in pnvyf .il "ontact with the obfect tt>Ey *ire applying 

Icli'inijtric l-'ower<. to may ad ' ' ■ 10 bonus to innir Psyt_EiH. -PoLcntLal. 

SEN-^ KtSlDL'B 

Level: 1 Action: Active Maintenance; Yes 



Description; Thf |3sychic seises environmental residues of intense 
fe^lirigi urrvittGd long ago. These feelings need to have been strong onei - iuch 
at .1 gre:!!: passion or intense fear - in order for him to perceive them. 



Effects; 


70 




1 ^^^^^^^1 


40 


Easy 


One Hour 


dO 


Medium |^|^^| 


Six Hours imm^i 


70 


r^'fficLilt 


One D,-3)' 


\ 140 


v\ ' , Difficult '"""^J 


Three Days """^^^^^m 


IFlO 


Absurd 


One Mei'k 


' 240 


Almost Impossible ||H 


||||^( One Month ..„ujfl|^^| 


280 


n\ ^ ;sible 


One Year 


320 


Inhuman ^^^^ 


^^^(Orie Decade~'^^^^^| 


440 


Zen 


One Century 



Reap The P.ast 



Level: 2 Action: Active Maintenance; No 

Description: 1 his Powe- ;.'i-:-l-les the psychic lo read the history of a 
^po. I ■ object or p.^cc. Ab<.Qf.jt?ly all evenU that have taken place within 



thf.' ".imr; ■■.pan 


of f he Powi-r can be read. 




Effects: 










8 .j^^^^^^l 


40 


fcasy 


hatigue 6 




. Medium ^^^^^B 


Fatigue 4.^|^m|||[. 


120 


Difficult 


hatigue 7 




Very Difficult ^^H^H 


One HouKB^^^^I 


m) 


Ab-^M 


Six 1 lours 


■"^40 


Almost Impossible ^^^B 


f/f One Day '^'^^^^^m 




ImpOr ■ !• \r 


One Week 


320 




One Month "^^^fl 


440 




One Year 


Human Ep.Lyi>iTioN 




Level: } 


Action: Active 


Maintenance; No 



Description: Ihis Power endow-., the psychic with thi. :Lbility of 
an^t^lrt^ an IhtHviduiAl's past in ;l f' .;tter pt of discovering actions he 
may hRvs tflten. The psychic niay look fai •"■ specif c aclion or the part of 
the target, or he may seek to find out what his actions wen in a specific 
appoftunltj''. Ht could, for /^siance, find out if a con.jin individual has 
cQmmitted murdei", or leam exactly what the rharact-!;r was rftoirig opl" 
wwk from then. R^Slitlfij? th^ii ''owe- requires the victim to pa-ss an P^R 
Checlc a|.ains.t the rcquirEd target (as deiiilku in the tffects Tj:[jle). 



Effects: 



20 


f^odtini^^^l 








1 ntij^ur 




Mcdiur^Bm 


Fatigue 7 


120 


Diff,. ult 


O-,.- Day / 0 PsR 




^, Very DifficiM*^ 


One Week / lOili PsR 


m 


A:i-iLirr 


OiK' ^^lonlh / 120 PsR 




Almost Impossible 


One Year / 140 PsR 


280 


Impossible 


Ion Years / 160 ' A 




^ Inhuman 


Fifty Yenrs / 180 Psi-l 



440 Zen All oi hib life / 200 t'si^ 



Si ■ !\! I- 1 

Level: 3 Action; Active Maintenance; Yes 

Description; This Power allows piychiti. to project their scnyj-, i lo 
the pji.$t in a manner Luch thst ttiey 'Cfln witre;,;, my event th.-^t mlgtit hat 
happened .^i: the place whine: they arE execut-ii>? the Power. )''■£ number 
of ytars a psychic can go back 1^ determined by his success in activating iht 
Pov.' r (as detailed in the Ifffects Tabte). 
Effects: 



^ 20 


Routine 


Fatigue 16 


40 


tasy 


Ulgue 12 




f M< iium 


H^: Fatigue 8 i^tflH 


m 


Difficult 


F.iUj^ue 6 




r Very Difficult 




180 


AbM.rd 


_ One Y; sir 




: ■ , Impossible^^l 






Impossible 


One Ceniury 




1 Inhuman 


One Millennium ^^m| 


440 


Zan 


Any Amount of iirne 



MATRIX P0WERS 

In adcit^On to the rnentan abilities we have seen, there are four £;uu'nc 
Powers to which all psychics havn equal access. TTm^ do not belong to 
Discipline, which means they can be obtainec by investing only 1 of 
simply by ^pcndinp^one temporarily for limited accss. 

These Poworb orc' no- organized into levels. 

blN-L M,Ark|i:b 

Level: N/A Action: Active Maintenance; Yes 
Description; The piychit i5 nble to sense the use of Power inf' aorrC'& 
the Presence of individii;i s who sh-are this ability. In this way. - r-.r^ictsss 
"see" the energy of th( matrices. 1 hei 'fore, they sii''fer no Blln^lcSi 
pen.'.'ty .iV'.ainst invisible Psychic Abilit"-'S. For instance, anyone r-'-nrhsij) t 
M(-dium level Difficulty v^ill be able to sense Ktive Psychic Matrices ini 
I ;ct latent Powers in people, all within an S--'':;ot area. 



Effects: 


20 ^ 


Routine 


gl^m^ Fatigue 1 eoiiii 


■10 


Easy 


30 fcf-'t 
See at live Psychic M.i'.rixcs 




^^Hnedium 


^ 80 feel W 
Detect latent Powers in people-^ 




DiffiLUlL 


i >0 ■ • L 

R:.-L..:.-;"ii:-' if -' Power in t.se. 




Very Diificult 


300 feet ^ 






800 f'.-.;L / Til . . 5 c ir (TCiSJoe 


180 


Absurd 


which ■ ,,.(!,■ ', ., Psychic has 
.■ilfiniiy witi" 


In 240 


Almost Impossible 


1,500 feet / Characters r- dble to 
measure another psychic's Pott; ti.il 


280 


Impossible 


1 mile / Ch.-iracic-'- s detect .mother 
psych ir's frcs- PP left 


320 


Inhuman 


5 miles / Characters notice anoLlit 
psychic's Powers 


'MO 


Zen 


60 miSci, 



DfE^TROV M/AI KlLL'i 

Level; N/A Action; Passive Maintenance: Y^i 
Description: This ability will destroy active F^ychjc PtjwerE-jsrm 
they au' not of a h:ih<-r Difficulty L*ian the Effect* Tabte Irndicaics,, 



Effects 


1.0 ..^^^^^ 






'10 


V.'f.y 


_ 1 -f ,-,m:- -1 ^^^^ 








120 


D -'icu l 






Vavf niffkiilt 




IBO 


: . . 1 


\i'<2ry Dilr c:jlr-l-r vv l p.r;H.vers 


240 / 


i'MC.v.i. Ii npc)'.i.irjlc 




290 




Al"ni"r-;i III [lowers 






impossibic-lcvcl P'DwefiHI^^I' 






.i'iijiT.;ir-it:vc l-bvj'er-> 



Link Matricf^ 

Level: N/A Action: AcEive Maintenance: Yci 
Description: Thrt Fbwcr cnabtes the psjArhlc to coni'hect ihe mindi 
flf several oth^r psjfdiH: midlviduaJs to his owrs. In tiits way, one of Lhi.- 
connetlcd members is able to .idd Ihe WllLp^^iVcr traciuBCs of others tg hi- 
awn Ps;>t:hlc P&tdhtiail. Only one character can use h« Psychic AblhLicS while 
ImkiEsd. -sinte tt\e dihers are niereljf enKancIn^ ihe Potercjal of one pe^n, 
ConrvcCHjcd diaracters must use tl'kfili" Powtn to this effect voluntarily. Thn? 
nyrribei' of mdiVidluali admitlied to the link Is detemnlMd by a dharactcr's 
success in flco^tlng thB Pcwcr (as d«flllcd In the Eff^ls: Table bela^). 



HiheMatuices ' 

Level: N /A Action: Passive Majntenancer, Yti 
Descriptions Thl^ Rovwr hides tihc psychic's iTient^il abslltle* from 
the Sense Hatricei Pgwer, Hide MitTKCS detneasES the results fiST Sense 
M'illrKes by as many degrees of Oifticutty as mditaTtd On the Effects Table. Hf 
an ,ldvers£ir/'i Poicntial far Sense Matrice* falls belo* the base rcquircmerU 
[th.it is-, Easy)K the piychie's FWcri o( tfrc chijratter rgn^ain unnoticed. 
The Sease Matrices Riwei' is only anulted agai'snt ih^ f*s)fl:tiK using Hirdt 
Malrkn. Il stjll warks narms^ly against other tar^tx. 



Effects: --^ 











Fatigue 1 








Drfnculty Degree^H^^I 




i:!0 


nf'i;,n 


J J h fj i>- i^fgri-;^-: 


t 


14 D 


Very Drificuk m 


HB'^ Difficult)' Degrees l^^m 




rjj 




-■^ Dif'' DL-jiicCi ^^^^ 


B 


240 


Almost tm.pos5lble 


-6 Difficulty Oegrees: 




m 




■ .■' Difi culty l>-:gi iH:':. 








■ivB Dlffiajlty C>a£n9C£^imil 




4^0 




■9 DifftLully Degrees 



^ . Effects: 




40 


1 : y 






Mc'diurri'^Bmi 




m 


LiMi-...l- 


2 I mJiv djuls ^^^^ 




^ Very Difficiitt 


IndividUrils ^^^^m 




AbsiiTci 


'i ''idivtduals 




Alrnosi: Impo^'^iblr ^^^1 


IBr ^ Individuals 




Irnj .issiblc 


i.; 1 icivii.-i.ial. 




^ tn[mm;uT , 




+40 


Zeq 


20 IrKHvlduait 




ForcKjtfjple. Pg^^uiu l^iJ^lFTig this Poi^Hzron .ii Very Dlffitult-JcrvcJ, 
and his fliint^ is GDnncdc^ to tvjo other jRythtca wftli WjlJppwcr 
scores of 10 ^nd 11 respectively if they both decJt^e 4d u^c thcit 
cgp3-dtj«ta incjii^sc ?nzusii'^ Power, he will ^4d 3 bonus to his 
PoitfhtlJil. srnoc his compqrjion-s' bofrtist^s ^-re ■♦IS ^ni +20. 

PSYCHIC CRYSTALS 

Senient minds aren't the only things th^t cin orate and harness 
I psychic miiirlces' energies. There ant some kinds Qf matter vtihose 
iubsiancc is able to synchronise with tl%e matrltcs' frncrgj'. ajid act m 
their receptors and ampllficator.^. These?- cbjects, usuilly calked Psychic 
Cry^alj., have rto conc*'ete s*2)e or shape and, scwnetimes i;hey -ew^n don't 
look like crystals at ijilt, |-lo\vie»i'e*', s\\ of ihtm share a characierijtlc: they 
lii-cr^hT^enL the psychic ahiilitiBi of those who are in contact wrth the 
CrysL^I. 

Two are the factors thot inffueflce the quality of this inu^ual artifacts: 
their size, add thisr cut- Size is prDbaWy Sie mcrtt impbrtant; the hugger 
the Crystili, tihe better A w\U channet and .implify his owFiec's eTiet|^cs. 
The most common Crystals have a size similar so ih^it of a coin, but 
Ot^io^ arc TTiuch blgg?r. 

The Cryitai's cut can be as fundamental Bi \ls slae. If a Cry^tgl is 
I"iet5,er prepar-ed to t'Cionatjc with F^sychic Matrices, then (t wlB be ahle to 
^Tnp{\(y moiT? the powers of ili users. 

Depending on its siie md caU a Psychk Crystal grants a bonus 
twccri I 5 ar>d ' 30 to th^ Ps)^Kic Potential of Its liser. To get the 
ic .. the characiei" must as in phyjical contact with the Crystal. A 
( ! .ir.-.cier (,m use The bom^s oF only one G-ystal m ^ time. Also, some 
Crystals are only able to synchronise with the Matritcs at certinn Eevels: 
II these ciSSei, [he Crystal gives iti bonus only to the Powers of certain 
Discipline?^, For e^niple, ^ "ieicmcu^ic Cr^ystal will onty gram a bon-us to 
usi: Powers fram the Telemetry Disclplme. 

Uvmj^ a Psychic CrystaJ has f lsk.s, esfvetsally when Orw [kfii into the 
hfinds of an mexperierrfwl psychic. Not evieryone is ready lo ■cofitro3 
his mejital power? IhfOiIgh these artifacts, and someflmes there is iht" 
p05,sfi3ility that the energy they generate 'will escape control, gyery -^S 
Psj^hk ftotefliial that a crystal grants increases any Fatigue effect by one 
caused by fallifij to use a Pbwcr for eKSnriple, if a psychic obtained a 
» !S Crystal and tr»ed Lo ust kL to acllvatB Ener^ Shield but ther^ only 
managed tp «hleve 7B on his Check, he would lose five Fatlgtje potnts 
tnsiead of the usua] two. 



A P'sy.:iii . Lr^'sf:]! 



StAtES And ACCidEHtS 



"^Pit rt£V€r kytii^ t^A^i tt&s. Mit^ ^^fire ^et 



Combat not the only danger charartEfs nn.iy face in the course 
of th«lr adventur-es. They will oflcn hcwc to dcaJ witfi mone Qf-clm.iry 
pnobiems - such dliseafses, poisons, or falls. This section aims to describe 
the consequences and the rules th<it nppl>' in cich c^se. 




ACCIDENTS 



AccideiUi Cjn iiJpped \sy aityonc for the most divers.^ riurint>sr o( 
rcasoris; itie;^ nJiA/ays resulUng m a ne^atj>/e outcome. 



fafling froin great hei^hti Fs often s^arigerous. Th*eiT ant many reasons 
why .'I character mljht end up falling during. ^ game s^i-Wiori - such as 
Ui\mg ^ Climb CIveck or juinplng (ram gfcat licights. In order to assess the 
consetiuences, a lulling ch.iracter must mate an Acrobatit^ Check. Difficulty- 
is determined by the distance of the fall, .t^ Base Dnmage Is <k:terrTiined tiy 
kihett< force. Botli factors anc shown in Table 68: Falls. 

A f't'l EM^CilHy funcilons as ar? alLiick llut a character tri^s to repel using 
Acrobatics. He may emplcy bis AT against fm(>aci lO aHevpale the dnmage. 
FVovided the GM allows, cfiaracters, m.iy ^tiaa uie Jump In&l&ad of AtTObatjCS, 
increaslrvf! the Check Diffkuky by one dc^rw:. If the character In question 
passes the Check against the r-equlned Diflriculty, the fiill wUI not bear any 
addrtional consequences. If lie misses the Check, the- ntimb^r of pomis by 
which li€ failed the Check become? the result applied io the Combat Table, 
using tt>e fiill's [iiWi Daniage. \i the landing area is escepUonally adverse, 
SUth as a pit full of spikes or something algng thoK llnei, the Gr4 m^iy rabc 
the Base Dama^ frs>m 10 to 40 points, or he m-^y substiiute the prinnary 
Cnttcal with ii more apptTSprtaie one, 

Ceii:3 l>iS5 i£> poitits it? AcmobgilcS- Sbc slips on a roof 60 fot 
hiyh and stjffeH ^ femMe T^ll. To avu^M d^athr she roffs gi) AcrabqEics 
Cl-feiiti-^nd sbe- ifch. 25, whfch^tSi^eii to h«;|-AKllit)'i3tJ>OLjnbto:i Final 
fie^tjlt of" 35. Since iVc b.^ij to pi355 311 .Absurtl-Ie^-'el Difficulty, tberf 
IIj a 95-f>orn-t JiftcrcDce betwu^en Jier Fitigl Ahtltty ^rjt^ the Hcquitc^l 
Pifficiilty. Uitn^i^ the IrjTpgd; Table CwltK an AT 1, since Ccli.3 w^s 
i^^gi-ing ^ Pa4cleii ^ujt o-f^sKmar), v\ii \iti^ she; ^qffijhi BO Life Pornts 
of 4Sfnq^, siriizs the P^maLje foi- a 60-iQCJt fiill n 100, It wg5 3 
dosecjll... 



Table SS: Fails 







^ Base Damage 


5 feet 


Eiasy 


20 




15 feet 


Moderate 


40 


m 


30 feet 


Difficult 


60 




50 feet 


Very Difficult 


80 




60 feet 


Absurd 


100 




100 fei-t 


Almost impossible 


120 




150 feet 


innpos'aible 


140 




' ISO feet 


Inhuman 


160 





liKK Oj iW 

Several causeSf ranging Trom stnmglmg to protonjjed utlderwalc- 
Immersion, can tause <:iiaradtcrs to be deprivEd of air and die. The periott 
of dime ^ partlculdr char.Kier mi!}r hold his b^ath de|Knds ipedficaBy upon 
hli Constitution. Characters drying Air .ind preparing LO hokl ihclr breath 
mu5t pe*"(oriTi a Constitution Check cviery 10 Combat Turns [that is^ i&^y 
30 seconds.) in oriJer to resist Wichout ilon>plltat]ons. Each time they pass 
this Chccfc, they must temporarily dedwn ^ point fron> their Constitsjtkm 
(or the next roN. Those characters unable to tJntwv ak, or who ane sifflpfy 
unprepared, must apply a penalty to the Kilue of their Conititut«5fi 
when rolling the Check, Characters wFth the Kl Ability "Lfee of Neoessary 
Energy" on^y rveed to roN one Check evefy hal( hour. 

From the Fioment a character f^Hs the Check, he tan no JDnjjer bold 
Ms breath and Is in desperate need of air From then on. lie will i^ed 
to roll a PhR Check Jj^ajnsi a difficulty of SO every thnM? turns to St^y 
conscious. Falling the Check nesult In .lutOiriatk loss of consclausness. If 
an uncoPtdMiOuS character fails another Check, he dies Irom lack of air. 

Even \f he manai^es ta pas* this Check. 3. cumuJativa penality of -5 will 
apply to his Reaistflnce on the fbffowing roH. If the character draws airagam, 
these penalties will fedo at a rate of 10 points per rautKl, 



EFFECTS 



Characters iviW often be subject to a wioe variety of Effects .ilon^ 
Hie course of therr adventures. M^t of the time, they will need to pn^^ 
RcsisLmcc Checks to avoid them; their vuherabtlity to Effects will depcrd 
on how suctessfut Uheir rolls ana. 

It is Impossible to enumerate all the various States tfiat chflractCi^ 
.might be subject to. The following list ^ Ofiliy an attempt at registering a Tew 
of those most frequently encountered In sessions. As ahvays, it is up to the 

t0 modify and create new ones tf the- situation requk^es. 



All Action Pcndty 



The All Action Penalty b undodbtedly the most common aiji^rse 
effect In the game. Many reasons could Ciuse these penalties to occur: 
Fatsgue, spells. Criticals. etc. A character who receives n negatfve to atl his 
actions I5 in a deptoraWe cofldltion, unable lo perform at the top of his 
potential both physi^.^lfy iind menially. Therefore, ihc&e negatives appl^ to 
alii rails that use IdlDO. which inclucfes Secondary Ability Checks (Gimb, 
Nteucei etc.) and fVin-iary Ability Checks (Attack. Defense, 5uffimonHng» 
Muglcal and Psychic Projection^ Psychic Potential, etc). The onJy ejceptiOrt 
Eo this rule is Fnitiattve talculatlOfl, when: only half tfie penally appRes, The 
character's Resistances .=ire r*Ot affected either. Furthermore, for every 20 
penalty points, the character Soses one point from of ah his Characteristics 
for purposes of performing Opposed Checks. A character's Movement 
Value and V^ight Index will drop ■one point for every 20 All Action ftnahy 
points siuffered, as wvi\. 

fn addition, these penalties affect the MA of wizards .md Ki Accumulation 
■ ijif martial masters - even If none of the Abilities require rolling dice far using 
Ebern. Characters suffer a penalty to their HA equivalent to half iho total AM 
ActiOfi Pwialiyj rounding the number up. Chiiracten suffer" a decrease of 
one poitit In Ki Accumulation for every 20 penalty points Incurred. 



All Action Bonus 



This is ihe opposite of the All AcUon FtnaJty. The character receives a 
bonus to all d 1 00 nptis far hts Secondary and Primary Combat AtMllty Checks. 
W'l the same manner, he receives one 4lddttlonill point to his Characteristics 
(k?r pufpcBei of determining Opposed Charactenrstic Checks) for every 
0 points of All Action Bonuses he receives. This effect does not increiise 
I ' lC characters' ^iupemL-ntural AijiUlles In any of thear aspecti. The fdllowirg 
Ciinnot be- affected by an All Action Bonues: Kr AccumuilatLOfi, Magical 
Accumul.^tlan, PSythlt F^tefitial. Summoning powgrs, hlovement '^iMe. 
and ^^igfu Index. 





Qikr Efficli 



Effects will rwjl only provide Action pen;iltif;S or bonuses. 
o'"aThrr cammoR Effects likely lo influence chnmcters: 



Fear; A cKansctcT suffcrinp fciir feel? the <listr*SSmy. ncrxl to nvoicl 
something or soineont: ih,u he li cerLain will Ciiuse him terrible harm. 
Fear imposes -in -60 All AcUon FV.'nriUv. except for actions rKlated to 
escafkirrg from ihc source :A -.V -.■ l-enr iUa^lf. If Fear should be caused by 
r™?:>n* of 3 Supti n,jlural ALiilHy, it lasts one hour for every 10 poii i . > ■ 
difference befw^on tiie Resistance's target number and the chan; '"i 
iij'll Linlciji the CHl^'Ct iLficIf should state otherwi 

Terror; Althouj^h li.ird to diffrrentiate from f- .i. 
this term used i' i i the gann.; to convey a Jligher 
s.l,V.c cl anpiiish. A terrified character tan nnl 
i.-:.: I - .. his actions /ind will be riopelessly fimjtd lo 
I :■; ■:im ^liG 'iOLi i. i( icsiof. ( he chontcter Is t*oI 
r:i|"...- 1 i of t.lcir.g rht: :. ,iuse of his TerrDr :ind '^lll 
become H;ir.sly7e<1 i( he should attempt to do so. 
If i SuperrnLural Ability causKS the Terror Elfti.L 
it v*i/J| |,ut for one hour for every 10 poi'i" . ■ 
difference beiween the Kesistance'i 
number and the (-hnr;ir.t(;r's roll - uftlnSi Ihc 
Effect IlicK should st.ite otherwise. 

Pain: Intense Pnin can occur when i chmit&r 
fejfe a RfisisLinto check. Such ;i failure oiLtSiL'i 
m automatic 'iO All Action I'enalty, Pain level la 
fldJustaW th;-' penniiy may be doubled or reduC'Cd TO 
half, dEponding on Ihe severity. 

Weakness: Weakness ( ■: i . '. an 
individuul's phyiicnl capabilitlf--,. C ■ ictet^ 
loie Olie poini in their four basic pfiiysical 
Ch.^racteristics - Slrength, Dex'.cnlv". Agititjfi 
amd Ccmstitution - (or every 10 p'j*ntA oF 
dHTe<t:n<.<: bctv^x-'i the Check's larofjT 
nutriber and llic (h.iraetcr's roU- Unit--.- 
cKplicltly staled otherwise, chamcters rn:i.VL: 
from Wcakresi. pf>iif]itie5 at a rate of one pQ<rU 

ppr \v\ ir. 

Paralysis: A l^nralyzed charact^, ^an not move 
freely: ".he aciiori perialty ii;.ted in the Con m! 
^iruiLli'^^-iisiccUon of Chapter 9 w;ij upply i.;,-):. 
may be MjjU'lled depending on how immobi.i.-: i: Tl-e 
subfcct is. If th:- Ljbjc-ct is barely Able yo move, iL will 
be a Partial f-'nraly-.is, it not fVinlysis will In mlriiQr 

Total Paralysis / Incapacitations The 
ch^ifBCter iSStibjKl to pcn;iltics liiied in ttie C^ilTib.it 
Situatio-ns section dehi>led in Chapter 9 (diat 
fi, -200). No -icuon is allowed while in ctih 
llalc, sinec-tfM^ character is unable; to 
moe. He refll-ami paralyzed for one 
hour fcri" ev^ry 10 pointsof d-iffi'rcnc 
between thio Kesistanrf''''; r,irF,et jiunibef 
^mi tlie Charactc's roll - unless oil-et w w> 
stated. If t|>e ■^lifferencc i' lovvi'r rbr.ri 10, ic 
shall be stalled for oniy one minute foi evei y 
jjOlnt ortlsffcri-iioj. 

flage: This, -itiiie repru^tnrs niucli ino'-e 
than unger or fury. The characit-i lose 
IhlS temper comp lately and nssaHs ihe 
objKl ofhls Rage, or, ailernately. anyone 
^rownd. He l^ forcta id employ hif. most 
powerful AbllKies In ihve combal - magicians will 

Cast [bmr spells, fighters will u5* tlleir Fatigue poinis .nnd p.sychiCi will !^end 
their Psychic Points to enhance t\-^ir attacks. Characters rEmain in thi5 
state fior o«ie mlriutjc for every point of difference betvi^en the ftasistancc's 
target number nird the <haract«r's roll - unless Dtber%vlse sti3Ted. 

Cflmar The character I<ip5es Into H [M^lbund sleep from which he c r.i 
not awaken. By dcfinltian, a Bubje*;t in it coma Is IrKapdCltatcd, 

Blindness; TTie character is subject to lossof eye^ht and to tht penalties 
iiMed under the "Vision Totalty Obacitfed" rtiDdlfier found in [he Comtat 



haul 

4 



Situations section detailt^ in Chapter 9. In the turn previous to re£.^irilrio 
his si^^ht, a character affected by Blindness produced by a ffash of Eight wi:l 
crfify suffer the penaltiti listed undci "Vision Pariially Obscured" deiailcc 
in Chapter Unless en|>(lcllly itatcd olhc'-wisf. Blindness wll List for I 
hour for every !□ [joints of dlfferente between the ftesistancf's t.irj^i;; 
number and the character's n -l-. 

Deafness: Same n.s Blindness, only thf; ,i(f.--i;thxl cfi.ir.ir.ter will loic 
the ability to hear. Unless explimly stated otheTAi^e. deafneii 
'ill last for 1 hour for every 10 points of tliffurencc between the 
ftcisLintu's target number and the charactei 'i iti^l. 

HutK: Sarrvr is^i Blindness, only the affecic '1 chjimcter will 
loM the nHWtY to COIT»nuiiiii. ite through ve jai |angu.ig.e. 
The inlpfiinriEinl wrill l<ist for 1 hour for every 10 pointE, of 
dlffisfent* bt:l>(Veiiir the Resistance's target ni.i<Tiber arnd 
tftf- cK.irsrtcr'Si ni\l - unless stated otherwise. 

FnKlritltion; Tt'ic Cliai icter is utterly absorbecf tn 
tfK observation «F*omeci'iing, indulgingjsi the pleasure 
i,yth wilf.bf=il-cii protfldes. VVhile Fascinntion lasts, 
thi^ fj I not mo.'E or porforrn ,;ny Acilvc 

ActiiwiS- A f^hO > -.1 ler lnjffa s a - 20 penalty to Passive 

AcUotis- 

DamAga: The thamci-.-r !<.i.vcs i numbi. , o! Life PoiiiLi «)ual 
to thit iHimber ftf poinii by which he failed hi'; Puslstence 
Cf;r-\'- No Anmar type will modify this effei t, since it strikes 
•■ body rfirciily !: Vi'ill not produce Cciticals, but ft 
con I ?hc d'l.iraLtcr t>-irui±^;h massive I ife Point lo55, 

Ini', ' rtsmjge Hisiy viiry, doubling or curung thie 

f3lffi-M.-i:i.. jrdifig to each case. 

Uncun>i I' 'ii' i A thrir^cter ca be rendei i-d uncouStlous 
by failing a IteliLniltie eluiclc. Extreme natural cau.^es, "Luch ^5 
LMiiFig sybmeiTged in w^rer o*' receiving great damaoe, m.:\y 
tiliehrupt the stal-tl, UnconsclOiis characters remv-in in n deep 
■'ni D for 1 houjr Sou* Cverjf 10 pa*nts of dilVrence bt;tween tlie 
■ : •.•■:i,-irKe'j t»irj^t numbw arid tlic charactr rX ro\\ - unleK the 
Lll-f cL Itsell ' ■■• orhcfwise IF the di'^r.-r cnco is lower th.-jn 

10, lhM:y V- ' combat Fop only 1 ninuif' per ooint of 

Ple^ar.ri.' r,,i =.irv. 

Hoilucinatians: Chiiracn?--. :.i.cip jeemp lire n-si wo^'ld 
for what il Is. as y \h i by ifiiconirolJaWc visions 

treated b> i sc lus. They regular?/ iJcrte^vc 

olj^ct', c ' lent than they ai-L\ The GM 

ilhould' ' M ag charade!" cxp> annces. 

HA' ' . , 1 hour for every lO pcnuis of 

dii''c .i:'.'. L:-.t.,i...r ihe i-^-sistarcf's lar^'et number and 
chf? chiinaet's tioil - unleis staled oihf'P/^ise. 




Trap;, are .1 ooTiigP'ii in the iive5 of chrirnclers. TT»k !*£rt:in?ii 

ii intends : I to 'Icsmtje tl : v/.iy traps and their Effects uswU/ wOfk. All 
traps liavc iwn different fharrKTC-rl^tiCi - Compfcxity and Conce-illmefit. 
Complexity is .i measure of the Ability -1 tiTip employs. In otho- words, it is 
a fi'^presontation of the Cl>ec.;.<. thai characters musi pa« to J^^d the trap's 
Effects. 1 hr- Ability depends exclusively on the nature of the trap. For unsiante, 
an: i^rrdw hcinjshat Kt a ch^irinrtCf" would fyrct; h m to lhc his Defense ability, 
vv-hfre^s avoiding a pit trap would call for ^ Jttrnp or Aciubatks Owdc. 

^iQfnetimei trjpt are h'Cfden. The trT^p's level of Coricejlfneni Is. Ihc 
Difficulty of thfi Notice Check ihJi characters need to p.^ in orcter [0 
discover A trap's esisterce or undeirtand I1.S dynamic. Using Search 'will 
lower the OiFflcuity by one level. Thrs difficulty depends on the le^-el of the 
Lnipn which is an Indiciltlon of hov^ well built or dcsijiricd the ctevlce i^ {lee 




Table 69). far s>^iT\ph, ;i Level 40 trap rewreseflts a Conctalmcnt and 
Complexity level of Difficult. 

hkAvcver. chansctcfs setting up a trap m^y ctigow to <ncneas€ 
or deCF^^se tht Complexity or Contcalmcrl by are degree. In this 
manner, incrwsing ihK? Coifuplexlt/ Difficulty by one tevtl ^^vlll decrease fts 
ConcGiilmEnt by one level. These alter'Ulons do not im-odlfy the (evel of the 
Lrjp, or diffitijlty in deatllvating IL 

Lerpitres k iookfng io protect his rcjortr, s£> he 5<;t* up a LcVsl 
'£0 t^ap. Cer)eh3l[y, the cievlce is sup^xiMct to work on 3 Moderate 
DifficuKy level. aricS Jt nsqaires ^ Muiici-itc: Notl^ Check to <^cisd t^. ^ 
HohHsver, bsmures placiss a lot mohc; irr^port^ncc on Cample^lty', so 
he cbuc55e$ to c^ecnast the Conceal merit Pi fficu It)' level by o iie (degree 
in cit4& to Inoira^c Its CorrTplesity by one level. Co[55ec|tjet?tly, the 
t^ap will po55C95 ^ DiffiaiK t^arget for its Coniplexity. hui ^ tihjrgcter 
iSi'ould only have to p^s-i jn Easy Native Check bipot it, 

TRAP EFFECTS 

Here .=ire i-omc of the most traemaonil traps atid il>eir Effects, as well as 

some rccommtndalians for their execution, NstUfally, It )S liriposslbte to go 

into iill the posnibte consequences entailed, so as alwap^ the Cinal d^cljlofl 

ll« In tJhe hMids of th* Garw; Masief. - ■ 

'-r- 

Trapping: Thcic traps are intended to imp-n5CKi their victims. The 
St rei'^tt-i of Tmppln^ li equal to the it'/cl of the irap, divided by 5 . 

Pit: the iJepth of (he pK. wall depend exclusjvely on its surficwjndmgs. cn 
hew fiT down the digging has come, or on the anwunt of preparatio*! dont. 

Damage; As for damage, Lhe Effect of the trap will caitse an Attack Wicti 
K!> Coniptexity )evel equalmji the Ability Ec<el of the Attack. Bsisei Damage 
may even dupkoite the lewl oftlie trap. 



P0IS0NS 



Posy^nt art: jmdng tli.e vwjrst threats chrincters m^y h-ive fo Face. 
Animal or inwct bites, murder conspiratiei, orc^enthc simpte act of eating 
an exotic fruit m-iy expcsse charACieri to terrible nsks. \n Anlma^ pcji:«-ns 
arc abo classified according to their level of darker and poteric^^ from Level 
IQ ta 10D. This Is an IndlcatOH' of the rieccsMry VR Chctk a diar^ct^ needs 
to pass in order to awold the polson'i Effects, 

Thret fundamental factors modify poisan other than l(s leveS; Actl^'iatlCfi 
TilTVe. DuraUon and EflecL A(l poisons listed here have an activation time 
qf 1 hour (thiit ts, the tinw It mkcs for ilie Effect lO' kick in) and a Duratltm 
equivalent in the difference between the Resistamce's tarpt ntHTibef and 
the character^ rolln translated to hours. In onier to work, ptiison nee^ to 
be Ingeseed of Intfodijoed in the body thnomh a bletrfmg wound depending 
on its kind- Msons may have any of the Effects previously described In this 
chapter, and they mgy increase their level In some cases. Characters mal* 
^eriom ftcsistante Chcdcs every 5 turns ¥vhen th^ h^«^ Ingested Qf been 
otherMVise exposed to poison. If a charartEr succeeds in the VR Checl? 
ag^lrist a substance, he can't be affect*d by it before 5 turns have passed. 

Potsgns between Levels 10 to 10 are ustuily derived from inimats and 
plants of a harmfuL but only slightly dangerous, nature. Potsons between 
Le^i? 30 ^nd W spring from the dea<ili«t animats and mosi eiioatic plants. 
Those between Levels 60 fnd 70 are strong co^npounds conslstini of tnany 
different ingredients. Finally, poisons at Level 00 or above are of a powerful 
supematuf^l onglrv. 

Chancteri qr beings wfth natural poison linmufifty are not affected by 
poisons o-f LevgI 70 or below, as long 9S these are not p?rc<i'tited oy a being 
with a Pr^tstfrkce of 25 or ahnve* or created via majgieaJ means. 



Tabl£ 69- T'MPs 




Difficulty 

Routine 

Easy 
Modcnilc 
Difficult 
Very DifficLill: 
Absurd 
Aimo^l Impossibl 
Impossible 
Inhuman 
Zen 



Table 70- Pt^r^^iM Lfvels 

B Level ^^HB 




Resistance 

VR is ;ig,;iiisl 20 
VR is against 40 
VR .;o,i,nsi. 60 
VR \% against 80 
VR ir .-i?n:ns\ 100 
VR againii 120 
VR IS aj^ainsL 140 
VR is rjvainst 160 
VR i^ :igni[v.,T 180 
VR is ;:i,^aii '.-| 200 



I 

I 

J 

1 

■i 

1 

i 















Name 


Level 




Activation 


Ouratian 


Trsmsmisiio^ 


Cur.irc 


60 


Paraiysis VR 80, Death VR 60 


Quiek 


iNlormal 


Blood 


Atropine 


50 


Hallucinations VR 80 


Normal 


Normal 


ConLicl ' 


S;ilt of Saturn 


40 


Pr-iin VR 60, Blindness VR 40 


Normal 




ll 'C , I'H 


Muscarine 


40 


Hallucinations VR 60 


Normal 


Normal 


Throujih smell_^ 


Royal Arsenic 


50 


Deaiii VR 30 


Normal 


Normal 


ln;Jt! -i 


Belladona 


50 


Unconsciousness VR 80 


Quick 


Long 


Inge ion ] 


Cyan id c 


50 


Death VR 60 


IristantanooLis 


Normal 


Ingeriicn 1 


Cantaridiri'-' 


,30 


Rage VR 60 


Normal 


Normal 


Blood J 


Thalium 


20 


Pain VR 40 


Normal 


Normai 


l^ood j| 


Aqua Toffana 


40 


Weakness VR 80, All Action Penalty VR 60 


Retarded 


Lonf^ 


Ingestion 


Al Baladin 


60 


Damage VR 100, All Actior^. Penalty VR 80 


OufCk 


Normal 




Ramalen Sap 


80 


Terror VR 120, Blindness VR 100 


Quick 


Normal- 


ContacL || 


Snal<c; 


40 


Death VR 60 


Normal 


Normal 


Biood J 


White Cobra 


70 


Death VR 100 


Instantaneous 


Norm.i 


Blood j[ 



IsAodifkr 



71- pc*4(>n5 llsTed above have differenl characterlaiiics that may offer 
teriam vnrjiitw!;. Next, let us takE a ksok aL tliest modlflere ttiat Ml alter 
poison level. Bear ir> mind ihex: r^odifiers will only affect characteristics and 
Effects, not the target number th;it a c^1.^racte^ needs pass. For GxampJc, a 
poisorj of Lei/d 70. if Deadly, would on\y rea^uinz a VR with a lar^ei of 120 not 
140 - sifKe Its normal level is 60, and tilt plus tO enhiiinces only its Efliects- 

Deadly Poison: +10 to Iev^I 

Its fffect is absolutely d-cadly. If a Character fails li VR and docs not get 
an p.ntidotG before the suLiviance 15 activity, he wlH die- 
Co ma or Total Pai-alysis: *5 to level 

Oiiiy If ifre Effect of the poison Induces the cfiAractei- to these slates, 
Quick El fete; +5 to level 

The poison only lakci a couple of minuter fo kicl< in. 
Instantaneous Effect: 10 Lo Icve^ 
"^Ik.- pc-ivon tal<cs only i.wo or ihree turns to kick ir. 
Long Duration: -5 to k 

Ihc pCiSon has unusiially lo: .ffects, l,i!iin^^ 1 day for each point thai the 
dharacUcr fadi hii VR Chci x. ' hii I'l-.odificr may be chosen repeatedly with ihn 
purpow of extending :n< - n.. -.p.m of ttie effect, thi;:- doutiini^^ its dijrn.!^v.ri. 

Contact / Inhaling: ■ 10 to leve: 

The p^;-iion can affect an inolvidual men-ly by comin:-- in contact with liib 
S-kir or by his^Mi^ him inhale the poison. 
Retarded Effect: -10 to level: 

The po'ion v/ill lake several days xo activate and affrrr those ci . -i rx 
vvtio hjw failed their VR Check. 
Added Effect: -5 to level \ i 

The poison wll hnvc more than one Effect. Avoiding these ^iddltlonal 
Effects requires an individual to ,a VR Check with a target number 20 
point:; betow ihe Initial Ch«ck. The victim rolls only ance for the RttlSlarKe 
OieiCk, comp«ir|ng the result against all the VR difficulties of the poison. 
This will determine which of the Effttts he wili he 5bhjea to. ir> the case of 
deadly poisons, ResiiEance J^ilnst death will always be the IcwesL 

Corisi4sr a poison tbat i-c>,jiiirc:' .| Vi^. Checli wJib 3 tificjet of 
lOQ abet that his tw3 effects - Wesbress 3n4 I^TicotTSi^pjiinHiSS. Jf 
WclbKS* ii the first Effect, its tafiget is 100. if UfhcanSclaushCS^ is 
the SKont^ Efted, its VRtgtijetwill heBQ, lnthii!m>3nnch ifCdfai v^zYt 
to becoHTf; iofictcd; tijts poison and roll an fctS on her VR Cbcck, 
she woul^ besubpcttp Wc^kn^ss butT^^auJtl remain conszioys. 



Royal Arsenic: This co-mpcwrK! Is treatecJ by spnnkling powdered Icavici 
of ihii di-ierijc plant twer a pig'a entr^iiis. LIquJtb dcrivGd irom putrefaction 
of the entrAiln dissolves the powder, thus cnhandni the poisorious qtuHty 
the arsenic, Upoci Ingestion, this polscsn causes terriWe abdominat pain 
and migraine, follow^t^l by death, 

Belladona; This poison originates from an uncammort plant capable of 
inducifig sleep. Once harvested. It is cooked to produce a NghV tOKfC broth 
WHOSE- main active sUbstarKt Is acetllcolln■^^ s strong steep inciueer. 

Cyanide:: B^Lte^ alnrionds, aprkot pits, and other fruits - such as ptiichei, 
cherries, prunes, and loquats - contain a sugar known as glycoside, which 
c^ be transftmrtcd Into hydroi^anic acMj ins*<k the tKydy. Extracted «n 
large quantities afld properly fernnenced, it constitutes a powerful poison. 
Cyanide li C3p;iljle- of causing sudden death by affitctln^ the respiratory 
sirwny^ and lungs. 

Cantaridine: Cantaridlne Is the active principle in caniharides - wftiich 
arc ^reen bettk^S COn%mCKn Ml the territory of the old Empire - that usually 
live on wiilows and ash trees. They nre kn.DWTi alvo ai "Empire FUei." 
When dried, reduced to duat, .ind f ven orciyer ire^tment, i^iey produce 
hyperactivity and an axceptionally vinic -t behavior rhal can also cloud the 
victim's mind. 

Thalium: Tliallum polsonmg causes painful chKsi and back spasms 
a r.i>nci.->^ed; with vomiting and balance dlsorde*^. Tliabufn niriry so«netimes 
provoke hair loss. 

Aqua Toffana: The ifivenirion of this poison is urclear. Somie attribute It 
10 .1 r-fpiiti?d female poisoner wtio lived CcnlurlcS a^o. It wouitf seem that 
t ne original foi'Tnula 'ivai a jUKe compourKl made up of a num ber of herbs 
m wh»ch an alcohtfilc product from Lannet was [ater added. Il consists of 
a traiysparent liquid vvith no particular aroma or flavor, A ftw drops iire 
enough to slowly undcrm.inc an sndividuars heaiith, Ciusfng nriorexia and 
estrame ihirBl. The victim thed exhibiB agns of progressiwfl wmaclatlon and 
deterioration!. 

Af'Baladin: This ii .a potent nomad compound derived from certain 
e>:f^=ptiDn,il|y rare plants traJt grow In some aa.5is In the dteserU k is a 
powG-rful toxin tfvat, when introduced In the bloodstream, is capable of 
i3l"Ler.riy_ iLt How and caLising veins .and arteries to burst 

Ramalen Sap: This sap pxudes from live Ramalcn !.r'ees In Its pure stite. 
Although extmct in theory, small qu.lrt'lies of t\r% poison ran Still tK found 
on the black niarkSL 

Snake: This is generic snake poison, il releases a stron| toxhn that affects 
the hsa-'L, causing cardiac arrest. 

White Cobra; Th:i h probably the deidilest naturat poison in the whote 
world. It .iitu^ks tne nervous .ind motor systems, causing the b«in to shut 
down, fioHov^ed by cfea^ a fev/ seconds later. 



The follov^ing is a list of the m<5*t typical poisons in Gaia. 

Curare: This pofscjffi was originally employed by nd^genous 
peoples to po<SOfi their arrows in hunting or combat. Its 
com position is a secret known to oniy the most expert sh,imains. 
Ir is derived from the bark of certain plants, which .'si^ <'h: to 
soak in water and then pressed to exwact the ju<e. Tlw result ag 
llqusdK of 3 dark red cnlor, K then filtered, thereby cni'af nf; the 
poison. Curare is de.3cHy to humans, «nce it paratyse^ all muscles 
In the body. SymptoiTis produc?Kj by Curare indudf) weakness, 
iSffhruity breathln-g, and fmally deaih from heart arrest.. Ii h 
most eflfcient when deTivered inu-atfencjufily. 

AcrppSne: Atropine is one of the active substances in 
Mandrake and Heribane plants and has strong hallucinogenic 
properties. It Mn be absorbed thnjugh ihc skin. It a 
eMcepHoniilly difficult to synthesiasc, since II requires specific 
knowviedgc of chemistry. 

Muscarine; Muscarine is derived from the nushrnom 
Amanita Mttscarla, «hlch n kncswn for Its bright red cap. 
This fungiis has grcwn In Nordic binii vwoods for ages, and 
it has probacy ^rved as tl>e catalyst for many legends 
featuring wild creaiufes. This <s be<ause Muscarine 15 capable 
of producing hallucmaitions ijnd visions of small being^. 

Ssit of Saturn: This fine, dustyi hl^ly tfisitt substance 
[fcoives almosi: instantly In liquids. Wtien Ingested, it 
prtidtjces InLense chollc psain. and a lesion to the central 
nervous system that causes blindness. 










1 




Antuhtes 



Antldotef JMTe used to alleviate or decrease (hteffiects of toxic 5ktt]5taixes. 
Ther^ ajie two kinds of anLidoEeE - tticrae of a ften&ral spectrum ,in<j Chose 
specifically intcnri^ci for ,\ p-jrlitular poison. Cienetic ^ritldoiti iiave the sarr^ 
lei^el iis poisons (Table 70) cird .illov/ ihe victim to rail .i r>ew VR, appljTTg id 
it a bcwius or penal l/ equal to twice= the drfiwsnct bctwisen the sutwtafites' 
For irtstance, if ^ aaitkloic has a level that Is 20 pomts higher ttian a 
-loison. level ft wSI offier .3 poisonc^l vicmn anqther VR Chesk with a +<Q 
CiorHJS. An anddDEc will *vard pNy one rtew roll. 

Speciific ilfllldoles atleviatc the CrfecK of the pthiioris lliey 
wefc made to counf-eract. ; 



AGE 



Aninicr iUiKUons on the n^Miniption that characters 
.irc rni(j£tle-flg,e<1 peopk'. or yoLiiigcf. Hqwever, either 
rli-'TOUgh s*jpern;iTi.iral cffeci , or tht mere pass^l^e of 
■ ime, characters may br alrectcd by agfng. Anyone 
r''.ic^ilng maturity', tiiat is, beyond 60 yKjn. old ior 
i-uman beings, will suffer 3 -2 penalty to ph)'!iical 
Ch.iractenstics. Chsr^aefs who iirc of old as?, 80 
ye.-ir^ old or cquivafcnt, iuffer jin extfil -2, for a lotil 
o^ a -4 pe*n.lh:y to physkaJ CJiaracJeretlcs. i^ w;-i is a 
"60 penalty tQ plhyslcal actions. 




DISEASES 




DisesMS usually I'unction in 1 EJi^h^ly dirferent warj- than thai of other 
Effects. Oiar^ters t^^^^ f^gtit the Effca^ Qf di5e<isti for weeks or ri>onths, 
without being bfJitten by tlwiti, hut not completely defe:ll<np^ them either 
PitSini ihe requircQl Oft Check does not aulomnticnily rid .3 tharattcr of the 
disease afioj^ether. It only brings about temoorary freedom from the Effects 
Characten rnust mjifee a new DR Check, e.ich day, and only a 40 point 
difference above the required Difficulty will restore their health campielely. 

Disease Effects may be tbe ones- Hsied in this chapter, or tlie GM may 
decide them. Silb)e<li in contact with ^ disejsed person's blood or saliva 
mist pass 3. DR Check as well to avoid contBgioTr 

Table 72: Diseases 



I^^^^B^ LevBl 








[ 10 




DR is again^,!: 20 




[ ' 20 




DR \s against 40 




30 




DR v.i ;igainst. 60 




1 40 




DR \s against 80 




L 50 




DR is aixiinst 100 








DR is -i -ainst 120 




m 




DR is agairibt 1-^0 




so 




DR is .igainst 160^ 




90 




DR is against 180 


■J 


L 100 




DR,is against 200 




Ju'jI poisons^ 


Modifiers 

deseaset ciui possess different c^nrijcicni 

T 


iti thai 



Contagious; ^ 10 to level 
Char^cter^ Vtfhg .spend time with tJic vlctMTl, e^en thoiu with no dirc-irt 
contact, nnust pass a DR Check In order to avoid contsgicn. 
Plagye: ^-lO to »cvcl 

Discaied mtlwldiiiiih spread th& dlscasr wl iei eve' mey ;.-;d. Anyone lejs 
tJhCirt 150 feet away from the diseased person, of itiose who remain in a 
pbce InihataiteJ by a dtscaseti person for itfiore lhan three hours, must p^s 
L DP. Ched^ In order to avoid contggiafi. 



' X SPECIAL TYPES 
' OF DAMAGE 

W)lL"ii«Jvcr characters rewive jj| Jiiack using tfie heqc, Culd. or 
Efcrtriinry' Attack Typ^* ihcy can suffer addltlortal effects other thiin {he 
daivifig^e itseJf. None of these attack;! c■^Vl cause the victim to 
bleed, but t^i^ CQuld causf' the 'bllcwvig contec^uence.^: 

CoU Dma^e 

When a character suffers CQkl damage, he muit 
pass a PhR Check with ^ Dtfflctilty eCpuaJ tfi cnld 
damage amount. If he fails the check, he suffers 
iWl All AciiOrt Renally Bt^juaf Xo the jmomit by 
which he failttf. This penalty fades -f^ 
at the rate of five poJnis p^ ^iwjy. TWs 
PhR Check is calculated indepcndBnily 
O'f any critscals. Eei^igs with Damogp 
f^esrstancc who faiJ this dwtit, 
instead syftfr^ a pe^ialty equal lo the 
number by which ll>ey fjjletl divided 
ijf five (rotjndcd down). 

Organic belr^^ take twici as 
mudh time as usual to heaS (turn 
cold damage bctausc of ti^ abr.Ts'Mi 
bctQr knTOlve<J. 
,\'a one escqpts fratn ^gin*} 

Electrical Dmuiijc 

Dtuniige cat«e<j b;r eiksctrKity also bfings about negative cffccU. tvery 
tlntie a character loses Life Pblnts On account of thr-i l:ype of damage he 
muet pass a Phft Check uilng the number of Life fbi^nii he has lost frcim the 
Elecfrlcliy AitKk the difficulty, jt chiiratier falls hk Phfl Chfl^Jt. he 
autcunatlQilly suffef^ Cirt All AcLjon Penahy nquHi to the number by w«dl 
he lajled tlie PhR Check. Tills penality witl lade at a r,iTe of tO points per 
turn- If the rorl falls by ower 60 ppfnti. the character falls unconsclouSi. TNs 
RfTiKtjnce Check is calculated in total indeperwence from any Criticili 
receivwi by the d^m,ige Ir* queiuon. 

Ceii^ Js hit by electrical speii thqttgu*5 1T0 pcfntsofdatrijijc 
Even [f thii :3rrTC)unt Is not enough to d^pw a Ctiticaf, slid hrusrt 
u'^'eiicotnc 'ri/itcrn shock by passJt^j ;] PhR Check ;itj3tn!i1: q tari^ of 
no. IVnfortttn^teiy, slie i^ets ^ Fir?:^] S^~Hflt of 4-5, tYlilch fijrjclcr*. hp? 
unconsciotis (gs she 1*3 |l«^ her Check by more tliqn 

He^^f Dma^e 

I P Sos? £iMOCiated with higti temperatures fnay be extremely harmfiJl 
for charactensu OfganK belngi take twice the tjnie fcn heahng from hegl 
dsiiTiiifc. h addition, whenever characters are affect-ed by fire, then: ii a 
ch.ince thai their dothes, belongings. 'Of even skin will bum. EMh time 
thsy roceive 3 fire attack, they must roll Id 100 rJtHj add the resttit to the 
amount of dSamage neteiwed. There a/c no Open Rolls In deiermlninj! L*iis 
final numlMJr. The rasultTng number wiill bt an indicator of the ef^Kt of 
flames on ,1 character's bodiy, such as reflected by Table 73. 

If a characttir wean clolhts or gear eapectally prone to catch firt, 
li>e must add bctwEsn to 40 poinis to hk ftdIL On the contrary, firt- 
]-E5i5iant cloihes or armor allcs-v charLicter to deduct up to fiO points fnom 
the roll. If Fine Intensities are deducted by an^' means^ each Intensity wll 
lower the fiaiil number by 2D paints. Damage ResiStaiKt CCcaturcis divide 
the final number by ^, 



Table 73: Jisi FLAMf;S 




m MO to 179 


Scorching '-iff 


" - ISO to 239 


Burning jH 


240 to 299 


In FItimcs 


•300 


Burr ln£ o ast 



Pgzuaii SLilTers 100 pomts af 4'3ma3c from i fire gttack, In 
occjii- to find out \fhc i-^i in flames, be nolh the dice ind get-> 
70. which he then to the 100 points ^eivecj in the attack. 
L^nfnrtiinately for him, he's ^".legrln^ii v^ty ftgmm^bls -illk, which atli^Jf- 
another 20 points to ]ii5 jizjII. His Final Rciult is 190, which ,jccont1iri'.j 
to- Tqble 7? reveails that he Is tri 4 Bu»-J7iJTg Statc- 

Scorching: the uti^incter's cJothes ^ir\d h.ilr jire smoldi ' ir^,. I Ir SiiT 
no adaitional damage, b-ut he must ImmediiitHly fn.ike an cffor _ to proven', 
th^' ftre ifQ€V\ becocnrng wofse^ iudi as by ncm-ovmg hti clothes cm- plunguT^ 
Into a body of wsiter, A chaniaef can surpress ihc fine by rolNng Id 10 
and Klding cllhcr his DExtcrity or Agility Qi-^fflcEenstlt. Deduci thai ' 
^rnoiifit from quantiLy cm Table 73- Eiicti constcutivo round the fire Is not 
surpressecJ lixre.ases the numther ofi Table 73 by 10 points. 

Burning: Clathg'; nrnj pnrt of Th» rhnracter's Ivjir sr't on fire and starting 
to bum his skin. If not cxtrnguished or removed, the fire autotnaticilly Inflicts 
10 (Xiinta of dama^ -every turn that ihe chjArncter rftrn:iia^ m such conditlori. 
Creatures wItJi D<image Resl^Ujnce suffer 50 pointa of £fcmi,ige- every turn 
th^ remiliri in this -^tate. The fire may be ex'Jn^uKl'K.'ri by employing tlie ^ime 
proccduTDS ^ above. An <ini -hr,iT full suit of armor will dect."ifS4: damigc 
levtl, ^ every 1iiL"u,t Armor lypc- potnt wiJI decreajp llio los^> of LP by 2 (5 for 
cneatyres with D.im,:i^,e Kesr,i.inc'.'). If a character docs -iol iiltemp? to pul 
out tfiE firE, the qunntity on Table 73 iricrcAjes by 10 poinli per turn. 

In Flames; A ch.irnctcr's cloth-cs, hair, iind skin are tiurnlr>g. Character 
lose 15 1.1^ per round auium;LDr.,i|isy (125 for cn^nturEs with Darnage 
rcsistaraie) - E^lt^lough ;is in the £:pi=.l' above, Jnmor miiy be of some help. 
In ordtr to completely extinguish tht- fire, chn.nn:ten; will rveed to dive infj 
water. C€ver' themseJIves with iarvd, or use the methcds dcscrihed nbovf?. 
Those who i^eclde to t^move their clothes or iuit of urmor will nutDmatically 
nsducc 60 pcints thg fine state. If ch-iracters do not iiUt"rr)pt to pul out the 
firt, "..hey iidd 10 points to their final number on Table 7J per turn. 

Burning to Ashes: Now the; character's own bociy is. bang consumed 
ijy the: MnnriK. He :njtarf),it>cally 50 LP pLi turn (250 for creaikire^ with 
Oamjige Hesi.stance). Howevier, ch^iracters In thii iiluuUun will not be able to 
uic their anmor for protection, unless they h.we n.iturai jrinor. Eliminalins 
the effeos Oi Ihb EtatL- is difflculL Diving, Into water or being covered Willi 
5.=inc! arg the mcflt effective methodi, but mHln^, on the ground or pijetinig the 
fire out wilfi whatever may be at hand should .llso be artempLed, 

Pizusu Is in 4 Btjrt7(rK| State, so \k low.'. 10 points ofd^mgijfi per 
turn because of the fihs. \-iav<icvctr, Una:, he hi^s *n AT ofS ayainst 
• ■:>.'.. he c^n ee^LicK; the c^^magc: (q 4 LP per tound. 

ENERGY INTENSITIES 

IntcnsrticS measure the levc' of poicntiy of ti'ie thret- exj^tir-.;,; ::ner^y 
type* In the world: Heat, Cold, and Elcrt' icity. fliese emergy types wilt h.i-. " 
wrlQUi ccn*eqi>erKes tertris of darnune or secondary Effects dependiri^ 
on their Inupprtance. 

Bolti characters and the GM will need to h,ive soiTie knowledf^e about 
(ntenMtiies ar^d what ih^ey represent. Some Supcrri.itural Abi mes, for 
example, alkjw/ char.irters to creote. cotrtrol, or rFiiti;^ale certnin tncr^^y 
IntensiEjes. so it b important lo know what can .3nd can not bc; dom . 
For inslance, a spelltiisicr attempting to prevent n house from burniii;- 
down will need to extinguilh at least 20 Intensities id achieve thai. T! ■■ 
foBDwIng is a list of all types ol elements, tdgether '^vith their corneiponding 
COrtietiuerites actiording to their potency level. 

Five Udmiiks 

These Intensillei demonstrate the potency, vigor 3nd size of flaniijs. 
Bre fi one of the fintKt powerful riatunil dements, capable of wnsufning 
and setting ablaJE: alri'iOUt in^thlrkg. Anyone louching flEimc^, or those m 
rdalavdly close prcuiimity to fire, mfjy suffer sevef¥ injuries. Base Damage 
for conuct with flanMS is equal to the number of IhtCTSJtMes multiplied by 
five, Effects are cakuUited usmj? ihe Combat Tabte and the NIfure level of 
an Ability Check as th^ Oh sees f"t, < 



TArtl.K 74: FfRE iNTEJ^JSIIfES 



« **■ ^^-^ — 

Intensities 


EqutvaleincQ 


Base 




_ 

! he fltimc of I'l C[in 'tc 


5 




The fisme of a torch 


1"^ 


5 


A small bonfire 


7 


A bif; bonfire 


35 


20 


Enough fire: to burn a house down 


100^^ 




Big Furnace 1 • 


40 


Castle in flames 


200 


50 


Volcano i 


250 



This indffl< rne.5Sures the severity of ice and cold - which is ta sa;^, the 
effccLs of low temper.nlure''". As opposed to fire, cold does not infilict direct 
cans(ji4iJt.iiccs upon individual. However, prolonged <fx,po5urie may provoke 
4i number of Effects ranging frafn skkmEss to death. Therefore, th? GN wll 
impose the ad*Jitloosl Effect* oCMs dholce. Those bcin^ especially vuinerabte 
tD oo4d may suffer the same Eas^ Damage as tjsed In Fire Intensitlei. 



Table 75: Cl^ld I,NfTENSiTJES 



Intensities 




Equivalence 


• §^^^ 


1 




Frost 


5 


5 




siba- Snow 




10 




Ice 


so 






Iceberg 


100 


30 




Po!;ir Storm 


150 


50 




GlaciaJ Area 


250 ^ 



EledridtY inknsitm 

These IntefiShties rate etedTKil! *?nergy potency, from piain static 
to l(|htnm^ If! the same rrianjier as fine, elertnrJty miSy produce severe 
coTisetjuetices to anyone dlref ilj^ exposed to it. fiase Damage equals the 
number of Intensities nriyltiplied by five. 



Ta^lf 76: 


ELECTRfCITY liTONSITIES 






1 


A Spark 


3 


3 


Static 




■,. ... Small Discharge 


25 




^^^^^ Electric Lei discharge 


35 


20 




100 


-10 




200 1 




PRESENCE 





Sm'iCc everything, forn-s part or :h-L, flow uf soul?, each livl-n^ &ein^ 
or objaci, no inatter !>cw irsSlgnlfltant it miay seem, posesses a splntval 
Presence. This "spirit" h its souJ, iti trttr^nsjc vnkJe to reality. Presence 
Indicates what an object's (or tJ^ing's) Resistances zrty arnl how easily it 
ciiti be influenced by Supernatural Abilities. Irt The ase of living belr>fii, iheir 
b?i^t Presence correipondi tc the IcvrJ they posses? (as. shown Table 
S), but Presence works differertlfy for Inam'rnatc objects. 

The Presence of Obj&CIS depends upon many dffferEnt 
(actors - Complexity, material, size, form, ;ind even age-, '^in<& it ss lmf>osslble 
io detail the Pre5J?r»tt of every oftjcci in the world. GMj can use Table 
77 and Table 73 k a reference to calculate the Preswice of those moat 
comiTfOn Dbjccts, Since Inanimiate objects hcTve no Characteristics, their 
Resistances (basicaHy PhR and MR) arc cqua! to liieir base Presence, Byt 



fcmEmbert thln^ arc n-oL merely the sum of their parts, Ench objfirt his iti 
Own cxisLcncc-H (brmed by hundreds of cicments, which as a whole produce 
an ervtjfely r*^<^ enilTy. Therefore, knowing ihe Presence of something 
entiills not or\\y summing up the foundation from which einh of the objeca 
is tomposed. but also cofistdering it holi^DciJIy. For exanTpfe, a bull'dm^^ may 
be made up of waifs, ions of fumiL urc. utensils, etc. Instead of adding Chcm 
up ai sepiirate uniii, the GM blerids of all of them as a unique donirj-utoon 

Table 77: Presences 



Rufes in this i^ctiofl are mteaiic to be used only in tihe cast: of 
direct attacks, not i1 the weapons flf^ put to ii different use. A prlson-er 
trying to break free from his cell might use a knife as a chhe\ to worfc on 
the Stont and remdvc the mctaf bars. This situation requires EhaL Lhc GH 
reson to comnvon seivse. The following, s a iKt of &ompe obJ«iu, wiih tbwr 
Damage Barrier and Structunil Poi-nts. 

Structural points: Piei* are an objea'i Life Polrna, 
Damage Barrier: li iiHiicates Jin object's Damage Barrier, If arty. 
Base Presence: A'l object's Ammic or spiritual value. 





U 'jnirill aiid simple objects 

H (S/.)oon:., r•/^")s^^'i■. buuons, ere;, J 


10 to 23 


■ Complex objects 

T (Watches, te/escopes, etc) 


25 to 60 


Gijins, unusLiai niaionak and woeks of an 
(Pkninam. diamoni.k, leave fxiiVnffig.s, etc.) 


40 to 80 


m 

M LarjE obi'jct.. 

■ fCoffWges, large stotues, bills, etc.) 


80 to 120 


M Colossal object!) 

H (Mounlaim, lakes, majsr consLnjction) 


120 to 180 



DAMAGE BARRIER AJNfD 
STRUCTURAL DAMAGE 

How long will .1 doot hok b< :c characters tear il down? Cti .t 
s^ellcastJEr use a speli to destroy a wall? Both the GM and his playors wifl 
often have to face vliese kindi of questions. Answci'ing I'cquircs knowledge 
not only of the P-nese>nce of the objects, but also the exact amount of damage 
ttiese obieets c^n withstand. The following list provides '.pi of rules the 
GM may employ if he should find himself in one of these sitLiations. 

All bedles harJC cerliiin strurrur.il i.!Oints wh h indicate l^e amoij-nt of 
damage they can wUhstnnd nefore they coHaps< . In gntne ir-rmT., these .ire 
equivakint to their LP. Objects are consiflent-d Litlcrly destroyed when rhey 
reach Zcm Structural Points. Characters allnckmg an ob,ccl use the rules 
for Damage Re-^rstr^nc*?. However, jjjpce objeci?. are by nature inanlmi'Ji-, 
they can not roll for Defense. Naturally, not all weapon?; will h^' able to 
destroy objctlS- It would be illogical to think that a simple knife cjvn tear 
down ,5 heavy stone wall, for example. 

In QfTfder to find out whfher an attack is capable of damaging j\ 
object, the GM should determine that object's Damage forrier. This bar- ier 
rcpnesents the amount of Base Damage necessary to achie ve in order to 
actually start dama|5ln-| an If^anm^dli: object. In essence, an .ittack with a 
6^se Danrtage tower than that of the object's D«ii>^,"ige Barrier will nevt r 
indict LP toss on thects^ect, regardless of the attacker's skill. 

The object's Damage Barrier will not apply if the attacker s dpanle 
of darnaglng Ener^j', By affecting tl>e essence of things and their material 
form. Energy damaging ii!:t.icks will always caust? structural damage - everi 
if tfic attack possesses a Base Dam.agc lower than the ohjecfs Dama^n 
Ekirrlcr. Naturally, the GM ii free lo alter this rule in teriam situations, 
peq,uir|ng wer:)pons or^ittiicks to hj^e a terrain Presence in order to ignore 
the Damage Barriers of some espctrally powerful devices or monr.f-' rs, 

A dj^i-^dei- wdh ^ Strcncjlrh ofB ^fNk?rT.g ^ lOO-P^inM^ri-r^iiiicr 
*tpnc >vall with d d^^^cr wfll not be able fo+c^r It <^cv^:n. no matter 
how 3k\\\s.4 b-e mi^hi Be - as the ^ttgck 5 B^-se Dam3<je is only 4-0 (30 
from the we^porj. plus iO frorr? Stterjcith ) , if or> the contrary', he ^^n; 
usmcj i weapon with g tlO Base D^m^^c. \k wouM teat the wall's 
Eari-!t;rand eg use sirurrti^rgl cj^rnagc upon if, 

Thert cs a ctian[r.e that ?jn attacking weapon might bi^ak whefi ii»tiln| 
an object, fiecause of this, the Gfi needs to consider the Sturdines-s of The 
attacked material and foi^e the weapon lo pasi a fircakagc Chock with the 
following n^odiners; -Z if It is soft mater^l, -4 'if it is hard (■naterial, and > 12 
if jt is pf an exceptional material. 



Table 78: Damage Barrier Ah'r> STKtrcTimAL P^iln 




Bmt: 
Fr#sencfi 


Structural 
Pointi 


Diirrtage 
Barrier 


Snn;i^l stone 


10 


40 


60 


Huge Stone 


30 


300 


100 


Table 


20 


60 


20 


Chair 


IS 


£iO 


20 


Barrel 


20 


70 


30 


Chest 


20 


7C 


50 


Reinforced chest 


25 


150 


80 








Cart 


40 


300 


40 


CarriLitJC 


50 


350 


60 




Log wall 


40 


300 


60 


Stone wall 


50 


400 


100 


Solid stone wall 


60 


450 


120 


Bridge 


60 


400 


90 


Solid Bridge 


80 


800 


120 










Regular door 


20 


100 


40 


Wood and iron 
carved door 


30 


200 


80 


Metallic Door 


40 


300 


120 


Portcullis 


60 


500 


120 


foetal lie bar<; 


40 


200 


120 


1 Small Tree 


30 


200 


40 


1 Big Tree 


60 


500 


60 










Shack 


50 


400 


50 


Cabin 


70 


600 


80 


Large 1 louse 


100 


2,000 


100 


^ Mansion 


120 


3,000 


100 


r Pai,-tce 


140 


4,000 


120 


1 Castle 


160 


5,000 


140 




Town 


1-10 


NA 


NA 


City 


160 


NA 


NA 


Metropolis 


200 


NA 


NA 




Boat 


40 


200 


"10 


Longship 


80 


600 


7C. 1 


Carave! 


100 


1,000 


SO 


Galleon 


120 


l.OQC 


BO 



EKPERiEriCE 



As {-IS /Ht^P ie^Tmyu 



A. 



'J 

WHAT IS EXVEKYEHCE? 

^lere's no %udn ihing EOLaI victofy in fi rolepla;>-ng session. Plsyiers 
not gail>er a: t^ie eod of the ^fr\s le figure oljC if ihey, cm- ihe GM, 
have "wqn." What reail;^ mAtt^n is tti.iT everj^one has Fud jr\d thai thdr 
tharacicri leam fmportiim tcssons that wiJi help th^m irriprowe. Tills 
ifTipfiovemem i-s expressed m terim of expeflefice polnK. 

This nption an atscmtt codcepl usually dllTlcijIt to define. At the: end 
of each StSSiton, ihc Garrw Master will Efidow sach partJcipating \i\^y^f vlth 
a certain am<Hint of expentirjce points. Thii number measures the amount 
6eikrning cKiiracteirs have derived froni dealing Aith specfFn: siiiMtioni. 
Upcm reachilng a certain number of experle-nce points, chiracters cjn move 
up lO The rtcxt Sevel, as described in Chaipter t . 

CJiaracteri gain experience points for several rciisoni irtduding 
fighting, cwrtonnjng chjHengin^ sltuatK>ns, and deveiloping SLtccssful plans. 
Pbjrtjrs wlEI also receive points for "playirig" their characters !r devei" or 
Outstanding ws^Sl The Game Master wlU take into account e.?ch of the 
posnt>^e catrses for experience piNnts and will dcEivcr them individually. 
Normaily, t'he experience sy^stem In Artrima desij^ned m such a wa^ that 
at the end of the session. pla)«rs wil! earn from 15 to 35 experience points 
Ort wwa^ for llieir chanattcrS - dependinj^ on how tni2)f hnwe qoraJuctwt 
theiri5etve5r However, a veii7 diverse set of iiiuitioni t[\sf present itselfn and 
m cMEEptSonal perform^ince on the part of the pl.i>«r^ can oesult in a hl||ier 
09" low'er number of cxpcrierte pDlncs. This is always subjeiql; to the st/le of 
each group. The following a list of the marr^ situations tiiai will transiatH 
in experience point-; for the pl.ij'eri: 

Box XV: EXPERlElsrCE RtFERElMCE 




Interpretation 


5 to 25 




Difficult Actions 


1 to 5 




Good Ideas ar Plans 


1 to 5 




One-hour Session 


1 to 3 




Segment Clo^tire 


5 to 30 











Wmal Siluatm Etyzrma 

There are majr/ situations other than cqmpaf action^ that ^Ifl provide 
p(a>«irs wli^ &tpt!rlc;fice ponits. 

Player Interpretations The esiperlence asilgr>ed to the pla^^rs &n 
accmint of mterpretiition is. a subjective rnatter. iSJubJeci sofel>' to il>e Ganne 
Hastfir's hest judgpicnL hterpniLation is what should count the m&st "n 
the An^ esqserlefice system^, because of this; it is rrron: heavily nTwanded 
Ihsn other perform.inces- The CM could itedde not to i'^rd experience 
jjobits. at all for interpreEiition. and that is fine. Converwlx, highly iCtlvt 
ctisracters nva^- be rewarded with g number of 5 to 20 points, as the CM 
sees fit. CMs may ,ward from !? to 25 experience polntias they deem fit, 
fu*' exceptionally outstanding performances. 



Difficutc Acdons^ This recognlres ^ chnnicier's capacity to 
■.uccesifulky employ his Secondary Abilities. In ofider to qualify 
i-:.r revrard, the character's use of the Ability must btar certain 
'retevance. The action should r^lsn imply some level of complicatJofi 
for dhe character. For instance, characters Abilities of 20 should 
,_J he rev^arded for acccMnptlshln^ Medium (MED) difficulty actions In 
'jjk ;.mpCKrEa.nt SJtu.3tlons. Characters with mijch hi|,her Abilities, however, 
shouldn't r^eive a reward for performing the same action. The anncujnt 
of experience endov^d by the GM will be an si^a-age het^ween .i chiiriicter's 
difficulty hn achieving the task, and the importance of the action. The 
mo5E transcerideriial situationSn and those net^ulrirtg the highest difficuJty, 
may pe rewarded with up to S points, \^hile those of lower relevance and 
complexity will yield onlj* 1 or 2 points. 

Good Ic^eas or PCariK Good ideas pJans may be rewarded with 

I to 5 Exp<:riencG pomt.^, depending on the GM's assejsment of the lde.:i 
In ques-iion. 

One-hour SessLon:; The simple fiict of taking part In ■ sesilpn Sh0i.liil 
confer eitpcrlence points. Players should receive t to 3 points per hour <n 
session. Owe agalri, ihve amount to be awarded is up to the GM. who can 
allow a higher or fovver nurmber of experience pointi according to ho^v 
entertaining the segsion has turned out. 0^1 .1 reguEJir session, characters will 
usually receive 2 experience points per hour, whereas »n .in unsafefactory 
session {becauae of Inter-playcr b)ctering» or simpty because things hawe 
gtKie wrong), rhe GM ma/ choose tc avvard only 1 poinL A 3-po1nt per 
hour rewind should be reserved for specliji sessions where everyone has 
had a splendid tims.. 

Segmenc CliQtsure; The CiM may grant 5 to .30 eixperlence points for 
SiuCCc4iifuJ dosure of a series of sewions or a myltl-sesslon campaign. The 
iinnount of points g^ted will depend on the number of sessions neqded to 
complete the chapter, and the level of success obtained. 

As\\ma doE5 not ma*ce a pomt ofaiwafding "itemized" experience points. 

II is not merely defeating a powerful adversary that confers experience 
points, iXJt rather ihe comtiatatsclf. It Is when characters utilize their powers 
and rlsi! the»r lives In the process of facing opponenti that they can really get 
the most oyt of the stiiaSton and leam valuabie (essons. Defeating an ardv 
malician no longer aUe to cast spelts, or striking a cte^thblQW on A chained 
fighter doe* not work to the character's advantage. Unless they have had 
to endure real suffering wi obtain ing victory, characTeit, can not fcam fnam 
thar experience, recognizing high points and leaimlng from m-ist^lst. 

In order to estimate the amount of experienoe a character recetves In 
comhat. the GM must first determitie the level of diffhculiy entailed in the 
battle for the charaaer or his group. The more comphcated tl'ie contest, 
the hlj^hcr the number of experlnnce paints those directly involved iho^jld 
receive. Assessing the difficuliy o-f the combat is a task fccft completely to the 
QM's best Judgment. He alone will determtne how compticited ii Is for the 
characicn. to vvin the contest, as well 35 the level difference iimong theni. 

There are several other important fecfors that shoufd be feept In mmd; 
existing gear^ current physscat conditions, etc. Naturally, the™ is a great 
distance bet^^veeri two Identical ngfiters <f one carrlei a rusty iron sword 
while the other one has 3 mystical 5*jlt of annor and a +15 quality weapon. 
In the M,me vray, the combat will not tse (sven if one 0^ them h^l5 penalties to 
aR his actions and half his Life Pbints, white hii opponent is m perfect shoipe. 
In any of these cises. the GM may subtract or add one or tvwi difficulty 
levels, depending on the disparity m^rodLifed by the Situation, 



In p^Up combat, characters on fhe ^ame ^Ide sJlOuld be regaridcci as n 
untt. Evklently, an almDSl impossible opponi-^rr y-r-.r oni? character may turn 
■ niD s simple one for a Ur^e group, This ,s why ,c imporifint to contrail 
;hT- threat tevej p^sed by the opporwrtt will- thu itaturc of the characters 
fncinj!, him, factoring in their nunil?€:r ^nd n-'^i^ht 

Table 77 iJiows the: aTnount of experiencp rh.^r-acter i eurn for winning 
a comh.Tl depernfin^^ on the difficulty l!?'/cl invo^^J«c. Sinrf; \i i'z compEetely 
(TipossitHrc to Sist Ever/ pos^jWf c-^se. the tabic l"^ fc'l dv.- d by some examples 
meoflt to serve as a reference for the GM. 

Notwith.<;f,indrn;a.whi3t wc huvc explaificd so far, always oerar in niilli'd that 
chnr-HC'cr? may continue to incrcMse tl>.'ir tKpeficncc defeating adversaries 
wiil'oui the- need of > re :l combat, i hu<;, i^in assassin sneaks Intoa frtsSyft^l 

HiGx XVI: Samtie Combats 




.viutine: One level 6 fighter versus a couple of city guards; 
lu a level 10 arch-magician facing a small army of 40 or 50 
professional soldiers. 
t.i:.-/: A level 2 warrior versus a plain guard; a group of charactei i. 
level 3 or 4 versus a single op| .jnent of the same level. 
Mcduimr A fighter versus a warrior with 20 or 30 points less 
in Combat Abi 'ly; a group with SLipernatural abilities versus i 
similar group without supernatural abilities. 
DiffkultL Iwo similar fighters with the same gear; two groups 
with Simiiar powers and abilities; onf level 6 warrior versus 50 
professional soldiers. 

Very DiffJcutt: One level 4 warrior vl ^ js 10 professionril 
soldiers; one level 5 or 6 freelancer versus a better equipped 
warrior of the same I -/el. 

Absui d : A group of level 5 characters versus a Superior Elemental 
q1 Darkness; one Ist-level warrior versus 10 city guards... 
Almost Impossible;. Any character versus an opponent 4 or 
5 levels higher than him; one level 2 or 3 warrior versus five 
elite soldiers. 

Impos^fblf A group of characters level 6 or 7 versus the 
Filiinogos; personal combat against an opponen seven or 
eight levels higher.,. 




scKTceress' chamber and maria^es to take her life without gMng her the 
chance to {defend Kerielf, he mi|h(L no: rcccFwe any camhat eJ^perience 
pdints. However, th* GM may w?ll revvard the chiractcr with five pcwnti 
for uxh an appropriate use of hts sutHerftifje abJllUrt. lift the same way, il 
.3 5pellcast€r \i ur^aWe to cast spclEs as a consequenK:? of s Mheme that the 
characters h.^ve perfectly devf&ed and carried out, they m,iy be rewarded 
WJth (ivc points on account oi their gr^UE idea. 



Cmlhil Mcdiflm 



Ctiaracters ck> ftoi always accompHsh an un^iueitlonable -defeat over 
their iidvef snries- Dtirlrg combat,, a great numfaH- of situations may After 
tfie £)u tconK: of a ffg^t. 

Partially defeatcp enf^my 

If the enemy e^apes or combat is interrupti^d before li com« to a 
dose, characters r&ie\-^ half the experfcncc points they would haw earned 
if they had accompli?;hed complete defeat. Subduinj^ the enemy does riot 
rpecesiarily imply killing him; ch.-iracter5 wi [tuL be 'JudLiCltHl poiills for 
spanrig the enemy's life. 

Defeatfp 

Chardctcrs who arc dcfeatjcd in comti,i( and marfafge tc survive wull be 
grantiKl orie-tlurd of the txperlence they would ha^^ nKefyed for beatinj; 
their oppone-fif. Hs.^r In mtnd that surviving- the combat Is not enou^, SjRCe 
it is only when cfiaf^iclers pai their lives In danfief" that they really arc In .: 
posltiom to learrt from their mbtakos. Defeat \i often Dme* a better teacher 
th,-in the greatest success, 



Box XVIlr Combat Modifiers 




Complete Victory 
Partial Victory 
Defeat 



Full points 
Half points 
One-third of the total 




Tablj-: 79; Com/\i Eater ieiNCE 



Difficulty 






1 Fioutine 

L 


None 


These combnts do not coiistirute a challenge to the characters; they should be able to 
achieve victory even in the face of the most adverse situatioris iii'id the worst of luck. 


W% Easy 


1 


Characters h .vl- all oddr. working to their rL'iwr and will t sily achieve victory. However, 
unlike in the previous case, they face a small risk of losing the Itght if lu. k should really 

turn against them. 


Medium 


5 


Combat is even, but characters have a slight advantage in terms of numbers or ability 
Generally, they will win the combat. However, a bit of bad luck could end up thvi^at i:rng 

their victory. 


M Difficult 


10 


A truly b.il":nced connbat; both sides have exactly the i ime chances of winning. 


i 

■ Very Difficult 


15 


CoiTibat is very even, btit in this case, the opponent has a slight advantai^e and is usually 
the one to achieve victory. To all effects, it this is the Medium leve) of difficulty, from the 

opponent's point of view. 


* AbsunJ 


20 


Everything seems to be against the characters, and they are seriously overpowr ■ ■ d by 
their o j'onents. Still, they have a small chance of success. 


Almost Impossible 


30 


These fights arc practically over before they begin, due Lo the almost unfathomable 
disparity between the contestants, fiere good luck is not enough to win, and only 
under some very extraordinary conditions (and with a series of very lucky rolls) could 
characters achieve victory. 


Impossible 


60 


As implied by the name, these are combats players simply cannot win without a true 
jTiiracle. However what is better than a roleplaying session for witnessing miracles...? 
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if fuu anc reading this chflptcr, )*ou hjue pi^otii tH/ de<ided tc iicl g.* 
tKe Game Master. First of all^ congrntul.iHons. You are abflut to cmbsj-k 
on la truly |ratff)^lng endetTvor that wrll rEwand you with many hours of 
entcminment- Aj, the GM, you will be In charge of trvcrseclris ihc sesslofi, 
sccllrig up exclllng scenarloi for ttif chanscttrs. and fldjtidlcating the 
outcome of evefj' sicufltlon. But apqve all. do not forget that j*our main 
Dbjectliffi Is for you and ynur playcn tci enjcj' J/Quriclves. 

This chapter la Inicnrfcd to nMvkfi mistering an Animonses^lon a? e^^y -^5 
possible. The Informacion Ibuntf here n^alnly servei as advice and guidellnGs, 
which yssu, as the GM^ pan tjjnprn whenever neccssarj^, 

ADVICE AND GUJD£L1N£S 

the tollawlfig \i a list af rccammcndatiDni every fjtjod Gsime Master 
ihnyld ltn£]W, Most af tfiem are generic and could apply kd any rokplii^ln-g 
^imcH while others refer specifl-catl)' to ttiii syscem.. 




As the GM, one of j«ur 'Hrst responsll*' h- ■. 
w\U be the enforcement of rules iJurlnp the sesslm. 
Natumliji'. you di>n't hawe to memDrizc them all, hut 
ythj shodld have at least an apprtmlmate Idea of how ihr" 
rules apply to each situaton. Even though as GM you 
the only one required ro know the n^tes. rt Is co^nierit i 
some of the pla^i^rs hiive 3. h-islc fnmiliariC)^ with thorr. 3s v*t2Ii. 
hgndiimentally, Anima Is based an e Diffltulty jysten^ that rtqjlr- 
chi3r?icters to pcrfcrm Checks ualnfj IdlQO and eJcceed the target mmb 
fbr each one. It's up to you to de^iide if the icilon possib'eK (ind 1 > 
li, which Ctiaractertstk or Ability the chnrscter must employ, As the tit 
you iilno set the Difficulty \jtr^i for every Check. When faced a charath 
atrtempclni Id atcGmpllsh an action he has absolutely no app^^sprlate Abi iiy 
for (or if there iimpty Just hsn't iin JippropnEite Ability), yau can alwjfi,!; 
ask him to n^itke H Chanicteristc Check usmg 1d1f) and appl/ing whatr.'LM 
pEnaltlea you deem fit. Tihcie bas-it rules will be completed later, with iin 
iridusion of much more complicated ernes regarding Comb-^t M.ineuvei'. 
and Secondary Ability mocfl^'ler^, -Of cgurw, you don't need to apply them 
all. In feet, It would be belier If you familiarize yourself witb the baila of Ih' 
system before yaii itart using the more adduced rules. 

Do ncjt be misled, hov/aier Asking players to roil the dwie uncqai-ip.:;. 
Ji not conducive' to fine play- Over-rolling may transform Checks inlr:. 1 
manoUJnoLis lactivty. spall ing die fun during the most excitln|| of situatlDn'. 
pilfers should go about their uihual laski ncwmalty; ihe^ only need to roll <\ ■ 
dke sn dangercioi iltuationi where you think they might foil. 

ftefore w^ finish this sectioni take this piece of adv :i:: 
No rule csn substitute for your com.mon scniie; /Ou muil pu; 
thit flm at alt timea. , 

chiuijini] Ihc Rules 

It Is po»ibie that you. gr one of your playe^5^ may want 
Co change some of the rules in this book. F,rst of .^11, v/f: 
assure yaLi that each and every one of these rules hw b^i 1. 
tested many tlrnes In o^xJer to aivold all sorts of probic-.'. 
TlierefEsre. eath oni; hus a reaspn tn OMist. Hcjwievtr. - 
may have mtroduced ruins ihtst do not mesh with your v- i 
of playlr,|;. Belbre you set to changing a rule, ask your ■■ 1 
this question; Is this a good chiinge for me and the rest tii 
the pltiyers - one that will not become an obstacle for die 
norm^s unfolding of the session? \f the answer is yes, do r 1 
hesitate in making wbatevcr' alteration.! or tornecti^jns yi 
deem necessaryr Thot It whit th« GiuT>e Pisster Is fbn 



Atmosphere 



The atmasphere gf the session Is a Very important 
ekimept If yuu vAni psayeri to really invest themselves In 
their character. Make It n pohc to gathei^ In n quiet pl.-n-- . 
jwjiy from the constant bustle of people going in and out L.i 
the room- Olm: the lights^ or even trj^ tandlelighL &a.ek||rcnin(l 
music li also helpfuL There is always an oppropriate melody 
to create the rigfit atmosphere for your session, Game or 
movie soundtracks are usujillj- ismong, the most conducive. 
Por te^nsion ijnd fear^ try The Dead ZdnC or Silent Hill. For 
n mgno epic type of Session, try BraveKeari or Gladiator. 1^ 
yau are 'nto daion, ch&EJse fnore r^odern titles II «e Blade 
or nXx. My penson^i recommendi^flon far the tensest 
situations and the mo^t dramatic Cornbats are daslic titlei 
such as Carmlna Burana &r the "Olei Irae" (movement from 
Moure's Requiem. 



DcKfwlicn 




M.Tkfi SUIT' to reside'" n detJiiled description of each of the Kenarleii the 
pisjfcrs encpunter, The first thing you should d(j Is create a mencal pkture 
□f the place for yourself snti. then (Mplain It CEsnefull^ to Che players, if you 
get them lo "see" where they arc. you vm.II mate them fed much mai^e 
irftfDlved In pur world. The H me (ipphes to characwrj or crcilurei crossing 
' •«• V pathi - thef should be aile to visualize clearly the creaturei aid 
■ I ii-.Kters standing In From aF them. Be careful not to avenda Itn however. 
Nobocl)^ want5 to he^ir ii ten-minute Mcount of their wrroundlng.! or a 
treatise pn another character's autfit, 

[ntcrjmialm 

loterpretaElorK \s the very csstncc of rDlcptajfing. W.thaut it, sesslans 
wc>uld tK reduced to a lerlei of dice r&lli In a board game wlihout an^ 
board. As the Gam-e Maiter, one of /our main funcnioni ik to promote 
plgj^r Snterpi^tatlO-n of their charactei-s, both during character gEneratlam 
and during sessions. Unllkie many other systems. Anln:^ eschews behiiViiDr 
archcLypes or Jtandards. Frankly, ewen thoufh It may help inexperionced 
pla>^r5 create characters eaily, clrcumicrlblr-^ Ir^dlvlduals to a sm^lG 
behpvipr pattern (vlndldwe. n^anlpulative^ good) does not work well. 
PSDplB are much more com plot than that; th<^ have diverge motivations^ 
deiires ancf fean that can noc and should not be labeled using such generic 
ta^, Therefore, the uis.k of developing ^1 ctiarsiccer' s pe^-sor-allty and 
background lies In die hands of the players. Part of your |ob as the GM is ta 
help Facilitate that development. 

Talk tts them and take an -nterisst In helping them with whacever tney 
need. Try TO mate It as easy d£ passible far ihem to have an mtereitmg 
i.i.r/. n i: ^vill easily justify who they arc and che abi?iciGs they possess. If 
:: IP- II' riiiTi wants CO pl.iy a spelkaster. make sure he undcrsia,ids the 
repercu^ons and develijps. s strong back^n&untJ that wjU aflow htm to have 
adopted this class. 

Be very aware o' the facl lhat ytJu set the EKimple during sessions, 
When you take on the role of other charatteri arid creatures, try and be 
m realistic as yc3u can. It (s netommended that you speak for non-flayer 
characters in first person. This makss tJie: character a lot more iipprojchabit 
and real chan Ic would If you narrated it In the tfiird person, lifientify yourself 
r^ith the indlvidujil you sre plrr^lng so that you know hew td react at nl' 
times and can t^ierefcre behave in a beilevable fashion. Change the tone of 
your voice accortJing to youi- -character's mood^ Gesture frantically when 
playing a nerwui character. Even y^ll ant? shriek if one of your creatures 
is suffering. Each af these small detisHs will bhng realism co che setslon and 
help charaitCers feel they really are witnessing the s: tuaCipn. 

And finaily. when your character* en|a^ in cpmbat, strwe fpr the 
spectacular, The wide range of po^slbllibes opened ny combat gives you 
plenty of oppprtunities to interpret the events In a tlfiema.toiraphlc 
fashicn, Give it some triought. liju don't need to limit yourself to game 
Mitlstlcs when describing a 40-J.P Ihjury that a. character has. siJitained. 
when ysu could be ej(plain>n$ how both weapons ccllkled and how^ in a 
skillful maneuver, one of the conijenders dawi pasi hli opponent's guand 
and £cofed a de^p wtiund tp his ritiSn < 



Power imls 



see later, a umpk soldier could tJiks down a powerful character f luck ii 
on hia side, In this wsy; playeri will never Ijo« their fear of seeing BnoChe*" 
character hoiding a weapor^. 

For an approxImAte idea cF what eadi level repre!*nEsH remember that 
qJiaracters from Lewi 4 and 5 ?ire great master? moomparaWe ahiiiilciK while 
Level 8 pr 9 character! are living legends capable of defeating full .irmie* slngjft 
Kindedly. .AnyJhlr^ above those levtb enters into tb/t realm cf the diwiriE;, 



Jk Phmrs 



Above all, remember Uie goal of the Session is to hrms fun. Do not 
_^tjt\^i^'n! the players as your oppanents. but as partners wll^i Che sane 
mission ai yeurs - havltt| a good time, Piayrri| to win Is pervercing the 
role of the Game Master, and considering chat you contrai the outcome oF 
events. It would be no different than cheatlr^g at solitaire. This Is not to it^ 
the char^icteri shpulc have an easy bmc of it. Make It hard for them, bu^ 
allow them to succeed If dicy have earned IL Yoj will see htSw swieet the 
saste of victor)' Is when It is earned with effort and sweat on dieir pan, 

All chts lead? ui to a very hnportanl: second pomt:^ Always try to be fair. 
Do hot grve special tneatment to charncteni on the so*e grounds of personal 
affinity with die player, '^u Ml he r;3isin| well founded complaints If you 
do. As a genee-^ rule, cry to avoid conflicts about rules at ail times. If a 
pnohlem of dnls nature shouki arise, arftven-t your reasons calmly but firmly 
and go on with the session. It is best tci agree beforehand that these Issues 
W..1I be addressed after the session, when tJilnga cool off. 

One irssc problem irhat may turn out to be particularly lmpo<'cant Is 
that of having a player ushg the rules to maximize his character in Prcler 
to t^tt\ in combat or a particular area of the jjamc. Theses tascs arc very 
detnmentsil to those attempting to develop thdr character focusing on 
interpretation - since they are not ^ble TO fallow the player's pace. If this 
should happen, confer wit+i the pl^r individually and try U> make him 
understand how you and the group fisel abaui thl», * 

SPECIAL RULES 

There are a few rules that occur Infrequandy, ar»d ai Che GM you mi^ 
want to consider using them. If you wish. 



One eleme^it not to be overlooked in An :ma Is the players' capaijlUdea. In 
this system, characters oossess superior abll'tles when compared to ordinary 
people. Even a first- level, ne\vy creatad character Is not precisely wh.lt you 
v/ouW call a "he^gfnner." Normal ly, hewcu^ld already have at his dlsppsal a wide 
rwige of resourtsH to ball him out of situations on account of his tatperience 
or powers. In this way, a fl^er m^v hardly be intimidated by a couple of 
tity guards, since thf^ usually wcyuld not represent a sertous menate for him. 
H&vever, make It a point to choo^ outstanding opponents for t?ie characters 
so That they tan be challanged. Keep In miri-d. thoujsih, that iince t-har^riGrs 
■ire ejflceptJonal individuals, excluvvely surrounding them with ftfcraortJlnary 
opponents runs the risk of dampenlrig Interest In, the session. 

This doei not mean, however^ that ytJU can not start your sessions 
With more trivial adventures. If you are looking co play Wtdn common- or 
heglnner4evel characters In a Sralnln^g penod, you need to create Lei/tl 0 
char^iCters. Starting off at this level allo^w players to experience the hard 
knocks and suffehng It takes to fietome truly powerful individuals. And 
rememtierH no character is Immortiil - regardless q( h-i evel. fi<a you shal' 



It Is recommended that GMs grant specla bonuses to players who 
perform some of their Secondary Abilities eKtraoi^dliiarily due to luck. If 
a character should succeed In us^ng one of these Abilities (due to a series 
pf Open Ralls, for examiple) m a dramatically appropriate situation, even 
though he knew chat it would be praCllCally impossible to .ichleve h:s 
objetclve. reward h^m with a ^■5 special bonus on that Abil-ty. The reason for 
this recommendation ts simply to "^wand players who have had a itjiokt of 
good luek at the right moment, In this wiiy. the GM introduces an iddltlonal 
incflntJvid for desperate rDl?s, since an actfliilQnal strUCft of good fuck mHy 
resijit In additional benefits. 

A GM should rev^nd thew bonuses In slcuadons of CKtreme nood tuck 
Qnly. It is not surprising thai a chamcter with a mastery of a given A-bllfl:y tan 
0VB!rcQn« an Almost [impossible Difficulty, since he could easily achieve this 
with a normal roll. However, If a characte*- with only a JO or 40 In a |tven 
Abtllty should succeed. It vrauld be g com-plelely different 5t»ry, much more 
so If this should happen in a dangerous situation that rcqulnid it despcrsteiy, 

Your capacity to ^nt specifll bonuses n not reitrltted lo S^tondary 
Ahllitles rolls. Under some circumstances, you mlffit wn.nt to i^wird ,i jLyci 
Wltnoul him havwig Lised an Ability at all, A character whp impresses everylxJdy 
wltfi a truly extraordinary action may very rightfully receive a Style bcnus. or r, 
chi¥acter ladng a dragpn may wry wel oe granted same Coldness points. 

GmPit points whenever you feel It Is apppoprlace, but do not over du 
it If f particular character alrewly has +1b or -lO points h a given Ability 
thanks to these bonuses, it is advfsabiB chat you stop granting foints In that 
specific area. 

This rule epplles only to Secondary Abllldes^ never to Primary 
AbllitiiiS - such as Attack or Defense. Reward a character's moment of 
brilliance ualn| the r Primary Abilities by granting additional EKpericncc 
points. Ton would create an Imbalance to the detriment gf tTie lesslon's 
harmony If you didn't. 




Charai^ters In Amrrui do not abide by art/ fixed scl af rules to estiiblisJi 
&\c number of langxiciges The^' tpeilk. Thefie IE no itccindar/ ability thiit 
specifically d&«:ldps tfila, cither, On the cuntjw^. we decldtjd to leave 
the number of l^guages Indlvldyali p<^Bii as dktnted tn^ their background 
and Intelligence (at /Qur dlscretlonj. In any case-, and for refenince purpc^es 
only, 4 1^ advisable forchgrTjctcni with an fnteHlgence of 5 af btlcw lo spcai 
their natiwci tonguo oH'Ij'. An iPLclll^htp score between 6 and 7 Vrtjuld 
iRdicate two vd three language*. Creatures and characters rtlth Intelllgefice 
iLorcs higher than 7 can apeak iny number of languages. 

But atHOvp all, remember chat charactei-s speaking or ^rltlO| «^i*nil 
languages must hiive enough rcasofis to \\imfY It. Hijving lived arnohg isievenil 
cultures is □ good fEasQu to speak A coupie of liingua^es, tbr example, but 
It wouldtf't [Uiilfy ffljTiillarlty With the Duk iarist a*phabe-L In rc|;ard to 
that language, it vi^ould not be out of bounds to ask for a certiln level In 
Occultism or Hutorj', bi a requirement for knowing It, 

dumictcr size 

As ch^ir^icters Imcreflse In lfiv«l, bhey may also increase their Strength or 
Cor'StiLution; docs tihis mean they Increaw tfieir SiDe aii •acK The answer is 
yes and m, Afiuilly, □ character's size wIlJ remain stflble pnec he Im reached 
gdylth-Dpd. An adult character calcolaits his siie Losing base Chanscterlstks 
independent of Level bonuses (but including modifiers ^aified thrtiugh the 
ii'ic- of Creation Poinis). This dacs not pn;venE chiimcten from j?alr»ln| a few 
' II 'ds on hccount of mgide mass, bu^ that is up to ynu and the plJi^^n 

Slmiijlh vs. cmiiUdmi 

Lo^lc imposes certain i^?trlction* or*. ih«: humin body In terms of 
liii-tngth and CoTistlEutian. In nejHcy, these charaeterlitles ane vary n-laiedi 
so there shoirldn't be an tttessive differenw between them. It li acSvlsable 
Thnt n ch^i racier shrou id r^ot have a difference af more tSign 5 point* b^stwecn^ 
the two Characteristics. In other words, an indi'.'ldual with Constitution of 4 
sihould not possesfl^ a Strength score of 10. 

TR0UBLESHO0TING 
RECOMMENDATIONS 

Thraughout hundreds of tests, -some -i-sues have arisen on subjects of 
particular compltKlty. This section w>ll attempt to answer some of the most 
common questions, 

Scmi) Ik Supcmilurnl 

One of the mos: complkated aspects of the game Is the Ability of 
Seeing the Supernatural. This ability comprises three different fields: magic, 
psj^ic matrices, and spirits. In every the Ability is alvirays Ehe sainei 
Characters can use theit e^s to perceive things Invisible to the r«t of 
Us. The bij-ifl rule of the Ablllry dictates that the BJin^ded penslcy win not 
apply vtfhen a character who c^n See the Supernatural defends agilrist a 
supcrnaturdl elTect dr spiritljal creatunj. 

Hovv ci>n charactei'5 see magic? WelS simply in the wriy you consider 
appropriate, depending on tJie spell cait. The spehCAster can choose t^ie 
form of the ipclls that affcct the essence of individuals, |U5t ai he can chtjose 
the outlook 0f his visible ipalli. In the event of an Animic spel n character 
wtth the abllrty to s«e magic may perceive an ethc-real claw reaching out to 
his heart, or some runes being drawn in the uir cryrn^ to Iracribo Ehemwive? 
in his body, 

B«ar In mind that the mere fatt that indwidtial tan sea manic does 
not necessarily tmpty diat h« can rece|hi£E It as such- For inst?ince, h* may 
cdme to believe that dnw belongs to a juperhAturai beings not necpssiirlly 
to □ spcIL In this way. even standing right In front of a bewitched person 
or CI magical object, ^e may not know what it is (this Is precisely what the 
iecondciry Ablilty Magic Appraisal 6 fur). Still, this Ability allows n chiiractor 
to delect the strangeness of muglcfll phenomenon. Even If a spell taites the 
shape qF a s-vwirm of insscts, for c)(ample, ihs chniMrte!' wuld dctcti an 
.ibnormial quality a:bout It. 



Tills statement leads us to another questions Are characters-, V 
even ones vfho can see the superniitur^l, a^wiys entitled to perceive ^ 
when they Jire about to be affcc'cd by a spell! As a general rule, the 
answer is yes. Their abdlxy allo^vs them to see a strange entity aipproach-njf. 
However, they may ^^ot reailDf the Imminence of che Spell if chcy happen to 
be diitracted or not ej<pecbng to be targeted. As t*ie GM, yo<j may ask the 
plifyer to pass n Notice Check of moderate Diflfrcijlty (fingm Me<lfunn to Ver^ 
Difficult), |^you believe the clncumslancci ttemand it. 

These same rules appiy to mentil powers those chiracters with th« 
ability to see psychic matrices. 

ilhmm 

Unllka certijin spells - like fHologram Of Create Music - that produce 
Imai^es ai^d neal sounds. iHusiory spells only .iffect the perception of Ehc 
people affected. These spelts are lies, mer^ fabrications thiit onl^ txM 
to the In^ditflduali who fail their MR Check. The spellcMter is upable of ' 
choosing specific tangets within the nsnge of the spell. Those cJisimctBr* 
who pass their MR Check, or who are no: targeted, would simply not yx 
or feci anything - since the Illusion is non-ewlstent to them. 

Rpnember; the mere ability to see magic does not allow a character 
to recogniie illusions. If It did', iill magicians would be immune to them. For 
Instiincc, a dharaeter affected by m l|rus>on pro|ecllng a crtiaturc would not 
be nble to tell that the bem^ un't roal. If he h^j5 failed his ReMtance, his 
senses are being deceived by the -ipell arid, therefore, he ij not afa*e Co *er 
the magic if! the being. 

bu'k ofAhihty 

The -3Q penalty fer not having .nvesteg DP in iin Ability only appllei 
to S-econdiary Abilities, Prlnnnry Abilities - such as Attack, Defense or even 
Armor - do not apply this penalty, even If a character has a Q b^se score. 

Undoubtedly, a character's capncity to countcrattadt Is one cff the 
mutt common problems in combat Rjemember, th,it tharacters using 
counterattack can act on^y against their din^ct offender; they rrsay not 
engage in Actions that affects other opponents, luoh as an area-eflea K' 
Technique, Iri order to accomplish that l;lnd of Action, they must gw: up 
their cminterattatk, and v^ail for their InltlativE. 

The counternctack Is essentially equivaiHsnt to a normal annex, byt 
the character msy use it even \( he doesn't hcMe the hitlativc ycL It |i 
restricted to how many attacks con do 3 c^Eiracter <n a Combat Turn. For 
example. If someone can attack twice in a Combat Turn he is afile to dd 
tvrtj counterattacks, but then he wHl not be allowed to engage in 3;ny otTier 
oflefiiive actton when he has the Initiative; he doesn't have any attack left, 

Boniis Accnmiilnlm 

As a general rule, special bonuses to actions do not add up - with the 
ej(ceptlon of very specific cases. For example, a character obialnin| two 
odjects thsit both offer bonuiei bo a specific ifllon will onlj' tate the higher 
of the tv^ bonuses. 

FiicihUtin^ Combat 

Some methods wll? speed up combat once you have |alncd scjmc 
experience. To begin with, i calculator may b* of great help - es-peclall^ 
for calculating die Final AbilltiK of damage without resorting to the taWci, 
For instahcci a sword injury with a Base Damage of 65 will cause 70**^ so 
we should multiply f6 times 0,7 to get a rijsult of 41i,£, which 'loynded up 
would equal 46 fthese are the lost Lift Faints}. 

You cm also calculate Armor effects without the Comhtit Table, Ai 
you m;^ have ngclced, ejcept for the weakest protections m the loyvest 
diffcrcnceSk evcry AT simply reduces 1D pq.nts of The Attack's rcsutt m 
wiMich the offender has produced damage. For 'nstance. an AT 4 wouW 
decrease the fmaf result favorab4e to the attacker by 40. 




PLAYING IN GAIA 

The itylc qjf e»ich ^eislon K -.1 very Impart Lint elenii?nt to dc?eirnlne, 
'i"i,Hi muit haw* a dear nDrlon of what j«u (flnd the pljiyrra) like order 
■ :• devieiop the ewenti in a satlsfectorjc manntr -far c^rjfane. These are che 
I ' l ilt pme models in the wwld of Cm\ 

sidlkin^] in ihc shsvicws 

Chmtctitn arg involved in ifijrlpjes4n£i .ttrtingc mystify plots ihat wlU, 
Ikfle laj' JIttle. bcEome r^^□^e^ sonbe*. As the twr^ pnogi-cisns. they v^ll 
jjtj^ln to noUcc Ihat nnt e^^'r)«^hlhK ii what ir jecmj, -ind thai dnrte force* 
pui.' ilie str-iiv^,! a1 vtfli.it li goir.f; pri, 

In rr-icse rHitip.iigni, interprotiicion iinri inicr-t-fiflr^aer rtfiUiinsJiips vifill 
takjc on hij^jECT |;iipqryntci vvni/e cambiit recQdei to ihc b-i^kj^rcMnd, Th'i 
type of pi jy privilejjeA diAlDHUE ,in<| ch-iractcr devetepmertt T.'iii is why >h?u 
will newJ re build your NPCa vec;^ carefully, jo tfiat jreu- cgrt provide yaw 
pliyii'^ with tample* person alitlKS to intamtL wtiM, 

In this fMre, a. character's past un really fie a fundarr.cntnJ cicmcnl 
'Sit>niu should exploit to L*ie fullest, h nr\f a\w In the ^roup abb to sec the 
. ..whiitural.- Whai itr^vnge c^enci did ha syitnea ii% i child, that are now 
LontlC'^in-ng hlir ta expcrlBfiii: the terrible clrcumsland**! that will Jnk.iuh? 
Hcsv.' did thn ipcllca-i?!!!!' come to Iparn hss spt.'lkT Wflinr consecfutrice* 
liiil .ivviikj:nlri| af ih<j*i3 pj-^h'c pblMto brlH^? |>IE mswer* to those 
.. - M.'ii i m,iy prpviae mscenaJ for inpr.y stUislo.-is. 

Miike lure ta f^rV tarefu'ly on Ihc ploi .ind the scCtin^s. The rrorr 
complex tiMtl en[iir.j?,lcjJ Lhc the- mcrt the pkj^en will ''eel I'kp 

lanii'tWn^ Is bo/ortd their contncj^ iind tt^rythlpf; ihiy dei hav unknown 
reperc'j'iilanE, Give cut inforrnatlon ;Jt?nly vvften tlicy disiervu It, onEl make 
lurft to a'vvayi siwt? the l>cst fcr last - *Q chat thprR a qI'^h^ a syrprfwj.. 
t^undarncnai elenietiLs Jiror Jnducltii!; parsnoLi In ihc ,=ippncipr1flte momont; 
tranUormlii^ the vv<ivld as d*ic charactefs k/ipw ir. JntD a scftry rtiue by 
in'jT>dLii.ing 5i..picrrsti4n:il n^petu; crciitinp, tni! imprtnslan thint ndihin^. ti 
Lvhai It ►.cep-iB. Maka nareful ove ai rtif^^itlcal nflucncefc; Intnxlucis then nr\f 
1 mcrncnti wUere thi^ 'j|-c rc^llly rsay-iury. so thiit your plityors nns still 
Ifl jiVi' ard fear of tmcaunieTs wi1h lhc ',uptjrrvmJrr.L Ar\ abgw of h'tfdcn 
farces will c.iuic thsni ta t:ie^ume natur-i'lzud iinci la Iflit rhelr fcjr of 
we unknc?*vn. [n t^-t w.th: wJiy» endow spKla) A^-iltlsa Ir "ifrislr Geiics so 
that every pijychlc power, speH or ICi Abllftj' th«j' rccth* will be a real 
accomplish met It to rhsm. 

Siimmlnml Wnrmrs 

ErwlDWtfd Mtfl ifaHltles arnf pown that few people possess, these 
rfianictcrs are a We to face ,iny danger, even of a superniiDtiral oi^l^ln. Thcrt 
li a lot niorc to the world than mcwts the ^^e. *nci thtre are still Kundiiedi 
of nrrireteric!, to mivoll ;inii pLicM to KKplort: b pjith that is unckmbtetfly fu'l 
9f rliki :ind Mighrty apponents. 

This Is theariwritu.rcjgFi'irt: p.ir&^ccilnncc^ where ctioraciajr? understand 
iMt their sMperHir jhillllei will face blj? ch.illcPgGs and constant h.Uiirds In 
an opic manner. This Is undaubtedlj' ihe idea/ gimu type for an entertaJning 
Bv«nirij5. The main dementi here Are frintlc action iind corn^sat. Thus, 
ulepia^ing will not tako up s lot of tImiL 

Mai« iure )t>u do ^'Otfr best v^ih^rv cr^j^tlng opponents, com-i? up with 
chfltiittcf sheets thfit Include origmai' pn^vcrs and lakE full advantagi! of the 
W0e -rtsricty of ikiUs that the syrtern prcvidcs, Psychics, spelkcisterv onct 
fl|btcri with Ki Abilltlw - a-lwaya try to surpnie yiaur playmr^ with bnusuttl 
opponents that challenge; Lhelr tapabijififts. in thli type of play^ you must 
be iftfy awjwt: af your playtini'' rombat power ns a group. Always try Ba 
itialntain a bsLinte cin^Qr-g their capat^ucs In such .1 way thii m piirticu/ar 
cnar.icter will itma out messiyEly rram the group, mortopolizing rhe 
fwT fti every comticit It Is not efhtertalhing for payers to wjtth somaqne 
aanslstGr-tly defeat ewrythlnjj that comei hi* vvajj' while the rest of thfl 
jro<*p anty dieers. 

Do hot rrfraln freiff") granting ^il necessary powers cmcf iiblktes for 
tharatteri to stand up ta-iupornii tunil trcdturfii on equal termi, 



ik Eknml Muidk Po'ini 

We 'r\3<fe \Mft seen tfi* two ilcfei ■af the coin, Howei^er, this siyfe of 
gjuneplisy Is usuiiliy a rnixad mode? becwen the tivo. In such 4 w-iy that 
the itory hiu an elsbonitS' p'ot fuff of lnterpf«tJllDn ,ind 5us.pcnsEp but 
not without a great doie df nctlon ^nd ccMnbai eit the right rrioments. You 
may aiso be driwn tn 3 certain stnrt, but i^^imiL ta rrsakc! sijmt changes In 
the script: Ifbu can conduct a lang cflTnp.iig,n hiwti qp interpretation usjni^' 
political efemflrtts only, 

PLOTS 

Cnia pii^ifidiisj enarm&us play posslblliues for twijh Tiyitc-y jjritkecr 
lesEions and adventure. The fofigrwinji Ghapters wIL' eL^Doraie on setting, 
1; 1: now rE4d on for lome Sasic plothnes for Insp'rtitlon, Natumlly, the*e ; 
.ir-.- cnly elefnental ldEi«, but we hope th-cy -will help you get a sense of hcwv 
to bulfd Ji 5ten<]f lo. 



Unmcr the lie 



Wllhoui d dfoubL, one ofGjiTn'i mor« .nteraiting possible plots Is having 
ch.iracters jjccldcntj|,'ly crois paths vvith some of the s^Ctln^'s secrets and 
try ta uncover the truth. This may le.id charaficns to DCHiduct d^it^ficrnuj; 
inve5tJ^,[it>Dni, raise the Irs of a «cret cult or i\in afoul of one, or ieveraU 
supernatural OeJn^p, cip pcwers in the dirkncM, 

A[ tk Wnm^ place 

Ch4rBCtcr5 wicTiEss a S4ipematural ewnt that they 5h£Hj|dn''t have - they 
are chosen >u (»^ictlms af some secnet society, or a dying man hands them a 
strange artifiKt askirtg them io perform c\ vital usk, far example. These are 
I- ■ '.uG where mere diatnc leadi th?m to fiate a dan^ncsus situac^n and to 
m .iLjc- decisions they hadn't even tonsidtned l>eforo, ft Is Usu^illy Interestrng to 
>ct ihcm see on^y the t/p of the »cebcr|; ^^nd^ have them rciiilzc,, ji they iry t<3 
solve the myicery, that It is only p.irt a] ci n-iuch (nr^r and spookier plan. 

Pvcvcnl nn accUchI 

R>f Tiome reason, ihe ch^nicc^rs bcconT'e Fiware that a tcrflbic event 
IS about to happen, and they must try to stop It by any megns avnilable. A 
supernatural entity may be priGpjrlr*^ to eirtape the world of Wake, or n 
church grtjup mriy be plotunj? die murdcf of n nobleman in order to pin 
control cri'the territory jind extend its influcnH', for E)iample. 



Deadk vursnil 



Chimtters a« victrmj of .-vn i^nknown cf anger. Samcthln^ a after them 
dnd \b trying to tafcjt their I'lves or the life (if scitneone close to them. The 
InqLisltlon or ToJ Riiuko m*y h4v« dlsciavefeb their special skills and may 
be after them, for example, Or a supernaturrii being may be Erying to tahe 
n-yfiflge for J past illght. The task cmild sim^piy be to tfy to stay sllve until 
the chreAt paists, bui it is more Intefcstlng If the chargcters have 10 disccvc- 
the re^T-wn wh^f they ,ire in rjanger. 

Ta make the charactcfs really stiffer, Hfm? some Jnexiorjibi'c daPA*'"^"' ' 
upon them that wllr dcatrc^f them VKithin n specifK trme per'lDd - unless th- 
»irc able to solve It h^orc their time fs up. 



Naphillm gne a neycr-endifig sourxe of possibllibcsi for a pJoL, Th« ' 
dreams tiiey have about their past lives may prompt them to try anti 
discover the meaning of such vIsIoas ■or even to irveitig-ite the K&uie of thtrii 
deatrfi. They miiy have a rccurnng vesIop. of an unknown rity or object, 
tht' search of the abject may become the central theme of the campaign. Or 
mpvybe the chanictQrs were murrferc>d. and their cxEajtloner is still trying to 
flJid f,h*ir £ouii tio finish them off for good. Thl« is an idcil sso^ryllne 60 use 

the "Deadfy Pursuit" ptotibc 



mm 



PLAYING IN GAIA 

The styhe of each seiil&ii iSk □ very imparcant element to denefmlnc!. 
Yiu muit have ^ clwr notion oFwhil (and the plaj^eri) like m o«ler 
te develop the events in r jatisfjctt?ry manner fer everyone, These are th-e 

Ch.iraciErs are Infuolvc-t) m Ini:r|jpje4 end itroi-ij^e nji'ttejy plats th4l will, 
:i* bf llctic, bptamc rnpnc SDmber, As the iTory pi^f^sci, th'Cy wll" 
3i»|irfi to nttite that not evr^'ythJn^ I5 wnnt "t scorns ans that tlirk r&rcca 
flUJ] t-iB stringi of what I* jjolng en, 

In eiiese cnn^tJii||;;ni, i ntcrpnptitlon and Inter -th .irncter nclHEianship* will 
!ake &n bl]i;gtr IrnpBiiqnrc. v^hlle CQn^ibat recedes to lKc bxie.kj3.ftiunri, Ttili 
'v|u- .1' |il!i^' prlvHL'^ d aleiue mti charactef d-svtflctprr'innL Th^s Is wh)* ytiu 
'm\\ iifiM^. TO tiulld fOUf WCs very Carcijl!;^, so that yoti Cirn provitlc j«ur 
piaj^rs wlih complex pei^jon-iililc-j to ifntract with. 

In ihli gcnrE^ a rnqnrtcr'i pflst can «? alfj' l>e q fiindamc-itiil K:^(rnenr 
that ^houlC rsplalt iKe fullcsi, I A flny ant In the up able to sec tne 
siiPerniittraU What strjA^e evcnti did ho *<tne55 iis a child. tKat are new 
condemning hirn to fwperlwicEi che Terrible ftrciimsttncci ih-rt wlH unlcw^h? 
How did ihc iipc-'Icasltfr cCirTiE to Iciim Mli sptrlisJ What lq n5«!t| ucnccs 
did (JhR .iwakHiriins of iIkhc ps)rt.hic ablhUcs ba"lpj;;? Tne aixswr^ to these 
qucatiDhs ma^ pmvids miitisrii'il foi' md?iy seisiDhi, 

M.i--fj lurc la \*«-rk careful Ijf on the plot and The setting!!. The marc 
tnmpJe* i^nd tnt.ihf^led dne stnrj't the miDre The players wlH fct-l 'Iku 
sopc thing « beyend their control and evtirjithin^ thpy has i.in<rpwri 
rcpcrcuisiDni, Give qul nianrifltion on\y when {.hi!/ eic^nft^ =1, and ninke 
■ in- ii ,ilw£i^ ii^vt the bEisT for ls*t, - so thAt thijre flKvnjffi £1 surprise, 
i 1 I . iM jl elcmtsnii isrc: Inducing pjirqnaia in the ^ipproprlatc rncm-enu; 
ir.-(.'-i. .iiii:n)i the world tkb Uie cKartrieri know it (ptP ri sciry aUicc hf 
InbtjdLcIng lupcrniiturgl flipecta; creatlni thi- Tnpnssion tJin^ ncithirig \h 
whK It icf tni, Make ci^reful me of mystical lr.flu«ncc^i intnadutc them oniy 
ir momsnLs when-: Lhcy .ire rc^ll^f r<iBcDssaryi. ttint ycivf \>\ayv.tc ait* it|d 
liT vm find tear of enccmncfrt will' iht supemiituiiit An c\'jum of bidden 
forEcs will tiusd thern To becun'e r^nt-jr-iil Asd and ;□ laso the r icatr pif 
the ijnknwrs. In \ht same waj', endow spedaJ Ahi|ltl» In "ir^isl' odbci id 
that ev^ry psychic pcw«r, vpcll or K' Ability they rrcpiw wl^l bp a nfriil 
iietfiimp*lshrriiant ta them. 



Siipcmiiiiml Wiwmvs 

Endowed sMlth abilities and powers chqt few people posisessn these 
i^urflcters an? a'olc to face nr-y danger-, even of pi supe-rnaturnl origin. There 
li a lot marB To 5he: world than meet?, tht eya^ and thcrr are stlH hundreds 
of rr.jfliterici id -unveil and pbccs to explore In n path that is undaubtedly full 
cff rlski a:nd tr<\^h\f opponents. 

Thijs lithe adwnTurc scflre partjctclletKc, when; chflfact-erftindtrstiJtid 
l>^t Uieir sujpErlor qbllitiBS will tld? blj^ challcnjiei Jind tonstin- hiizandi in 
an epK" *nanncn This Is undoubtedly th-e Idcfl* pine Type for an cntertiiining 
Evpnln^. ThP main elemerits here sre frantic sioien and cambat. Thui, 
mlepfny Ing Aiii ndt tzkQ up a tot of time. 

Mftke lure you do your tiest vwi^eri creating oppo'ienEi, don-ie up with 
{i^flracter sheets th.it Include original pov/ers :nd ta-ke full Rdvsntage of tfie 
■/arietj' of ssciUsi thut ^he sjiitenfi pitwldcs, Psychics, sp^lknstem and 
fighters with K: AtHiitle* - jlykfnys try to 5Lirpr.se your ptayers with unusual 
opponents that thiiilBngc Their cap,=itirlltl(fs. h this t/pe of piay. you must 
tK «ry nmrk &( your piiiycr^' comb^ii pov^^r ^ (l froup. Always Try ta 
mibT^min a bftliince jmon^ Their capacities Ir such a iv^ that no particular 
ciar^iiitDr will stand out eKcessiveiy fi'on* lhc j^roua, nionapa^i/:ing the 
fun In c«ry qomb^t. It is r»o5 eritertainlng for payer?* to watch someone 
iDiWfJently defegi everything thai twnei h« voy while the resi of th« 
jp^p only tivews, 

D<? not rrfriUni fromi granting all iiiicesiary po^r* ana abihties for 
marflcitfri to stared up to supernatiiral creaturw on equd' tertns. 



ik Ekrnnl Muhik Potni 

We htm |ust ieeri the K>m sidei of the coin, Hewvever, ih's i'.ylc of 
l^amepliiy Lisualiy a mlHed iT^ocfci betsvttin the two. In such 3 way :hat 
the story has an e-iubpnite ptot fuU of lnte*'prctiitlciri and suspcr^<p., but 
not without a ^rcal doie of artlon snd combat at the rljihl moments. You 
may also bn dr3.wn to a certilfn |enre, but lArtnt to m-lke samr ehrlni^Bi In 
rhe script: "^if can conduct a lonsg campajgn baieu on Interpnrtqtlon ujinjpi 
political eieme*iti only. 

.-• PLOTS 

Call prwid«s enarmoui. play positltililltles ^:ir both mystery packed 
Wiisio-ns and ad^nture. The follijwins. chaptcrt vHll tiaboratp on setting!., 
but now read on for some basic plotii^nes tor inspiration. Naturally, thcsp 
ire only eiementoi ideii, out wc hope they will help you jsjec a tense of haw 
Id btilid ^ Kinnno. 
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Without 4 doubt, one of GaTa'i msrt intcrcsdng passible ptots If havln-j. 
(Im 1. 1 uteri aecldejiiaiiy cross paths with some af tht setting's, secrets anr 
:ry In uncover the [/"Uth, This may lead chi^rgcters to canduct dartgerou! 
nvGstigatiDns. ral^e the Ire of a sficrei cuft. or run afou) of one. severa'. 
supematurjii beings or povvcr^ in tbi! darkness. 

At the Wnvy Plm 

Character* witness a supernatural event Thnt d^cfy shouldn't ha,ve - iho- 
□re chosen m victims of iotnc secret society, or n dying man hands Oicrri .1 
strange i'-tjfact ajiking Them to perform a vital task, for example. These an 
CHMS whefe mere chance lead?, them to fate i dan^raus situation and ' 
make declslians th«^ hadn't cveni considered before, k Is usttally intBresiing [■ ■ 
lui then see only the tip of the Iccberig and have cheim rejiizs, QS ihny try tt . 
solirfB the mystery, ttint It l» only part of a much larger and spookier plan. 



Pvcvmi iVi AccUhit 



l^r Some reason, the characters t3e<onne jware L<iat a l:crr|bic evcni 
is about to happen, jnd they must try to stop It by any meani .iva-'labic. A 
supernatural entity m-iy be 0nepa<"irt| to fticape the world o!' W^ke, or . 
church jfjroup may he plotting the murder of a nobleman in order bs galr 
control of the tjerritofy and extend Its influence, for enampie. 

Diiiiy Tumiit 

Characters are viccrms of an umkn-Qwvn ^Tvnger. Something 1 after tbcm 
and Is Crying to take their lives or the Fife of someone ^Icne to them. The 
inqu'-sition or Tol l^auka may hiwe discoverrd tbcir special skills and m^tf 
be after th«m^^ for cKample, Or a supern^iiunt bclnf^ may be trying to taJte 
revenge for a past i\\^hi. The task could simply be to try eb stay alive until 
the threat passw, but It is more interesting If tf^e charBcten have to diiecwr 
Lhe reaion why tjiey ajie In tJanger. 

To m.ike the characters really suffe-r. have some ineMrabic danger fall 
upon them that will destrciy thefn within a speafic time period - unies* they 
■irfi able to sohrts it before their time l& up. 

t^ephilim are a nefver-endlng source of possibilitici fbr q plot^ The 
dneam* they ha« about the^r past lives m,3y prompt them to try and 
discover the meaning of such ^'Isions or even to l5T*,i5.stig3te the cause of their 
death. They may have a recurring vision of an ynknov/n city or obrecf. .ind 
the learch of the object may become the central theme of the camp^f^jn. Oi 
r>-iayb* Ll^e tharacbcTs were murderad, and their executioner 11 still tryjng tc 
find tiieir so-uli to flnlsfi them □^f fbr good. This is an ideal storyline to use 
witb the "Deadty Pursuit" p6oE^^r^e. 
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THE DAMNATION 
QF OBLIVION 

And miin for^oL 

No nne Is i^bk to jay why <t Happenftd - or tiow. Rtrhips mme sdH 
of rramral phcninnenan erased QUf rTremones, Ber+iaps we brokfl a rule of 
some unknown Pbwcr, and wc were punishco far thaL perh.ips. ^Irnply put, 
we did It to ouf selves. 

Lifee small children, reduced to somiBthln| IIWc nnont than animals, 
wc ruamcd thrpughout centuries while our pirrogant civilization tumbled 
down around us, Evrr^thing turned xn nulns. The rulni netf to dust. Aid 
the dusr was taken by the wrtnd. The wen-Id hact a 
different name Chen, 

But no pne remains to remember ft, 

THEIR ARRIVAL 

At sonic point, ^fiiiin caught their attcntian. 
Wiiy? We will nwer know, Perh^ips somiething, In 
our nature □cu^tEd them cd uS< k Is Also possltiifli 
that we woke l:hem witfi ayr silent cries, Ihcy 
did not belong to this ^Jvorid. Thejf GaT.e from fer 
"vv,-.y, snd tJ-iGtr .irrivnl ^piit the sky and fragmented 
I .1 LMrlh. For □ time, the unknown* observ^ed US 
i o-jc\y, studying wha we were and what we i^«id 
hfeccjmfl. They were intrajgued - ■festinated ir^ their 
[?ivn waj^ pibou Qur condition. Those besn^ could 
not decide between intervening or, on the other 
hand, remaining; hidden and letting «wlutlon 
CQn^lHiUe unii'itered, 

But in the end, they chcose scwnething 
unejcpectfid. They created their awn work 
Inspired by us. 

Thus the Duk' wrist were born. The^ were 
□ perfected: ve<"sian of man - dua'ly sh^ed rnom 
ttie darkness of our i^noriinc years and the fire 
ChiJt thfly hoped would light their wa^. In them, 
the princrpfli huminn tellings were liweased. 
They wonr gifted with gri^at ppwiers, tut at the 
Srin^B time, iliey carried a tremenaoui weakness, 
hHoweverthe [greatest di|fferen>£e thatdiitinguished 
thc'm from w w^s rooted deep within cheir very etsence. TNHr soul^ even 
though made in the Image and Iflfien'ess cjf ours, were mofc closel)^ bouind 
to the spiritual Wdrld than that of ours. Thus, they possesse*! ^upermvtural 
powers. That, with time, we wouid once again tall magk. 

And thus, fnsm one day to the n«s!.t, they walkKd beside us. And ever 
since that surtrtsuj wfc wouJd never he aftme again. 



Howe^ier, some of the crcatan 
Were not satisfied With their work. The 
unknowns thought thai they had enl^ 
mitfid chemwilves by carrying out a iimplu 
"adaptation of <i "something" Chat alrejdy 
CKlited. Therefore, they prDceedea tc fiWB 
life once again. This time, thef/ dug deepe-" 
Into the ^orgoTte-n memcifies of man^ Lher 
endless fountain o^ Inspiration, snc from ihe 
imaginadon the humankind would spruut n 
new kind of crfraiure. 
This new race would be an mcamatian of 
fantasy, tigrn from our gob^ns and fsikles. To differenuate them 
ovePi more from the Duk'iaristK they based their souls on the supernatjnl 
p^jwecs of the fight. Even nw, we call them a r.ame from our t3ilry 
Laici - olvBs. Havi'EVGr thqy have their own name: Sylvaln. 

But this second work was not warmly rraieived by those who c-onsldered 
ti^e Duk'KirIsc nnd humans ns the focal point of their atecntior.. A silent 
repKmind surrounded the void In whit^i t*ie crtAtors lived, a slltnte that 
even the mortals could hear. 

The situation worsened. While some iimiied themselves to abserving. 
others g.TVE free .neign to the^r creativity. Not counting on the othersi thty 
a|alh canceivEfd new creations, and nn amalgam of creatures appeanMl lh | 
that world with no name. They cvrn giwc life to dne elements themsetvii ' 
and to beings whose nature is complciely uneKpiainabio - like great beasti*^ 
gods and demo^is, 

tn very llitle tim^K disagreement 
amonj^ the creators reached 
unimaginable levels - and CreaJion ttjelf j 
would be witness to Ies 'OonsequencAS,^ 




Th W^r in ik skk 



The fight did not last ntr* ; 
days or nine nights. Nor ttitt It Inst 
hours. Perhaps averythirvg ended lit j 
minutes - or maybe even less. In thf] 
end, hawfJveTi Clel and Galra staod 
among the desatatlon. Wtre they llvinj 
weapon! built by the creators to assuf* 
mutual destruction! Were they beingi 
capable of devouring gods w^rh .i ^ImplB 
ihcmghc? Could they en^e thoie whs 
had b<x>ught them inba eJdstence? Orj 
vwould they be the Incarnation of ditj 
conscious will of each sioeJ Primonttill 
concepts prior to treabon. 

Whatever the answer, ndrfwr] 
one found a reason to continue difj 
confrtjntation. AnC they were notalonflr 
Seven beings, survivon of the battltf 
were n?ilsed by each side. Alonpid* 
C'iei, who the elves of today call thfli 
Lady of the Lights stood die Beryl. The 
Shajad, the Lords of H^irkness, stooff ; 
with <ja.'r?i. 

No one knowTt why mortals did net \ 
suflfer the consequenoei of thii conflicL Nor is it known what mnde CM 
DPd GalrB decide to st^ with ui, Perhaps, within themiehrta, they feittii*tj 
they had to protect ui and stB/ nwE to ill tJiose children who wene startlni] 
to Lafee their first iceps. 

As tJme drew on, the land had i neiw mmt. it would be called Qm, 
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THE BIRTH 0F GAIA 

There h nol !ot W be V) 4 -iboul wh.T. hiappened In Lhc >*oars ftwlowlng 
ihr cenfltt e^scept that it wni a pGnod of iplencksr and progresi. Every ftioe 
be^itn to ilourdh and advnnccd qulcklj^ In 5ti-Jtm\ fields, pneHlng forwartl In 
Lhc arts, phllBMsph^, jnd ei/an In new rarrni at science, C\6es vwjra establjshod. 
iind thu first ^In^omj were fcrrtied - same ai whlcti ■even gnsw lo become 
f-'^nirf'i. In the beginning, the lewlj' arrtved hiid 'ittOe lnce^^nctlon benvRen 
'.liL'ni'-'. K-iE3, jjlvcn chat each race livai Tsund a^^er dlEC^nt plai;Es aiang mc globe 
Onl> Lhc humans, spread out iill ovBr Lhc place, faund thcmsitlvci InLcnSCtlng 

various n«:H at onCE, Back then, msn stih lived in ft curtLM",il snw thsic wiS * 
-rcttjf ortniidVE. Hcwcver, dianks to the Influence of otfier cIvlllMtioqs, 
n:j,;cin tfl Ttfld iwr piKft, llttls by ftttte, m the new anScr uf thing?. 

It was on era where the supEmatgral cnuld he found a^ryf/hetc. The 
warlKki wielded mystlMl foras widi eajie, and tht line thai separiaifid the 
Wike froni ihe mstsrlal Mwcwld was so thin thai all types o( crMtures could 
manliest diemsclw* physically. TheSholadAnd Beryl (»nc]niiedt0WQrkduHiTg 
this period of development, mnklng smdil 
lnterv«ntioni and hiinding out knowledge 
to ?oms, TKp}' tauj^t the he^innlhRS af 
magic iind dbierved with joy how their 
teactilnjs^ were (juIcIe^/ assimliatEd. The/ 
never demimdEd anything in return. 
Neither of LJ%en-i had devire to become 
fOdi or to rucelve udorBtkjn - although 
muTY 0^ their incamatHsrn Irraplficd tulli 
-o s variety of deltlej and demory. As 
-jme passed, each fnctlon be%nr\ to ftwl an 
attr.TCClon far tiertaln nice? and cultyrrs, 
■•.pen<i-M;r' th(3« thiit were cvalvlrig in a way 
• i!-. was mon] akin to Lhwk liieals. 

Like Lhe first l>orn, the civl|i.7;ii ; n 
th,it proiressed more qulckty wero i n 
Sy"'vn.ln <md the Duk'zarlsl. T^ie S/lviiin 
RmvlLatcd ta die ptillDsOphy ofC'lel, fJ\K? 
rainLalned the Idea ih-it al( living thlrvgs 
lijve 4 right to II w In an cstailishfcd ordc-f 
□f complct* et^udliy, and chey moved 
forvwird In aceorSance with thit i-dea. On 
the wncrary, the Duk'jsriEt developed n 
culture diat was marts similar kj Galran 
whose idcaiDi^/ affirmed that the strong 
should rule oy/er the n^e-ti. sg « to 
jfirald chaos and deitructlan^ Thus, the 
3jR'7gn5t C'/olvHrf militarily, lnwntln| 
■veapons af great forte anfi focusing on 
i^e uic of mjgic for vt^ar^are, 

Un4^^^lt^■■lbly. the different Ideologici 
tiniween diese two main culcurci were tiearly 1*1 cor\f]lct, flfld the rditi'Oni 
betweer both rat** became (nons ien.se. Finally, th-e Duk'j^irlit came to 
Lhe conclusion ih.it if things continued to ovdive this v^ay. all af Gala would 
find Itself plunged Intc anarchy. Therefore, dney decided that the dme hat* 
come La Impose □ new order. Lead by Ghestak Noah Orbatot, ttieir Hrst 
emperor. They begiin. what would be knq^^ gs the W^r af Qarkness. 

f^rhapa something aeep wMhIr ihem, their hijman source, drove then 
'.Q fight. 

ik Wiir of Dtvhicss 

The v^r mus terrible, and both earth and sky wenc slulned with blood, 
C 'lel and the Beryl lookjtd on In horror but decided not to InCervene openly, 
;u as to prevent Galrw tron^ doing the same. At first, flit* Duk'iarist focused 
ill of dnelr efforts against irfie elves, who svere utiable to fsrce their belllfffse 
r igfiL Thry domlnaied demons, elementafi and dragoni, nnct buHt ftylr.g 
IbrLrcKes that laid waste to entire cities. In »plte of their smaller number, a 
Dut'znrst worrier coijld finish off more shan ten Sylvaln. 

!k>on, the Duk'zarlst began to waje war on varloua fronts .igainst 
i; Lhor facei, believing? that there was no other fbrqe on the face of Gava that 
■ ■ iuld stop diem. They did not count an die support of all die Sha|ad. some 
1 I whom had lotiked on with iatlifeictlon at the grovrth of the culturei that 




were In danger. In f^ict,, th<fy ^ugge&tcd ta Galrii that tie should Intervene,. 
The Dark Lord, hov^e^er, preferred to ilc back and sn-ille, probabty 
foficseelnji what was to come. 

k was only near the end thnt nil the people of Gala truly understaad what 
their destiny might be^ ^ that mamcni, bcfwccn chaoi and Wood, an IrdlvldUiil 
aroSB v^ho sccomplb+ied what would iiewsr happen again - the jnign af all die 
races ajpinirt a con"imon Even n<3w, we do rvot know who he was - not 
even his name, NritumJIy. esach culture wbo remcmbenr the Viftir tielksvHS that 
dils person \vss from ifielr race. Noiwdy, however, hwf any |wof. 

Be that as It may, the >ait desperate itlhance achieved tfic unth inkab-lB - it 
lioppfed the Bonquenar^' ad^njnce and made them retreat step by step, 
This was an In cancel viable thajRht for t^le Duk'li^rlut. Thty obwrvcd with 
gnDwInj? fruatratlon And dismay as. enemies who previously fell before them 
itarted to hold their own. Even v^orsc, these upstirt mcci iLarttd to use 
the Duk'zarlst ^veakness to metal against them. Tfirou|i^h ih-S war. In f^Ct, 
the %^lvain had already become a formidable ,idveii^aryi cflpflble of matching 
them almoit on equal terms. 

In the erid, the Duk'zanfl (letreiiijed lo their own bordcn aware thai 
they now fought for dieir Very survfVal. Mart: 
then ask, they demanded that ihe Shajadi 
Intervere m their liivor, accusing the Dark 
Orws of turning their tracks on them when 
Lhinjjs turned aguinsL I hem. In thatnnorn«nt of 
absolute desperation, before the final hfictle. 
Ghesoft himself challenged Gairi!, 'urging the 
Shajad to fialioVi' him If he defeat dndr Lofid. 

No one doubted the outccHne of thi-, 
confrontoHan - no! ever Chestult him:seH. 
What elic could hjivc happenedf 
I'^.flBr cfiM jflnil defeat, they retreated 
Into the confine* of their land. Reduced 
in niimbere, the Duk'zarlst never fully 
recovered the camplEle iUpeniarlty they 
enjoyed during dils period. 

Gai'd was in rums, ready to begin tfi- 
long proces.4 of reconstruction. 




The chim fm aw 



The War affected everyone - eS|)eclally 
the El™i Empire imJ the D^ik'jiiirlit. The | 
renationshlp between Lhe different races | 
were straineds but even so, tticy made Afi 
aCLcmpt TO pi-css tarwifld. f^arrj* opened \ 
their bortJeri iind &ejf.m to cooperate 
• I nongst diemse-ives. eipecially those who ■ 
■I. id formed pqrL of the alliance. However, 
the same level of trust that JiCd to exlfit 
between the races would never be present 
for fear thai history would repeat itself. 

It was. without doubt n strange era - one ^n whtch, a fisw Indivkluals 
neathed exorbitant levels of power, almost becommg fjodi. Some of them | 
were to alter Lhc course Cat die. tides simply by their preserve, split 
mountains in two, and ellmlniUe entire armies with horrifying efficiency. Little 
lay ItttJe, both die Shajad and the Beryl began to intervene tess In the vwictrld, 
B^vare diat their partJclpadon In ancient Umes CE^uld hiwe caused the w*r. 

It was diyrh^ Uils time that humans, who w^ne less affected by the war, 
wcru^i become a true tonce. Spread diroughout die wtirid, we raised up 
numerous kingdoms and empires, finding stnength In our numbers. Frtsm 
night to day, riev/ culturts and civlllMtlons appeared, some of which last even 
now. whlke others would soon fmd themselves olynged Into rH^thlngness. 
Humarw even ^ttflined che afiHlcy to master supernatural secrets. Those 
who did showed off their powers by hendlnig L*ie weak under tfiftr will. 

Isn't ironic that. In our moment of neatest triumph, wc worB our own 
worst enemy? Wry quickly, the human klngoomi got involved -n numerous 
Internal conflicts, trying to conquer neighboring human lands. In these 
chaotic Times, various men tried to unify elt che lands, but their < ampdij;rm 
only brought failure and death. Even r-tjw some of the-r empires are still 
retnemDered ~ like Sotomoni But chose are scorles far t different dme. 



THE SHADOW OF THE CROSS 

Arc wc perhaps prisoners of an lrQn< desbn/ il -i ■ ■ i .:. id repeat 
fvjr piiitf Or i^ It 5imp|J^ that wc Wglffi fnprn a drrMi i Im i iinalher agcf 
Flec.tvjse lhf:n, between ihe ashti cif our cwm \Mirs. ther^e Jirrl^^d a Messiah 
ciallod Christ, He vi^n n simpfe man who had 
riDihlng but wanted E^jrythiHg* He was ;i bright 
Hi^u.'i^, a Jli^hc LtiaL diL/2!j«l Ijcgfran and k/ngs. 
svhD&p surraundlni^? fiii^d tho^e who v/ert iQst and 
needed iDrluthlrtg tn bcilf^e in. It vwii inicf that he 
l-jtPUjihi the word of iin unl^nqwri Gad - a God 
av*ir aii thirtgi who gays us tilc poiwr ch/tr itfe and 
dDath. Ani^ his wortt hKamc \m. 

i lis dotlrine said thnt n,ii us vvi;r^ oqufll uncfer 
Gi>ti. that 'JVC had n piiStE jn his harne, |4e t^iught 
ui copnpa55?oi^ JiMj forpverifiui, bu'^ laiso m fcqr the 
iortl ancf his. ver^gKircer i^ngc and the supenvittiriLi 
did f^at hiwc q pliice in his precepts - nor did Chose 
Mvhti uLiiiftrd sudn things, With him Hjjpean^d twelve 
■ipostiw. bearers of his trctid, IjjK wliom ii reathca 
.limosc swry rarTKsr oi the world, And Isfc V^Hce Mtf 
iisvord, he wiis about to accnrriplidi that whicti hafl 
iwer been done Iseferc - uniting us under tsne flag. 

But every paradiie h^^s I ts serpcni.. 

At ttic gates of Safomon, the lias: stron jjlio id 
at ,in flirtridj' WJlLln^ empine, Christ wras bEtr^yed 
\yy gne Of his apoMles, n mari who responded to 
the rvame of Jscariot, As piijirnent, they g^ve him 
Lhirty piKd a( bi^ck metal, which ii isild to have 
I ::'iii.'iined the knowfit!d|;is m change Gma.. 

hewane ai^t^e who holds- one of the thirty, 
:i5 our sins rest upon them. 

Chriit vf3s cnjcifice thgt same nlRht, Oyer 
che coLrric af '.hirieen hours his laid there on tli^i 
cross tormcnred along the wiills of Soiomor^. When 
ho expired, the skies did not cjpen rvor did ihe jj™jnd trnmbic. The wtErs 
did not turn into bioodL neither did the J^^Tname^^^ darksn. 

He Wm-pij^ died. 

Tlif Eimn Hely Kin^ihim 

Mis death was pnly the oejrinning. The tipoitiei flnl^ncd that impossibip 
dream for him< tearing down the wJitii of Solomon, thus dcatro^ring the 
i.ist refTinants of the Chacss Ent. A new stage of history wns be^nnlng, ar»d 
every ninn, woman isnd chifd were able to jicrvse it. 

The apostles built a city along tht tomb of the Messiah, the holjf 
Arthan|el. in due time^ n woUW become the tapitai of the wtirtd. This 
iL\\y wji Che foundation d( what would become the Sacred ho\y EmpInD 
of Atwl. Th« Bipostle*, renliKlni Lhai ii was impossib-e for them to mainitiiin 
unit J' in this newly formed Empire, divided This land inio eleven dominions, 
proclaiming themselves prime iplrltuaJ leiidsrs fina, iaier, hti\f kings. 

All of tKa happened apprrt<imatcly three y^sn. after ihe denth oi Qwlst. 

StrictV enfb-rong she new doctrimsi, the apostles prahihitKl che 
use of mggie gntf the mystic sciences. Thus, *n/in sicwry but IncMCirahly 
licpamiHid thB iupcrnaLural from his life- The Empire cIomO >t5 bortfen* to 
mc ocher raceSp wi^th whom the^" stcipped having even the slightest fo^-m 
of rcjationsihlp. They, lost In their mm Ehiauf^hli, did ho: give this act the 
fundamental ImportnrtDc that It would have in The end. 

Had the rttHj^^on veered fram in original course, or was this tilways the 
intentl<xi of the MeisUh? Be that as <l the faith bcgnn to viw the other 
races as mansten. demonlr creatures 'ihai used dark and impious urts. The 
wiZardi and mystics were hunted a bmnch of lnqU".Mtori whCrte occupation 
was ta find and cxjetute diem, Trie eleven apcstles, iixjugh ej«.eptkjnaJly 
ionji ^ivetJ, flnaJlj^ bcf^an lo die one after the other, leaving d^e crown to their 
progETiy. In no time, ctlsputes itdrted. The holy kingdoms began to separst* 
themiclvea, joining togodier In various- allliTncLei dial would mairlLiin tense 
I el-itioni with eMh ether far more then two hundred year?. 

tiut i.^r nway m the core 5*111, formed In the shadows, tlrere stood a 
I -■- I' I I ' I ijidom of men. Rah. the Iwt descendent of Utariot, decided dn^t 
I ■■ II ... h id cone to aCL 




The War of Cdi 

5ep«ntfid frt}fn the othen, R^h had noised up a powcWul niitlon, 
which he named Juda*. UndeJ" hn tommand, he united all those wHfl 
had rejected the Chrisiiqn dogmas or who had l>een iOersecuted tjy th* 
Church. B^rbiric1rlSl pagans, and w:iards were converted Into their .inniei, 
But ftah wi» not CDnte»it. He mdde alliances with supernatural r,ices and 

creatures, in his maiiil-nBticins, he even 
cqncacted the DvikVftrlH, Lo whom he 
promlMitt to jfvc that vvhfch tbi?/ rrvest 
longed for - an end to dneir wuakncsE to 
rnotflf In secret, he attracted the your-j 
CJuk'iarist empress, Ark Nosh, to the 
liland of Tel Raukca, where he held her 
to *orce h-er people to support him. 

Rnh's abjective was nor simp> • 
donqtten He set his goals much higher Hii 
^.dal Was to dtstroy "God" so d^at mnn 
could tbrn into |Ddi R>r him, religion wis 
nothlni more thon chains that impeded ui 
from reaching our o-ue potentiiil, a rh 
that blinded ou;r varion of tha world- 1' 
die \/atlcan wm not hiioni)? adversary. 
Rilso intended to destroy the rson-huiM. 
relijjions. tonsumirig ail die beiiels ir 
I'jyre of his drefljTii, until the only thing irl; 
i-i-" them ms ash, BmWy, when fve believed 
himself mad)^. he declared war on 
world. That wns the y?yir 223. a datje li... 
none would never fbrgeL 

He oommiindflS im urmy the Ii ke* h id 
ncyer been seen, riot fiven in the etr ■ ■! 
darkness. Primordial horrors und Gr: i 
Beasti walked alongside men, Duk'r.n ■ 
and giant!,, destriD^ing cveryth^n;^ lin- 
found m their way, Thp holy kingdom*. .Jul 
not know hsjv^ to n^act JIT first. Distanced because of minor disputes. Hn ;. 
were unable to respond coheslveljf ngalniE the comlnj{ forces; one tI: 
another they fed, totally devastated. Rah's irmy immolated their encl,:v: 
in chiningiy r.ipid succ(?Mion. Serrano fell ^n oriiy a day. aedoire did m'.. i.i ■ 
much longer than thiiE - evien with thei r grejiL techn-cal aavantcb. The blood 
of miiijoni cried nuL to the heavens, but jhe blue sky remalntd ilient. 

Seefng their ancient enemiei risei again, the EImwi nations and tii. = 
aJlles off^treci ttieir herp, but m^inkind rejected chem without givng them 
a single thought Even so, the Sylv^ln were we!l aware that they could not 
sit idly by, and so they decided to initiatE tihetr war independenliy. But 
could do ktie Jj?ainst the combined power of ftah's force*. 

And then, agninst fll? oddii, Zhume Giovanni, the young uncrownfjd ii. i- 
to one of dnc holy kingdomii, changed the tide of the war and bmifghi .. 
hope. A naLurul barn 'earinrf he wj« aWe g^if^c^ tojidth-er the remain ng 
armies and accepted the atiiancc praposed by die elves and other race'ii. But 
even unltfss, the pov-^r of Juiliis. ■^-/aa difficult to overcome. 

Seeing his trogps in tmubie. ftjh nb.indoned the inlands so that he could 
Dut himself in front of hi* armies, accompanied by his eJgfit moat povMcrfui 
agents, the CDncliwe. w+io were h'ke livtng gods. Nothing seemed ablr- rn 
stop them. Hici\^i'evE5r, some^ing happened i/nbfcknowTist to Rah. Wi 
he WK away, a sinj^ie Duk'^arist, named ljirv.3ie, entered die underbe^K 1 1 
Tol Rjuko and rescued Noah Irom, her imprisonmenL In the depths of " 
«|^ndb Larv?« ftJund something else ai well. In that place, Rah was building 
a stranj^e machine that combined ft lost technoioj^y with ma^;-c> an artifact 
that channeled the souls of all the v+ciims of the war. The ilberadan of Noah 
turned evefyllilri^ that had rinppened anound, The Duk'sanit, on d^e Brink 
of obwining 4 total victory qver theif eternal eni3T!ii=s, nitreatEd from ■ 
Conflict, destsfloying the arml« of ludas dial they encountefed. 

Zhorne saw the oppa rtunity that he had been waiting for, and eontirup > 1 
his- cjffynslve with renewed energy untH he made Judas" forces submiL ih 
h^d to retrPrit, nffturning to his tasUc to v^ait for a new opporturit^ w. 
regroi^p - an opportunity that would nevef arrive. With bbod, pain ..n.l 
tearif the youn^i Giovajini drave his armJes dirough the desolated ktngc.i - 
iintii he reachcti the beach. There, gadiering all tne forces dnsit remwie. 1 1 
his d isposal, he rode the waves tovvards the cafiitiil of Judas. 



Zhicirr7e Gljsvgnix 



Anck Ihat instanft ui^ng the end frorn abop Nli ustle In Tol Rauko^ 
R^h's traj^kE cackte could be fwird kItoIf^^ smnss the island - an echo 
nrdolent with sadness mvi bltternessv It was painfully abvidLrt that Rah'i 
drejm 'niic reached Iti cndj and » he Lftrnniittedl the ^rcaLCSt atracltj'. 
If He could not savt the Vflcwid, dien he would destroy It, 
Wlih Zhornfl at cht Rates of rils farrrps?, R.ih ?tnrlcd up ^hc. mnchine. 
Evon now, v*s irn u^isble to cgmpriihefnd the true r-cpertussidns of whar ht 
did. but wkhaut m daubt. he LfcDtccf nn un pitted ented disturlinnce in^ the 
physical and splntusi world. Both C'lel and Calm, who had up to this paint 
beon n^crel}' observing the warlnpm g distance, rcniftcd the severity of Rah' i 
actions and cpcidcd to stop the holocaust Qcbfe his device destroyed laii of 
cmatldih. Their ihiervtntJon prevented ihe <Tinchln« from fyl'y unleaihing Its- 
offecl, HoM'cver, the damage it wreRkad w^i islneady iCverc. This ■^DUlcl hti 
the \ci^l time; :hat C'lci ijnd Gaira intervened openly on GaTa. 

The Lord of Judas totally disappeared from t^ie f4,te- of the circh, 
Physically in can lact wl Ih h IS constructlDn dur na ?:he mo ment of Its arrlwation, 
his aedy. and perhaps tits sovil. couldn't wlths^nnd &[c trnmendaus power 
Tfia': was un-leaslied. Three yc^rs after its gcr-csli, ctic war ended - but could 
anyone truly chirn victory? 

More than one+iuhdrtd inllllon diod durln;^ tfi* tonfllct. and every 
cviTBEiiTitfn hun^ an tha ver^ of extinrtlon. Fiacinl hiltred had reached 
OutragKiiA leprtib; the wrt\ survrvori killed an^^e of another spcdcs on stj^. 
In addltkin, supemnitunil bein^ were aJiTtring far (on'* umlcnown rMSon, It 
waa as r thi^ lacked a vll^l tJlenien^. like air, And then, from the sh^ido^vx of 
hiitCTy, those ViHho pulled the strings behind the vrarid roallied th.al the people 
ufGHii would nevmr be aUc tC! coexlit again. 

THE SEPARATION 

What happened next Is difficult Lo teil, Ac tht; 
momci-iLofabsoiutethiaos, thrc« hidden spcieties, 
diose puppeteers who secretly guided the 
hiitorjf of the eKistcncer began their preparatienii 
HP lawe us from our wont entmiy - ounelve*. 
They were Impeflum, The Technocnicy isr-.d 
the Hlumina!;!. and e?ich belonged to the race oF 
Men, Eyivain, and Duk'iarist. rcipettively. They 
HA GjdJted for thoirtsnds of yei^r*, though their 
ict'ons had never been wrtt^^n down in boaliLs, 
iincJ tivef possessed & combination of utiknoSiVn 
technolopy .iJid magIc, superior even, to the one 
Rah had used with sueh senselessness. 

Everything began a few hours after the end 
fff the wgr. These direc oi^anliaUons released 
a pcrwer t*iai should have been reserved only 
far the gods - a ferce that ihook the very 
feundflclon of reiillty. Such an event did not go 
unwjd^ed by del and Galrai who had received 
an unexpectedi formal Invitation co be part oFthat 
itranjjt: projetr. ShaJ^adi .md Beryls manifested 
t^emseive^ as ambassadors for light and darkness, in a meetinf In which the 
future of GaVa would be detided. 

Everytme g;ath(jred had co«<ne to the same conduSiDn - rt wis not passible 
for tl« drfferent mces w live together Widiout dcstro^ng each Other. In 
additlpni RaJi's machine had onealed ^ vorte?! that h;vd redixed mnfilt wer f\ 
vast territory, AltJ-wugh iti effects would gradually disappear, tiny superr.atufTil 
ber^gs who lived In ihdt area wwld su^fecatie due to a lajck of n^ratK; onorgtes. 
Therefere, tfiere Was only one solution - separate the world, 

»mpcrium.The"[echnDcrajcy and the iHuminaiJ cateed in^'klbi^ walls acrcsiour 
reality, cnairij^ an Impsassable Barrier sealed witfi the blood of ttx; Sh-ijao anc tfie 
Beryl, The dlstribu&CMI of territories was un(?wcn. Humans, whiO >were the most 
numerous race, tept the Iflrgest jcne - the anc most affcctod by FLah's machine. 
1>iettin?e organizations came ?o a set of ajpnccmenEs amongjlt. d'^mselviK, hjIbs 
ihtii thcry Dammltied iherrtseVcs TO follcw SO M to malntcw ttie equ^brlum, Eadn 
of them wotikl only de,il with the endnvp Inhabited by their oath raca!, and iJiey 
WD^,d not Intervene under any circumifitances in the affeln of Olhcrt ondaVta, iM 
the same time, they would keep Jhe fctistencc of the other workh n seem. 

Since th,it tlmfif wt only have access to a third! of the wor^d, Ignorant 
;ibout the SKistence of those crcaturHs who live cjniy in our myths. 

These are aur chains.., and our iaivatl'&n. 




THE HOLY EMPIRE Of ABEL 

But,,, Wtiai had happened to Znornt? Glovnnnif That child, barely 
ieventeen yeiin old and tovered In the blood his friends and cnemie'., 
wpuld turn Into the backb&nt of an Empir* that wtwld shake thr i 
pillars of the earth. 

The holy kln^fjmihnd cflsappeared comp'ecely by now, and barbarians, 
bandits and supernaturnl creatures plundered tht cstablishnvents of ihe 
refugee* In search of jijold and foEKl, They isy that heroism is bom from 
noiadi and this was i\ time that cried out for heroes- in that periotf sf 
decline, 2horne. scill In command of a small army, broUj^ht ortier to the- 
chaotic lands. In blood ancJ rirc, he k lied thous-inds of plunderers, allowing 
those who surrendered lo join In the erusade- 

A hoit ESf those without heartri and home followed hlm> For he gave 
them food ^nd tooK CiirE of the sick, A fbv monthi 'nter, he reached the 
ruins of Archangel and ordcned lis rctonatructron while he left with the 
army to sj.fe;guiird the other territories, Rfifugew from all aver nwchet) tfve 
city, amaied by how much it haij! grown in only flvi? years, 

FinJilly. ,ifter .ilmost a decade of continues i^jghtinja^ Zhorne rutumed 
io the capital, whore ho made his most important declsJon, He gathered 
his four most mpoi'tan: ^tenerals, I'snd he granted chem che tide of the 
Lerds oF War. Fram now on. chej^ wauld maintain t^ic -nicgnly of ihe bnds 
under his control arsi hftip mcorporBte new terrltorle5, He jlso ci^ated the 
position of Supre-mc Archtil^hop, who would be 
In charge ot spiritual matlcr3 and the Church 
To assure the potlucai stability o^ the unifleif 
fanda. he serpanated thtin^ Into Princlpalrtles, 
piMing nobles or Church leaden as govemora. 

Thiit ^t VW5 tJiiit Zhorne Glcjwmnii on &k tfiti- 
of Sepb2mher, 2^ yefl#* after Lb/lsL, fertjnded tlv- 
Sacred HHoly Empire of Abel, prodalming himself 
Empenor afxl Supneme Ftmtiff, 

But tt'w twenly-w-vwvyear-alfi Empemr did 
not remiain -nacth* fbr loflj. Even thom^ the 
Lords of Wiir dtd an Extetlcnt ^ob. he left, once 
rnt>reto pef^onally lead his army in the anncjMtion 
o!" new pdndpalltics ir an ancmpt to unify all of 
■ jiVia under his Mcred flag. During ^Is travp^ 
ill' dl'3cave^ small Isolated ;pwns inhabited by 
'.■.i|> I n,itun bemj^s who Had n5tiu*kl 
ihcir homes after tfie ^r, Widn great pun In hh 
heart, he ft-li obipTcd lo exile ihsm from his 
lands., knowing thnt he could npt permit hImsOF 
to feel compassion, |f any resisted and fttecd to 
lujs'e. he deitrtjfjtid them Without mercy, 

Newrtheless, some survivors hide themselves 
,iiiit.ii7, ii'i. i;.imotifi3g)ng their appearance tF^w^ks 
to thk-'ir reduced supernatural abi^-ties. lb Sdive this 
problem, the Church recreated die FnQUlsltlon, 
which v,a5 prwKled witfi rr^»Y^ po^visr then it h,id 
cMBT had, Ttie lnqulsltor?K indhrtdaTi ^elect?^ with apliities th,iJ: were almost 
superhuninm - were charged with the' task of nuntirT:g dc^in survlvin^^ 
wlzaids and supernatural creatures and dcMrayin|i| theni ton\pleM*ly, 

Btjt Zh,t>rne did not want V\ of their wqrkj entiJTly loia. He wished 
tiiat at least sometme vwld remember ihe beings who had 'kvalked beside 
us before the w.ir Therc^ore^ ho created a branch of km^ia that answereo 
noither eq tfic Lords of War nor the ChuiiGh, but onlj' ta him. He tasked them' 
With eonacrvln^j in secret the knowledge and culture of tine m^yths of Gala, 
assiirlng tliat they W3t»ldn't tie forgotscn. fliis powerful order settied in to 
FMh's ancient Ifcrtress and accame knc^vn as the Knights of Tdl Flauko, 

Over d^G course of fifty ycarsn Znomc And his four Lords of War 
Continutd their task. Any terrl lories that did not wnni to join the Empin; 
were forced by the power .of the army to seek out unification. First all 
of the Did Continent, then Lanne? and Shivatn and lastly, the wtjitern 
continent - all gradually became a f^rlnopality tif Abel, In thii, w.iy. all oF 
Gaia found Itself jnificd unetr n s^ngl-t Flaj^, In the end. after almost half a 
century of fighting, che Emperor could rest and sperd some time with his 
empress, wilo be had espoused when he had fdmed the Empire, 
the year 355h at the a^e of one-hundred jnd forty nine, Zhome E 
Dassed flWi^ like hp h-id ai^wayi hoped - peacefully and in hi iy--in I 




Hia onlj» son. Lsjiarn. inhef Hud the crew*i ofthe Empli^. Well Inscructtd 
to carry \ts vn^ght ilnec his was a batw, Iqjnro exctedwl his fether'i 
escpi^ctijtlons of wise rulershlp. Thus, the Gkoi'annl House ruled ovtf Abel 
far rnprB th^n six wnturlcs, ,ind uihered \n in age a\ gpest prosperity. 
The EmplinjK Hdwcwcl did cstperlenee some dlFTlcalilci. li would be 4 lie ta 
^^at<f otherwise. LmnrvcE ant? Shivnt tried lo become Indcptnddrn: an thrcn- 
□cDiilon-s, and the Emperor needed td squasH 
thcic rnbclHons. Tht Pr^nclpnllty of Kushlsian 
dIrKtly opposed she Vstlcon chyirh, de-veSopIng 
Its own religious d&ctrlnes, iind ihc power 
ffl/cr the vrestcm continent began to dltilpate 
slo^lj^ and ImperTcptlbly. NinverthEles?^ till q\ 
these problefTii ware sectlsid wish gnsat skill 
and flJacrlij' by the GlovTjnnl emperxirs, who 
acted W'th luai mcasurci, ii\'fJiy\ U5lng thf- n ■■ 1 
nppTOpriate mcihod to sofve ea^h prcblfm 

Mian, bit by bit, begar* Co forget qny history 
prior to Elie Empire, tinbl t^ie cxiitcnctj □{ 
auptrnjituml aelngs nnd wizards Setame limply 
storlci thai the ciders tpid Jirountf campflrw, 
Nothing seemed to heatlc Loda^-nagothE power 
of Abel - untl> the feign of Lascar GlovinnL 

Corrupircd the absolute pt?wer of the 
Emptror, LascAf ltd' his court to a lewd of 
depravity snd cruelty the llkci of which had 
never been sesn. He ordered executions 
wichoui any meaning possessed whatever 
■■vnninn he desired, dcckircd seniclcsi wnr^, 
and even drove His wife to SLtlclde sker she gavr 
birth to his only sd^ UuMnor, 

Ellas Barbaitos. political cDLisIn to LivscAr 
.mo the youngest and matt Ideallstle of the four 
Lordi of War. sct« ttii? corrupt cmperc]r"5 rule t^^s^t^tJj, J„|^ cm 
as a danger to the vers' foundeitlon of LUt Holy 

Em pert. He could no Ioniser st^nd the actions of hts kinA and rtfSE up ^igitln^t 
him, Thfl co-up d'etat octurrcd swiftly and with wry Uttle bloodshed. 
Everything v/as cirg4:nl3EWl In Archar^geL and trVen the Churcti tirvd Tol 
Rauko lurrtcd their bflcks on Ehe Emperor. The plan was limple: Ellqs would 
force his cousin to abdicate In fawor of his son without Ciiuih^ hirn even 
the sHghtcst hgrm. The Lord of Wiir kficw that If he executed LlsrAf, the 
Empire would crumtikji eis the Imperial Ftuler vw&uld lost: h^j hoilnasi. 

Nevertl^elessK proud until the b<ttcr end. Us^car forced his son Lixianor 
to loll him with the Impwlsi sward ef Zhome. That action condemned the 
heir and Airel u^EE^t^y needed tt now lord. Thus EllaSn as the mosr. direct 
£lescer\dervL to the titki, was proclaimed Holy Emf>ercir with the s-jpport of 
the remaining Lords (ff War and the Supreme Archbishop Aujiustus. Unable 
la bnng hlm^eir to tJtctute the young Lucanor. f llM sent him ffir jwjy, 
conferring on him th(? ntie of Prince to LucrrciDi one of the m<j3.l Importanl 
Lernlorics. Thus, in thq year 957, the long gefit-alogy of the OicvannI finafly 
abandoned the imperial throne Hftcr aJmoat seven centuries of rule. 




ik bisl Empcmr 



Elias tfie perfect ruler, as at home In palltJcs, ,^5 he was ori the 
battlefield. With skllF nnrf the proper decisions, he maintained stahlHty In tire 
Empire - even L^iaU^h mnn^ principalities believed chat they had reached 
the lde.3i moment to declare ihemscivcs Independent. Unfortunately, Ellas 
did not have such luck In hii per^ionjii life. His wife died giving birth to his 
first dau|[hierf Elliabettit which left him deeply hurt. Thnawing th& bisme of 
hvh^t had happened on the child, he put hef in ch^irgt: of ti^e Hcitrt:rt OrdEr, 
his persofial guard, and nvolde<l her whenever possible. 

■Sroon after, hi', ^r^end and mentorf the Supreme Archbishop Augtutus, 
passed away without leaving a ckcir umztiior. The decision to choose his 
rt^pLicement was a difficult taik, since none of the applicants: appea-red 
I" ■"• qunlif'Sd. Ncverlhelcss^ In one of hcs Interviews, Ellas met i yauti^ 
Mbacvs, n^rnod Eti.ired, Vhftio, ^lt barely twenty-sfx jwars of n^ge, had already 
reached the highest rank thsit ti wom^n could iachlcvr within the Church. 
The Emperor t>ecame fasdnited with her. unabiB to get the young womarv 
out of his henid. They spent a let of Ume toother, ar^tl to the surprise of the 
whale Empire, he decided to grant her the tibe of Supreme ArchtJtshop^ iin 
-iJft rhflt tCHliradlded ev^rv ecclesiastic tr!«|(tlon. 



Manf' pnnclpai lL»es and i gj^Ent part of the Church retjelled aj!;alnit 
his dectslont but tlw Emperor let the protests fall on- deaf ears. Little by 
littler the new Archfeishop began to show more power within t?ie Empire. 
After a time, the Emperor would not mabe a dcMion witi^ut her advio- 
Finally, Ellas left Abel In her hanesr blinded by the love that ht fell towar 
her At th>it moment. Elfared ms able to manppoliice as n^uch p»,v¥f ai tin 
Emperor himself, making her own declwch-- 
wlthout giving arty cKpljinscions. 

The pnnclpalftiei smphfttHally pmCiSttifti 
her flctlona, until MoximillEn Hew, Lo'id of 
Bemo. accused her publicly cif enthralling the 
emperor with Witchcraft. A week later, tiw. 
Empire 'i croopi would descend upon Rcmo 
with such enormous cnjelty that the ■nsst of 
the prlncip^lltlej felt jhaki^n. Saon^ some lonii . 
dcclajoe themseiv'M Intfependerit from tM 
Salnl Holy Empire, Having been contraditied 
Eljarec declared war on every neflclUnj 
kingdom, ordering her troops to legve no stcme 
unturned wherever they passed chroujjh- 

I twos then thnt the Lord ofWarTddcus Van , 
Horsnifln, personal ft-lenct to tHas and gcrieral 
of die armies of Arrhangtl, Implored his friend 
to Slop sutih atrocities. EIIeis. however, barely 
reacted to tne supplications of his old brother 
In .irms. recommending that he should nimniri 
on the sldSelines. unless be hcmself hvanted to 
be attused of ireason. Seeing thnl h-e hso no 
other options, Tadeus raised part of t?ie nrmlei 
of Archongei nnti, in Ihe name tjf the future 
Ernpress Ells-»bet^a. he siormctt the palace. 

Tadeus simply wishwd to detain his lord 
In much the same vray thst Elias hnd tried to 
do )«ar!s before with Lascar. Asaln. hawevpfr 
nothing ended ts It shcMjId. The young Empn^H, w^nio W4vs only twelve ytan 
oMi stopped Eliiis and' urged his father to rrxonsider the ■it^vrt ^f rhe war, 
Pat-anold and crgjed. the Emperor accused the j^iri of being the basis of sli 
his sorrows, an^d he tried to B5<ecute her. At that moment, Klsldan, lord of • 
jhe Heaven Order and mentor to Ellsabetca, rntervpned. Unfortunately, ^ 
found himself obligated to end Iht; Empfna*''! life. That fateful nlgt^ whs r>Dt 
|j|« any other. An enormoiis storm covered the sklas of Gafa.,. and fori; 
few minutes they turned crimson, like blood- 

The deatfi of Ellas revalutlonl^ed the Emplne, Archbishop EljBfBd 
disappcaml. and nothing more wowld be kn-Dwn of her- Tacfeus; and d>< 
He.TVcn Order piaced themicives under the command of EllsalieLta and 
dedssned her the tegltlmale heir to the thnor-e of Abal. Hcwever, dw 
rEbellina pj-lncipnlltlw nefusMl la accept her as t*ieir juprsme ruler, and 
some of Ihe Lards of W^r bellcwed that she was too Incxperler^ced to holcj 
luch a high title. Tney proclaimed themselves sovere-gns of the utrritorla.: 
they controiled. And durlr>^ t+iai penod of chitos, tfie Chu*ich named their 
djwn Supreme Archbishop wiia. In walling] for a new Errtperor, believed thai 
he wielded absolute authority. 

And for the first time since -the dawn of ftie Empire, the world returned ; 
tH 4 perlcKi of uncerlalnty... 



pjrvs, 3irA her tutor KuiJar? 



The Present 



It Is now li^e year 989. Magic Is returning with strength to Gala, and 
the illrwe thivt sepiirates the world of Wake with oun 1$ becorning evemiore 
fragile. The Empire hiis stiflttertd Into tiny picDi:i» and a thr^way bflttie tor 
control Is about to commence between fie EmpreSj the Lojtis of War. and 
the Church. The souls of the supernaiurnl beings who have oled mer the 
course of theia list centur?cs ans being reborn In human children, givn^j 
rise to tJte birth of the NGphilim. In addition, entitle* that hjve survived 
fQ< eras hidden from man havfl realized that the n^oment has arrlvEd t0 
manHeii Themselves in the ^vi^irid. 

All of tihem can feet It it has begun. 



And all the things i have told, 
Because I never fonfjot. 
Thi.t was rr-y damnation. 



I have seen them. 





CQlTntRlES And CitiES 
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This th-ipTPr si)(.irpln.t'S the geopDil 
iome of Its mn^r citiei. 



col i.Lu.ition of Gain ..lnJ c-■)<p|g^^^ 



GEOGRAPHY 



GaYa 1^ divided Into two lar^t liindm^issGiH icpiii-moc iraqi each o-htr tij' 
snamDW DMan. In the east, we find thfc Old Continent, dividend In vsrious 
tiaria by m IntEnHsr vea. The concltieni'* northern pone consists erf a S<fl of 
mountF^Ini and Lh\ik forests, alchotjgh there aris also plenty nf mtadows 
Unci pra-rles. Is sh^nis leveral similarities w\th Europe and tli« upper part 
of Asia, whose wEgetailon varies depending on the Icwitilloi-i between the 
AHnnlle BJid Pacific. The wathcr tends tc be finrl/ cold ulon-g ihn ncirthern 
wift virtth conatant Ice and anawiiorm?- Mpvertheless, the closer you gee 
ttj the Initflor Sei4. ?he warned arvd more "Mediterranean " iL t>ecomes. 
THt sc dthes-n pprtlon of the Qld Contlnenc does not hisw? many nountejIfTs. 
artd It If generally □ fertile nrea with n plciisiinr c^lmgbe. Howcftner, there are 
leveral tiescrt^ike rones with clcv^iited t*rnpej^tu rci. LM\y, in the eastern 
section of t^e Old Contlr^enL, one can fird the Isle or Varja^ v^hlcK itardj 
out because of their dense vcgetaitlon ar d elervFued mountnlns. 

Tne New Continent Is a 2nnc with a very diverse [^toj^fnphy whost; sotss \i 
smllar te the Ameincan tdntlrtent. The- New Continent cont?lns area wich '^rgB 
5ti!ppn iwd ejftnnaivc fanest wegetsiton - parTicu'-nr«/ tDwvard the MUh. 



POLITICS 




Tradltlanaliy, the Efnplce Was divided Into Prlndpi'iltles, which were ttic- 
equwfllent of tountrles ar k.lnJ^d^5mSl Each ane possessed IB nwfi l»ws ano. 
customs, as long « these cuitomi did not contradict the norms arwl tradition 
of the Ennpine-, t^sinf Principalities were go^rned noblet or high-n^nking 
diU'Tchmer^, as^thouj^h it 4Ieo possible ^hst fi coun^iel of bcjurgeoiEic or 
W3e men vwuld rule, The Empftrar wiis the Supreme figurehead mllI'Larl'y, 
qi well as polltlciillx qnri '^l\gi&UiS\y, All spiritual and temporal pcmvcr werei 
pthered Irt persor.. He was the center -of the Empire and his will was 
mpKisii i\l Ultlmntcly, he was in cnirKc of mediating the more 
Importani disputes tretwtcn the Pi-lrvcipalltlci or his lorcts, 

Pie ontj' religion permitted ^n the Empire was Chnsti an^ty. TIt? Churth 
had 3 swtele influence Ir ali t*ie PrtntipalitJes anel controlled ngrssi deal of 
the higher ecclesiastic offices, v^hose words carried a great deal of ^^--elght 
Virf^ the people, 

MilltiirlV. each Princlpa^lly the fight to nslse ^ti o^n fmy. as long u, 
It didn't eaceed certain limrts Imposed, by the Empire. Nevertheless, die true 
rri''Tar> pcTA-er resided in the 'our Lord^ of War, who funetkined supremB 
generals of the Emperor aTid were ch^r^pd with supervising and n^nlntnlning 
tO'-tml In the Emiplrc's dlve-rta ten^itoriei. One Lor^ of War was In command 
of the Nf!w ConUnent, and mnee ^ve-re in cKarje of the- Old Cer^tlnent - one 
In the north, ar-sdier m the south, iir\d the thirel (and most important) In th* 
heart of the Emip«re, On some acESslons^ IrrctonDlmtile differences de^^eloped 
between the princlpalliles. In which caie the Empenpr would authorize * war 
yrfiere civilian lives jifid the Integrity of the people and city were respecttd. 
The Lords of War CQntrollixi these conflicts as Hlj^h ArlJfleri^ onCe ont of the 
ydcs had ?ljffEriDd sufficient losses, the balt-e w^jgld end. Thti trtifi crusades, 
hQ^^cvier^ were generuiiy fought politically - influence, fjivor* and ccmtacu 
■/tm much mope importvtt than a pcweirful army. 



A lot has changed since then, howewr. Cuiirently GaTa Tind* Itself in 
a prfcsrlous pollt-c*^ vt^ts- After the death of th* previous Emperor, the 
S*cred Holy E^nplre o* Abel l& fngmented, and many tNf Its Prificlpalrtles 
*iave declared tticmselvci independent, refuiing to iiqi(rcwiecf|;e Elisnbetta 
BarbBdos as the k-gliin^.nte s,ucccsstjr to the throne. Only one o' the four 
Lords of War, Tadeus Var Hor^nuinr the moit powerful of them all, 
supporB the [fliung Emprm - qlthougti Mlhjal^ Mashen'tea, Lord of the 
New Con.tinentt Is also slowly moving iiswatid this position. The- o?her twa 
lords have cacti prcc! linked themiielve* heir to Ihe Empire, and they are, for 
the moment, trying to Expaid their powers establisSi tfveir own fcngdoms 
In the territories they controL Lastlj'i i tencs of powerful Principalities wish 
CO rerriflin iutononnoui, anawerlhg only to themsetves. 

The Church remij-lhi Heutral, hr now - waitln^g to jee tf the Empire 
reeoHirs or If a new political system wli| arise In its. place. Eithier way, tiie 
Churth battles feverishly against the Prhcipalltles that have split fn5m the 
Christianity and L»iQ6e that admit the oi-ste-nce of polythclvri. 

CyrronilyH WJir deiss not rnat the landscape, but Pi ^ireai tension exiits I 
between the varlo-us tesrntorlas. Only time will lell if din leniion will eflse or ] 
lead CO gnnd icitle conflict. j 

Somi' HoUs of inLcml 

The Empire us«s the same calendar ttuit vwj use currenily - with rwelve 
mandia ar-d four seasons of the ye^r. Harritig strange ejoaptlons. like thnit 
of Lar-ntst. Shivat or Kuih^stJin, Lstin scfves as the trudliional iflnftunge in the 
Principalities. HdW«ver. some ethnic Jinoups or regloni still re-tnln their own 
dl.:il?ct, as well. In in ittempi to sepiirate themselves from the tradltlor.4 1 
of the E«Tiplr^, m^ny of the Principalities and independent klnj{,doms h^m! 
char ged the cglcnda.'' and "reset" to Year Zero. 

Sckncc nnd Tciihwlcgy 

The average tccSinojogoi lorvcl of Gain :i similar to the last ol tiic 
ReniiiSEiince pcrlotl. F^iegardiess, tticne Is s great imbalance', skiil-wlse ai we^i 
65 ctiiiumlJ^, between certain PrinclpaUEiea, in fact, Kme areas - lll» Lucrecio, I 
Atii^, llmora iin^ Togarinl - possess Knowledge t^at puts therm at the cusp of | 
the EnlightenmEnt^ whrle QtlicrsH like Qoldar, remain mostly barbarians. \ 

SurprlsMj^ly, jireat pro|;n!s3 has. been achievec in mcch^rilcal en/fineerlng. 
espcclallji' m tnose disciplines relsted to cogwheels used In clockwork. It 
Is even possible that some Prlndpa!lties w-ll dwiiop the first big windup 
englries - al'Jiou^h as of yet no hJia been abie to othlevc that. 

Anothe*- the grtzl .idvancements appeared n Iftlc over 9 century, 
ajfo with the iTT>^enUon of b'ia.ck powder. Soon after thiit, wejiponsmilhs 
de^i«loped wick arquebuses and pfstoli - but they iift stili nrv artlfiitts . 
jold at trui,y eMfbltan^ prtcts,, Cun^ntly. no army In t^ie wqrld could 
afford ID arm Itself with firearm*. Even Ati^l posses-ses pnty a fow hundi^d 
fl.rq uebuse5, ^vhlch they reserve for chfer elite tnaops. 

Without a doubt, however, die mos": iurprisln^^ and ncvolutlonlaJnfii 
advjince cane from Ujtret>D |-jst a few j^ars ago, Luc.inor GiDvannl 
devclopisd the first Bippdin in Gal'ii. and he has started to buila tv.**"- 
more mode'Js which will lervif as a form of transportaiioft between tht 
Prlnclp&lltlcs foi" those who cgn afford to pay t*ie paisa^e. 




law md Ac cmis 

In |en-craL the Inw oT the Ho!/ Emfjlre \i pncftiy WGil cstabikhed - similar 
to the liiit yrarj af the EnliEhTcnment, with a ^ew uncomman itdranrei. 
TTie wme laws App[y ts nnhlEs and cornmor* citiie-nry, although cgch 
chss h(j5 Its own tribunal and, nitumlfj/, the anstnicnitlc tirlbunal a mifch 
FForE pErmis^iiws with privileged HidlV'dudls. Edch fVlpc'pallty once hud Ics 
own l.-ws, but the Emplrn dlrtqtEd n series of Judicial itottrlncs which ihe 
Prmcipalitl'i^!; had lo ^dapt. 

For cMimple, the death penalty wsi oniy .-ipplicd ta situ.qtlan'v Lhut: went 
vtry irfricomniDn - ai a sentE^nce ior nets of high treasoriH asaasiincitinnj or 
ctIitim of a inelljtioui nature (narmiilly Judged bj' tht; lrqui^.lU}rs and *ic* 
eccFoslastli; trlbynals). Siavcrj^ was complc-tc-j' oboLshcd ntJjgardiEss bf ihe 
doior of one's akin, iilchough p-oK servitude, 

A intat majority af the countries that hoive separated fincKn the 
Empire now ignofc the luicfel'nts af AtreL On the other hand, some more 
iradltlonal countries, flkc LanncL. Goldiin K'jshlstrsn orCorinnLi, h.iue even 
moTc antiquated Irrws, 

PRINCIPALITIES 



We &ha(l now look at b^cK of the prlnclpal^es of Qsii^ §rn\s^ng thcrn 
t^^ ttie diffenent areas of Influtttts, 

The Holy Einpin ojMk'l 

The Inrrltorlcs of the Sficrfid Holy Empire 0l Ahcl nrE niffdc up of 
Thcj* Prl^itlpalitics that, after ihe fnH of the EmpenorK rcccs^niied the 
young flij.itwtta MfbiAoi as the legitimate sucEMsor to tiie !hitihfc. Il 
^indi itself situated in the cant^-al part of the Old Condnent, and despite 
Its dismcmbermenti It still const ■tutcs tlw str-ongcst cca-namic and military 
force In the worli^ It maintains the Mine polltfCi! iyilcm from prpvloi/s 
yeiirs. uniting In the flj^ure of the Empress nil nnllitjry nnd rcilgloua povver. 
All the iirmles of ejicii Icyyjl Principality, bs well as tlie fomce* of the most 
pcAvnrful Lorti Qi Tadeus Van HcJnmanl^ arc at her gommafid. Setting 
.I'.ide their cSHfefences, dl the giwernors of theie regl&nsi dream ofr^utijf Ing 
■ I" Empire and occupyirig a place of privilEge within It, 

ABEL 

Abel IJ. the heart of the Holy E^Tipke, Lead by the child ETipnjM 
Ellsiitiettii fijirlMdo*, It >i the most prosperous and pqwerful of wry region In 
all of Gajft, It Is made up of a multitude of towns nnri cities thflt -havfli reached 
an linpi^lwG cuttur^l dEvelopment, ihsinkn to Its sc^iools and UTjlversltlfM. 
r*1ultlple ethnic jjmu pa and cultures coexist pe^TcefuNy within its banjers as 
it corisequencE of the continued immignibon qf refugees loo^inji for shelter 
during perlixls of war. All of Iti citliens Ibel praud to tw a pan; of ftoel and 
d^e Holy EmpirE - j^speclnlfy the Tiembers of the Eapfbjl, An;h»ng)el. which 
Is ihe n^ost impO'rEa.nt city in die world. 

Commence with other principalities is constant, Livestock snd 
agriculture cKcuipy a prlvtle^cd olate in the cconinny of AbeL Ths? ntibles 
are divided into .irlstocr^its ,ir!d iKvungeolsle (who bought their titles with 
mone^), and control the great fiefs ,Tnd hirge estates over the vast region. 
The power that the Church y^lelds Is dear to both qhe people and hl|fT 
ranking ncblcs. The Empress controls the vast tPaJorlEy of high-ranking 
rel-gloui cleflcs^ but tbey continue to have a strong link that binds them 
to thp Altifdion Church and the Supreme Archbishop, T>ie nolsles and die 
clergy maintain nn undeclared war n'i Uiey tontcnd wjdi each other te place 
Ll'icn-iitlvcSi near ElisFibctti! and influEflce her, Ho^vever, she currently opily 
inMowi &\<i advicf of Tadeiis and her tutors m the Heuyrtin Order. 

PALABORN 

Found north of Abel, this Le-rritor/ is jScvemed: sy Prince Edgar Vale, 
although Tfldcui Van Horsman actuaJly exerclies tpjc control over thii 
feglon from hii twin places of residence - Anchanjjfil and Eron, the iwcified 
capital of Dulflborn, This Principality is almost a millt.iry HMk. Towers and 
hijjh wails rise everywhere, ttrtd the multitude of soldiers mnrching through 
Ihe itrcB'j five Its cities the flppciirfinte of constant battle read-nass, Th« 
.1^ISEOtf,1tlc noSJllity occupies a place qf favor, antJ tht- bourgeoisie are 
sparse. Thi? lack of ornam^nLaJ iirhltectur* an buildings speiiks a Ic3t atMJUt 
the practicality of [3air!borr.'s cltl?er'ry'. 



Great EHiien plains, crowned otciiiDttally with a fisiv spiirie fore^tT. 
and separated by i\s only b'i^ ^|uer^ the Aniuin, cover DalEtborn. There- 
are a multitude of towns built aniund gre-iit cnsdes Jid fortresses, which arr 
tontnolled by the feudal lords and agents of Tadeus. Tt^e biggest of Ih cm nil 
Is Ogaru's Cwtle, also known as The Scarlet Fortress, 

ALBEm 

SflCaUi* of constant rain, Alierln finds itself full of leafy forests qnd 
green mountalnSr The vlllajses i«nd t-awns lend to be dose to oni; of tf"-' 
multiple rivers t^iat OJI through ita territories, Bi^ cities are uncommd.-. 
Wood incpresents Hie principal source ot Income of ctie interior lands, and 
fishing serves as l±e principal iource of incqme for the cwistal ones- Prlnn' 
Arthurias rules oi^'er t^ie jregion. alongside of adcmacratic Pari ament t'lectod 
by Uie pi^ople. This system has recendy caused some teosfan tictwecn thu 
noble* and the tommon people, hawe^r 

Alberrn rem.iJni loyal to the Empire, but it strlvei tu !ivold arry sort irf 
anned confl'MTt, tleople here Lendto he juspiciouiand conservsuvn, preJ'errinj! 
to avoitf foreigners. espetLifly Chose wfio have separaijcd thcmsolvtss fjigm 
Aliel. Albeha only trades with Galgfldo* or Diil^sborn - although on rtn 
octaslons it vv'itl dea.1 with Kinbn. prm'Iding tfiem with rm material needed 
In t?i&ir shipyards. The litrgB amount of ibrescs, coupled with m wide 
expanse of unexplored regions, has creatcfi hundreds of myths gnd lef;cnds 
concerning ^ome uf il;s vendani groves, Christianity, although tonsidcnst 
thpir offidal religion, is very seldom jjraetrfed in the tCTFvn.s. The ■^iiljigerj 
h,tvB thdr own beliels arid superstit'ons based on itones or fables, 

ILMORA 

Thu sinull Princlp;5lity of llmora ii Uhr current cultural core of i** 
Sacred Empire, It la known for Iti high tewer* iind die knowledge thai It 
holcfs within, A cnuricll made up of ctte twelve most renowned scholerj 
gwerns. the cflrritofy. Its dtka are prosperous, overflying creauv ty 
iind culture, given Siai the j^ovcrnmcnt encouragEs .iH kinds of academic 
activities, creating schools nnd cciite*'^ of itudy that are free to^" everyone. 
Educated people are well thought pt h lllTiOfn, unlilgc IHhssc who seem 
belligerent or whro act without m.irners. Thi', region obtains its benefits 
from Its commcf^e In an nnd i?ic m jltlTude of schooJi thai ri>py books. In 
addition, m:iny pf^trons of other Principiiltues wpport llmoha'synung artists 
or send tJieir own thhdren to study here. 

GALCAP05 

Gnlgadns 1$ grv :m<tien« arcii of NUi and fncujntalnSf The Mountain 
Ranije of the Winds delimits Iti eastern border with Alberia .ind Dal,^boni, 
This range ctri only b* crossed through a small pass of Vital imporlantt, 
called Hccistc, where the greatest j-mount of ancient r.j|ns ciin be found. 
Gal^adoi lives af] pf its Iron rnine^, th^it Is exported ^'mos^ completely 
to DalaJjorn fbr the fabrication of weapons, \i possesses a harc cilmatt, 
with strong winds that wnip acnnss die ares Irequeritly. After the death af 
Victor Ditqrlniid, the previous ylcercry, his three helr^ [tvi^o bc^s fird a 
firid themselves In in Intriwta Internal Jlrug|le to gain Elisabfltta's favor 
and receive control of the Prlndpallty, Tne problem iS that iwa of them. 
Karlson iind Frederic arc twfns, while Marina, the first born, declarti her 
right to ?he thrwne for the sjimt rcisons dint pcrmK Ellsabetti to claim 
her titie ill ttie tm press. The people aEio find themselves alienated Into 
ctinee factions, and in some dties.. they have d^lded Into muiidpalitiei. 
commonly clashing betvwfen the different piiriJes. The peppie are anxiously 
owEiltlng die Empnsss' decLslorv, but whoever she chooses, it \i. sure tg ciuse 
problefTis. 

KANON" 

The lands of Kiinon make up thi? actual soLthern border thf Hfj|y 
Empire. Kanon repTCsents- seventy pertent of AbBr:s naval bme, wKosf: fleet 
conlrols Unc peace o!thc mantime route* In che Intehor Sea, Its ecanorry 
m.iiln tains itself thsinks to f-shing nnd the levies It benefits from escorting 
commerrial crafts from other klngdams. The reputation let ships, Is well 
known in sll parts of tJie world, and the secrets of its warship construction 
are jealously kept by Kanon's mn?ccr shipbuilders. In die interior, then 
are a. great deal of mtjors that extend ncrosa Krtnon. Here, one can fl:*fl 
scatiEned farms and aatatjcs that dedicate the-mselves ts providlnj 
wood to the naval shipbuilders 



/ 

HELENIA 

hlelenlQ Is i tranquil rtfibn cfstockbrcecjeri and 'iirmers.The population 
i ijparse, 4inil It flnd^ Itself dJip^fsetE m a muldtudE gf ti^wns .scattfifrsd far jjid 
wide cww" the TCgion. Itii m-nn source of Ineorrc tames frqm the exportation 
oFtercali, connn, and cam - -llthajgh the rT^lsIng of harxs aha reprEsenti 
PI groil econorr^li: bcneflL, ^vtm thnE Ncle.nian pynebrrds art famDUi all cftrtfr 
the cDntlncnt, Unfercuriatel)^, the iteep mogriti3lns that border the Interior 
Sea prcvnrtt misrlilnie cpmrnerce or the ejtpla4atk>n □! the ica. Nobles In 
Htlenia arc almost nonexistent, and onlj/ q tcv^H great Iflndowneri cxcrtbse 
«me sqrt Decontrol ovfi" their fiirmlandsi, The jjovurnment Is In the hand* 
of \bi pnncc^ who .x-aijmbles iinnuiiilj^ with the reprflStmtatlvGs of the cowrts- 
nnd the noblci » itnpoic new Liws or modify enlstifig ona. The an\y btg dty 
In the ijntire .irM » Fmrno, v^herc Kulldaj's am rvqrmallj' telebnitiKj tor iht 
tiraiment of horws, grftin, hind other primary needi. 

AR.LAN 

Irstcgraced iti die cnntral nucleus of thm Empire Arian Is i3 dDmnicrT:|.^| 
Prlnclpnllty thAt speclaliEfia In miiritimc transpoitatlon - Theieven most wealthy 
men iinti women of the tBrr-:tory contno' t^ils region- they c-iH ihemieMsThe 
Counol and confrpl the commerce and (Srsfinl^adons oF all die dtles and 
port5» making deds^ons that. In gcr^ral. .ire good -wd fruitful for AHaji's 
^ElopnicTit. The most important citj* is Its capttal. Karh. which serves ai 
one of the IgrgESt trommerclal porti In Gala and an indlsperisatrie p(4ce for 
travel«TS to pail tfirou^. The Prln<ipF5llt>' twisically trade-* in prcducesr fmm 
the New Contlnenc, cxpcrting ditfm cfl the intt-nor regioni. Marfeeti, i-torcs. 
»nd hcrhat^sts cin= found In all at 'ti cldtt iind tjownv especially In^ the cap^Jil. 
Arlan Is a loyal Principal ity of th? Empln? and .i fscwerful etonomlc force 
thai offers a grctsi: deal of benefits tq the throne of Abel. Its JLtm rni arc very 
sipiirsc. tjiut It posfiEses same of the tmt gnards \n the Old Continent set m to 
lUiure the pnajSer functlonrng of cofTinriBrce. 

^ The Bmcn \cy uvuh 

Thu EarntgriE>s tnai ^me Mrciid out 
alcKi| the n-orthcmmost reglori ni the 
Old Contlnenc are Known 3& the Barren 
itf Umfss ari appropriate noma jjlven 
the low ten^pergtunes gnd constfint 
snflwfnll thttl plagu^e the arra. The three 
Principalities that comprise the Barrens 
Sftolt advantage qf the Em^penor's death 
to proclaim iKemiewes fnx nation v 
None of thiem. h»w rhe slighfest Intention 
of returning to die Holy Empire. They 
hiJvt Imposed their owti |i?ws and, In a 
Isr^e pare of these PrincipalitlEs, only 
cflRlEcts that are distinctly different from 
Uiin are ipokefi. 



KingEriclc Slerkl, nicknamed The Iwan^. gwcfns over HendeH after 
the fell of his father. As of Kite, he has ^ven his uncordlbpna: iuppori to 
one of die fcuda] lords of Goldfl*'. WTilTlrig to obloln gficat benefits after he 
Is placed on the throne, Eriek Is praised by hi* people u i hero^ and many 
consider him the Ereaiest king \t^ the history of HesidEll. It h sAld that he -li 
aJso one of the most sklltetf ftghben on ihe whole condnp/it. 

h\AVFfAAS. 

King Hajjen'^ territory k almost made up entlfsly of » n->f)u.ntiin 
raflge, known as die Peak of the- V^terid, thai, kctqa the kingdom iwiatwl 
<FWn the fcst qpthe continent. Through all of its territory, Haufrnan qnly 
has three Important chles - ail hough a multituise of towns, esdil all .^^on5t 
the clevatiKl ar^ias gf the majntalni. Several islanids also (wlst within the 
kln|fflorn, though mos^ are unmhnbked due to the extreme dim ate. 5now 
can -be found all year round, and strong, Icy winds tofitinuouily whip the 
land- Nnturafly, Hlfe Is wry hard In such a hostile envlJWinient. Men and 
women dress In thick anima! ikins, and hunt and fish hr dielr iuitenancc. 
Haufman's tultuifri! levHfil Is almost non -existent, and its citizens tru« more 
In strength than In ar^' oth^rr qijal ty, Cor^slderud pii^ons b/ the Chunti, 
Che people of Kaufman feel litdn fidelity toMvard Chrlittanlty. Marty worship 
their qwn goas thiit rule over mo untiiins and hvers- 



tIu' Dnrk isuult 




One flflhc diit!^ farcsbi oi^'Mp-t 



winter is very hard in Goldar. Its beauDfui sccnerjf and Ibrma are 
alw.iys cweres In mem 6\inr\g this time of jwar, wmch makes tire in that 
region vEry difficult. Thpugh In year^ pa.irt Gaidar was powtirfui nation 
with a stronfi ann^ it has sunk into cuhurnl c?Ecadente during the past 
two centuries. Iw people are re^ojjniaEd for th-eir coiirse customs and rude 
dealings, but tJiey hif^e a distinct sense of honor and: ctuty to cheir fords. 

In BttualityK Goldar isn't rvnWy a nation, but rather a set uf fi«fi chjt 
malnti.ln an Intricate Internal fight amongst iheraseive-i, Each one triei to 
rise above the oche«"SK for -^^hlch they progressively ^tivy taxes thm slowly 
pick at the farmers., with the Intention to fortify their personal armies. Only 
the dircdt of an eiCeRor enemy makes the rieRdoms come tn a-iy sort of 
jigreen^ent, Goldar also standi out (or lis dense forests, f iled with v/a\vci 
and wild iinim.iis that hiivL- been the aasis hr many tegends ana myths. 

HENPELL 

Only dhe southern part of Herxfell, kncwn as the Bitrn!r\ Warn Lands, 15. 
fMiWe, while the northern sectlor^ Is made up of fnj3«en lakes and |t3idicrs that 
(3n be fa&jt for someone not atcuitomcd to the cHmnte. This tetribarles of 
the Barrfcn Warm LanSs do not ha-J^ •! lot efsetders. Its inhafiltants gsneffllty 
t«ve *n fortified TcJwns, calied Bastion^, In d\e frcaen region of the nort+i, onfy 
i 'aw noma(k tribes, known as die Ftopic of the Ulsjes, survive. 



The Da.rk Lands recente their name juKause of the stranp occurrencBd 
chose who tnavel their Find thBm,5clvi.-£ immersed in. Eveni durinf die dm? 
It was ton?rolle(l by this Empl»iB, they were troubled areas filled with 
myihi, mj^teries. ijnd tines^plofied Jones. Currently, The Oarie L^n^da hisv^ 
separated themselveti fr^m Abel who. It seems, has not made a decision 
rogandlng whivt to do about them, f^rhaps this hesitancy ■accu^'s twtausc 
o' litk of intcTBsti or najf'tMf because the 
forces of Aitiel woultf hawe to cross Ckildrtt 
to nsQch The Dark Lands, 

.MOTH 

The vast, cold rands of Moth arc 
pL'igues with swamp* and rivers, many 
of >vh^ah are surrounded by thsik and 
dark forests or dosed off^^alleys. A thltr 
[og appears each day, giving the region di 
dismil ,ind dfirk lippcarance. Moth Itv^s 
in an almost complete ftate of isolation 
From the rest ol the world. Prmce Lucef 
Qrey rules this land - though he ejiigrdses 
llTtle or no control over his Principality, 
There are «ry tew cltl« In Moth, ana 
even those few are general iji' meager In 
sine. In meat part, the region Is replete 
with backwoods towns, ^poflrtsmexl by d^eir 
nespectlve n^nyors or feudal lords. Ita, people ar? ••/ify tied to their trridltioni 
□r^d to mysticism, but many are dm devoted Chnsdan believers.. 

AfthoURh It seems Impcsilble, there anc still many unexplofed 
territories h Molh, Since some of |u ^ectlonn ..Trfr difficult to actcsi. man: 
eKpeiSitions have disappeared while otpEoring. Ftiimors iiave l^een golri^ 
aromnd the tast couple of years tht\i a great city, <ailtd Graven, - s aemg bu |r 
In the center of the Principality. It seems that m.iry have found this city by 
chantt- Furthermore, it is not listed on any map of the pe|lon, and chose 
people whii lenvc Gnayen do not know how to return. 

DWANHOLF 

[Jwanho^f li an ideal place for outlmw. The Interior lands that border 
Motti and Hendeli are bareiy fertile - pnd alm.ost totnlly uninhabited. T'l. 
bad dlmate Is constcint h these humlo landi, ^s is banditry and looting. Tu>. 
titles of Dw^nhotf 3 re always neat to the sea. Its ports ire illegal. FlUf.'d whh 
many pirates of tlic Intenor &eri- Thij Principality is conitantly oyc-f lowing 
with people and |[oods of doubtful odgin, !t Is very unsafe to live or travel 
in these lands, e?fle<Liliy at n-£hL Nevcrdieless. tajccs nri; non-tttlstent, and 
one can fi nd all kinds of stolen goads at a reasaiable price. T+ie Principality 
I? cont/oHed by an associetlon of noijies of dubious reputadon, a^ongwit-h 
some rich bourgeoisie, who are altem-ptinn la recapture the cities wuhoui 
Ihe help of die Empire. 



The Cimt ofcommcRY 

The prlncripnlltlw of Gjibrlpl and Phaion ha'>'e fouid th-eiTiselvei 
Immpnsed for nhc fast several yn&fs in q diEiperatq race to be the t»jltljral 
and ccoriDmlc IcEjdcrs of the wnrld, The eoflits. rich in rEsourceSf gvvei 
[he«! hndi! the nstne thai thejr sa deMsrve, Maintaining independence from 
Che Empire, th^ dp not rnlert comrr.eiTe or the influences that c:or»ies from 
tradmg with IL The clfmate and vcge^allon of the qi^a li!|fgely rejefnClea 
chilt of the MettlEcrranran. lite nil of lnter>cir Sea. T>ic entire rt|ian li fllSed 
with 15ertllc vu^tatlon ind leafy foreiU* 

GABP.JEL 

Giitirtiel l!i one fff ttie richeit PHricipaJltJei h GiTa. tts secret ' pn3spf!ftiM!i 
clhiss witjh prmductlw; tandi onJ a beneficial maritlnne eornm«rCe with tmtic 
countraii fnnm the anuth. Pglnies. JunphithpgCers, Jind high Cowen Attest tO 
t^ie beauty {if Its cities. Luxurjri and wcafth nelgns In Gabriel, ijnd Its leflned 
inhaJaltflnis follow fashasn crendi ai if their llvn depetided dn It, Chancctlqr 
Jo^ua Fardelts'i leadership h nesponslble In jireat part for the current 
ccpntHTilc clirn.T!.e, A council. foiTned the nobles tjf The city and lead by the 
QiafKclksr hlmseKi am^iws Its good tunctHinlngr Oblivious to the Empire, 
^^hldl they consider to be deCident, Gabriel's citlacns hcMi ibcuscii their 
sights on tjne explottation of mari'ilme (ommerce wiUi landi to the sauth and 
cssi. Each noble hpuse hai its own amy of nTencen^irlDs. and politics tiikei 
up a vital part of the nohiti' time. In contrast to so many splendorii the 
poor and besi^ "v/ork trie itreeti trying to earn a bit of fisod that they can 
rat - though they in: thrgvm out q( the areas diac Jiobles lend to fnequenL 

phaion 

PIthw^i Is the principal ej(p«rtcr of ipsods of Lanfiet and' S^^vtt to die Old 
Cmtmeritr Livestock iindjignct3lrurej!TUP.rjini;eethiitTher>md!iofthls FVinclpsJicy 
flrr met, b%Jt die true lourtze of its income resides In cornmejice. Ift enorn^ous 
li'.h ng ancs cofflfncftlal fleet pnivldc gj-eai econornic stabllty. The Mefrhcnt 
ALL*&£lati*i controls die ^itiI!!l^ especially tJie p^iatjMrts, from M*rt«:Ui*il3Sk the 
capftnl, The inhabitants of P^ifilon hate Owllnholf, ^htcK :he^ tleteii far c*iat 
Principality's piracy^ Usjjally. f h.^ton merch^-irsts c onTrnct several mentcnariei as 
cscdrii for their ships. Thi^' also ddo notns^c much iipgrcciadqn ^or the pefflplp 
of Gabriel, agtinst wh<f*n rh«y ctmpece comnnercjaJljc, PhalDniies regard those 
fron^ GabrleJ « ostwMlous find ovirbearirE. 

The miK of occidental and oriental cultures that exiit in Phiilor Is 
the mo4t characteristic feature of die region. The architetture of iti dties 
cornblne? the traditional elements of the Ernplne with decorative detalli 
fmm Lamet and S»iivas. Mditloniillj?. % gf^at percentage oT l5s people are 
oriental, blending much more open Ij' ^Lth weitem culture and peoples. 

Tk Amr hWUmc 

The itrort|[eit oppailtlon block tcs^vard the Empire li formedi bf drt^ 
Azur Alliance, made up of the prlndpalitJcs of Toganni, Remo, and Bellafontt 
(where ttie Lord of Wfir Matthew Gaul had Kis rare;] of influence). Each one 
of these countries is connplptciy independcntt 5ut the^' forrn n. conmon 
block ag.ilnst A'jel. ll Is knov^n by all diat Ga-Jl pretends to ral&e his own 
Empire, even though Ftumo jnd BeHnfonte are not completefy in atcordanc* 
with it- These counu-ics hnM: docfared dhe s.tart 0? a new calendar, and they 
have itarted to r^iint diclr own currency. 

In general, the lands of the AI|Jttn<e are ferttle and posiHS. a dlmats ano 
vEigctaLiort most anab^uii to countries on the Muntlc side of the wjrld. 

TOGAWNI 

Togarinl wai the flnit region to dciUre independcncB from the HoV 
Empirif. T*ic Lord of Wl^sr^ Matthew Gaul, refused to acicpl EliiabcLta as 
ch5 new Empress, He consldereel her weak and, as j w^man, incapable of 
wielding such power, G4Ul, who had his resiiJent^^ In togar-n*, deposed the 
previous prince and nqnied hlmsrif Lord of the Pnndp^llty and true heir 
of the spirii: af Aj^el. 

Togahni Is one of the most cuwurolly and m^lltartlj^ advanced kinjfidornt 
in the world. Almost all of Its rewJs. are paved, its dtlei arc werflowhR 
Wi^h iCtlvil^, «ind ilveslDck (as well as a^cu.-tyrE) keep i: prosperous. The 
w^nes and drinks tfiat Togar'n- producer are known as the best in all of 
Gaja^, In rcgard^s to Its mirilal fl:rength,, Gaul h« unlFled the Did mrrf of 
the Pmncipafit^ wltti his oi^n soldiers, crea-ting one of the stitrngest military 
force's in the wor^d. 



The Principality Is filled with pnoiperouj towns nnd graniJ crtles^ 
Including its capital. Ka^ne - a fortified town built on top of an immeiRe 
plateau. Togann. leads the Aiur Alhante a-on^idc of Rnmo antf Beliafontc. 
Gl^'er. th!4t their northern bordtjri lie alongside o^ Abel's, there is a ^,r. 
deal of frlcbon between the i^vo countrei. Neither side, h-tJwevcrK 'JvWhv 
open wsarfire - nt least not at the moment. 

BELLAFONTE 

The fnfluencB of die Episcopal States li noticeable In the tesrliory 
of BcllafonLe. Monas'teriei and chyrrhies adorri Its green prairies ard liWi 
scrublnnds, This rn^lon is well known not onlj* 'or Its good ccorom^, hj: 
also for the majgnanlmi^y of Its Oiike nnd gwefnor,, Juliana Strarto. Thr 
penalties for minor crimes, perhaps too soft, has inspired a great '^anj' 
bandits and o-utlawt lo venture h Beliafonie. On the other hand, religiaus 
trimei are punished In an essepllonally cruel wajj, luavlnji Jut^j^mcnt and 
BMKution to members o^ ttie Inquisklon. There are very fev/ rownn^ .inu 
almost ali of its people congregate In big cities tnat are scattered al" alonjith-e 
PnnclpaLty. The ndbilit^ has strong tics with the Church, and IE is commtjn 
tl^ai each of the hundreds of arlstcKnallc faml||c£ of B^kfoitte hav« ?t le^it 
one of their members undertaking an ecclesiast't career. 

SeJlefonte fiercely supports the Ajtwr Aillqnce, as It believes that A&cl 
has fonjotten 1^ ChrisLan roots. HowcvcrH its leaders dor't wish to sde 
Gaul In the Emptnar'i poililon, elth^'r. 

REMO 

Ftacir admhistration and the corrupbon of its rulers have eail l-lemo. 
formerly' one of the ntheit PnnclpalitJcE, Lo fall in to great puj^Trtji. In 
addition, many of Its miiin titles were obllterflted bj^ Imperial troops att'-'C 
order of Elparedi whidi has created a mass of refugees forced To beg whei? 
t>iey ma^K. Maritlnne commerce wjdi the New Contlner^t, previously' lluid 
and Important, has almost tllsappeared, sjnce CLfrrentlj* Arlan monopoilaci 
n\i of this t;rade. Imported products have now become a luxury, ard 
aiT willing to psr^ for them, Filthy streets, rumshflckle houses, iind pathetJr 
laokmj^ citlzer^s arc ali that Is :e^ of a once; jgreat PrintipailEy, 

Tne o^ly thinjt of any value that Kemo retalni is a powerftjl anry. itb 
new governor has i»gned n treaty w-lh Togarlnl to support fiacthew Gaul m 
re'turn for economic aid, In this wi^j die Principality hopes to rebul'd and 
renews itself, i^umo's cltlans openly iuppoK die Alliance, considering t^-r 
Empire Jhe source of their downfalL Rc-no nli^> posscsies n great deal ol 
ancient rUins, sotnc of which have not yet been eMp|Qried< 

Tilt' E}mom\ siaks 

Argos anc The Dominion arc traditionally ciMed The Episcopail Staias. 
€s the ChurcJi, In ora form or another, controls, both Principali:*!, 
Although The Episrgpfli Stages are not formally sepji.'ated from the Emp;ra, 
they have not recognlied the Empr^sJs m the legitimate SVCCetSsor to thfl 
throne, elLhev. For now, ihey hsve elected a nE»w Supreme Archbishop, 
power that tratfltionally belonged onl^ to the Errfpcror. 

t-ci;ie5Uf \m reigns wl^h strength In Its town> .ind titles, Ar^ act that 
■neiemblEs witchcraft or odier supemacijnsl powder Is denounced without 
hetttJLtlan the Inquisition. 

THE POM IN ION 

The Dominion is the bp^Hoqu.irters ffjr the Church. Many ?«earE dj|Di 
the Emperor gmnted the Supreme Archbishop his O^vri f*r|ncipcilit;f .ind, 
like any other noble, the Church's leader could found his own cnpltal. f hli 
Is how The Vntkrin €.\if of Albldlon, currentlj^ the dicKete of the Archbishop 
Majpius^ arose I 

Originally, The Dominion limited itself to two single islands found I'' 
die south, but rccondy It has acquired a territory on the continent diiii 
was ceded to It by Aj"giGs. As li to be expected^ the people who :|ve in Tht 
Dominion are ejfceptionally religious. Almost a fourth of The DQmlr!i£:Ti'i 
population is made up of clerics or other eccleslfil offlcen that hfiv« scn^ie 
dlret: Jink to Ule Cinurch. Those who wish to becomie priests have the nghl 
CO a Free ed'jcatlon, and manjf parents send their children to monasteries so 
titiat they C4.n be instructed. These lands ire continuously visited by pil^nn', 
who wish to know the holy dty. For the rcstj commence Is scarce, a-id ^hf 
little agriculture ard i^ishln^ that is produced are not enough to supply dit 
populddon, Howcwer, The Dominion is a pcvverfu:- economic fierce dan-:^ 
to the donatiofts and tithes trial come from ail corners of the workl- 



ARCOS 

Ar^oi 5n '.ndepfindent TErTltor>' thai receives leOTit lubatdw:! on 
behalf of the Church. It 1^ wlthouT n doubt, the mUlUry i\rm af the Vatltnn. 
Enisfwwrl with ^ Iqrge iirrrvy itnd dcvtjLwi crjiader^f this klrigriDm vraJta 
far arrriEJCJ c on Hid lo ■iinally brcnk out again st Kushlsmn, a "pqisDn ou'v 
covintry'" ttint li d«bislriR the ^alTh of Che world, There are-., hcmrtwnr, less 
spiritual inttrest? gt plaj' avnr Kuihlitan, 3* the Kir^g of Argos vvbuW ga'n 
several Ecdnomlc benefits If h« vmgi^ to tanquer those Innds. 

miLycfukni Stales 

Ihu leiiiiiinnji s,taie5 qf the southern area of the Oii* Cdfitlnsnt 
"tnawTi bf the nartie- of ipdepprdcnt StJiiea, These iwlncipQiltles hme 
dlwonnctrtijd thEmscf</fl5 frtnin Abel, but fney h.tve not mndc ,i tqmmcjn 
fnsnj of appenltiarif Wke th&i of the Aiur Alil.nnts. Simply puL, ihf^ preteiHl 
10 be auionarnnus itttcs, more iipposed to the Chfisunn Church then to 
the Empirij proper, in rt!alit;ft none of the Independent Slates <?vi?r truljr fait 
tonnectfld tn it, but the Empire'* military power kept thum bound. 

KUSHISTAN 

Sniflll descrti and warm -.'l.!!!.-^ ^.vvi.- w,^ ',p ^ri-'Ht - i;itiLi. wuh .n'nui'fl.ini 
wattf and vaulted dcsijuns, E>quiilte palaccs^vith ei(ubcnjrita.TTClcniceintrait 

th-G 'iCM^ooitd chy and tane houses fbutid in its l He?, Kuainlstrir'i '<i one 
the strongest ec«norn It .^nd mlitt^ry ptiwcf^ nf ths Indcfiendeni Stares- 
It's ict?len live rn cansuni Lcniion Wltti Thfl Chljrch, I'mfovindl;^ rtllglous, 
thiji' hrLva their own tusEomi and traditions that differ r!vdii::4.lly rrerp &\ou; 
of Ctinii],Tiriit>', Biuuse df tti^itb thej^ have n bqd rt^alionitilp svltti Ar^os. 
indwdinia sn^all skirmiihea ?h4t break out nlong the lMjrd*r, The politJciil 
and retigiaui It'adcr of this Pf intipaiity, Ben Sharld, controlE Kuslilitan In sn 
JfitricHte and comp'icsx pyctimld systuni. 

Since itf *ep.irstlon irtm the Emptre, slawery' la permitted in KusWitiin. 
and 'rtiomerv have b^scame Mcond<l3.i5 citiiens. The Ifws, crxireririclj^ hArin, 
nte tvw mora drflcon'iiin tor foreigners (who are often driven out of the 
CDuritry), They spc-jik ttiair awn lanjjuage^ called Jashu - although q jjrcat 
Tiumbcr ii^Kj know L.itin, 

KASHMIR 

Behind th« Salazar dtacrt* rise the Kashmir mcuntains. Stonj^ eerrain, 
lify |>cd5, ar»d ej<tfenTeljr hot afcas give wisf place* mnne hflbitabie and 
lenije, Kiishmir tonum a gfieit ptherlni of towns^ built of cfmes ar»d cl^. 
Hundnedi of tnbei coex'St, each one with Its own tustarns nnd irad.tlons That 
differ incruiilljty in cach part of the tesr\wry. Thcvn tribes pay no o^temjom to 
the Empire or ibi Inte^cib at all Th«5^ live oFTflihir^i, hunting, md ItvcatDck, 

NANWE 

Nanwc consists oF largely une>(plQ'nKi |uh|^l« tilled Vwith deep rivers and 
thick vegctatlan. Man^ e-Kpiorcns have vetiiured In to these placci in s^rtii 
of tegortdaf ji' citiei or anGieni treisuTes- Ever>' riD\^- and 
thc5^. tKpcdidons drc organlaed to thii peninsula to 
hunt ejtQtIt i^nlmals as w:li, A few fifiblaSf j^lven the 
nMponslWiity yeari ago by the iErnpire iis Lords of tliene 
lands, own a few diamond rnincs f«?m which thi.y g.iin 
great ber^ellt, The Exiswncc of wme irltoes naiivt' to the 
'rSi documented, but no orvt knows much about 
tnclr i&ciety Of cuitomii. 

SALAZAR 

f^rc th4n anj^JiIni f!l*^ Salaiar \i an Irnmijnse 
diHcn., Fc* iirc ihe naiufial nesourcei thirt an be ftaund 
In ?ucii ar. enviranment; life In such tonditiohs i^ tFuiv' 
difficulT. T^ireivt nomadic' ctfins .af^ the orJ^ Inhj^itiints Cif 
the de5«rt, constiTitiy trnvelln}? its iirdcni wnda no find tht; 
icarcr onics that ofist scatterwl thrDughciut tl^r land. Thu.' 
tribes find themselves pcrrn^cnll)' pitttd :ijpln!it (jsch 
other In (in tntrlCiT.ic flj^ht to cons*r\'c the best ar^.Ts oi 
the desert NBturalljc. iwiter has mart wlue than eold. 

In the psst 5ivlfiz.Tr was ryled by ft delq|-iitloil eletteti 
from the tribci ttic EmperfirH an aci ihal iiiwaj/a CTused 
pmbierr^s and disagreements. After the fall of Alxl, 
ihs dat\i tompietflV Ignoncd the pnei^ioui prince and 
ded'icaied thertiielves to iicqalring thrf? bust temtofies. 



STYGIA 

Stygia"* ercnrtor^T;/ Is based on iloviery and commeitei fruit of la ifoid 
mines and it^rrii fnbncatDd *iTh the prencus ^^Gtaill. Its citizens ire dressed 
In meager cloth ing, with a pJeiiisjra of silMe? .mcs j?.c3^d i.idommen.t5 thai" show 
ofT ffleir burnished skin. 

U^llkje- in Kusltistjin. Siiliiinr or Kashmir, Stygln allows women to hold 
posJtlenis of Importflnce wvithlr^ tocicty - gcnumliji' 01 pnastossfi, wisi? 
warnen- or ifven vwriars. Its four sole crdci rtw; cilnng the leni^t^ ol the 
irlbt.tiirle4 ai tha iometh River in ^he north of the country. T^ie soulhem 
pflrt ofdKe kingdom is a tumble desert, pop-jUtad only n few uprcad 
Crtjt nomiadic iribcs. 

Liberated b^ King Ahij^reph, r:tin>;ldcn*tl r,u be the true Emp-eror, ihy 
Styyjaiis cornpoic nn ind-ependent culture tn^t taunts or the auppon d 
KuihisuJi nnd Kjishmir, Isolated from, the wcs-t arvi Immerwii In itv own 
Wohdn rhcv rT'irct any form of contiict with [ixQ. Empire^ or 'ts PQl'tlc.il 
Interest:-. 

fiAHO 

The iandi c»f Baho are miidft up of sleep mounwin mnjies. v^lliryis mc 
a fa-y oudyir.g isiMci. in die paau InhabiMncs ofSalniar emigrated from die 
desert In serirth of more fercili? Innds. Ihc curnem hhah'ftjnta of Bnho 
men And won-icn accusiL^meo to the altitude and terripie tilmatic changes, 
iw [WO nwin cItIes. Shorenn nnd Tlrjrhu, arc built from the ssmc tt'K'rte th^t 
nr^akfis up Cie mount-i^ns they live on ar^d houie almost »il af thf; pcaiple- ir 
thrt Prtncipnlitjii, H.nughtjif and pTOud. the wRrnors of Baho follow diclr own 
code of honon i^nd they are more than w'lling to help Kushlstan m ihcs face 
of .1 posKbie armed tciqfrtinLatian with the Chuixh. 

Thii principality has two Itaders which are chosen from thfi wiscit and 
5i:riJng.eit o1 men every ten J^i^rs. 

ViU% Ik Eastmt imiis 

The Eastern Undi are matSe up of Lnnnot and Shlvat, These two 
F'rlncipflllllEi keep thcr^iSR'.vcs n'^y '.iolEiteci i^rom vhc reit of the cuii.in 
and bcilcfv ol the. CDntlnent, All througVi history, they hiwe led nurr.ci- 
fruilnjtoO .jtLcmpts to aepjl^'atB ll-jemselvrs 1nom the f mp.rcr. Wnh i.S' 
of Sifli, thc^ have founo the Ideal time to- do. it, ,ind both of therri 
d«;l(Tfeii ihcn^seiv^s indepefldent itatc^ The people of Varja *peak two 
dirtEFWit language* - L,snriecenie and Shkvaiinie - iind wry few [jtople 
truly kfiow Latin, Vne/f also hs^e their cwn currericf, diFferent m jhapc 
from those of the rcit cjf the world. Ane^doiaily, both countries hiivc been 
fac<n|i off fcryefthi-, but their dcsirs not to be the Empire's pre/ prevents 
4. cfinfitcT from bregklr.g ouL In addition, they are sapafiited tiy i steep 
mount! in range, rcqu:i'|rig whole w^cks la cross. 





LINNET 

L.inncL Is a land that UTslr.iUy \m\ otT fishing ,l,nd comrnctTE with the west. 
ihiilL IB iMtnw^g.mL praducts n,re VRrjf ^.ought after WCItCrncrs. AmoriR 
n^^rtf other &ll<n^^ l& •ncspam and steel anj nencrhvnisd iTie worlo cvtr For thd*' 
quality. F>tonK.*iel«5K the people <a( Linnet arc eMccptlonrijly xenophobic with 
westcmcf?. 3nd tiicy ar,\y a\\cw them In the^ pari cities If thcj^ +iavB pi perrrirt, 
Jh^ are, without a douhit, a dosed cialtuF^; wi^li oW trjdiaoris und Ibrmdiltteii. 

The popu-iitjon Is divided Into two different casii - icrfs amd noblei. 
Nobtes. who belong to ^.imurai hauses^ arc the ati\y ones permlttEd to 
tsfry ^rms, white ierfs ll^a submerged In the most complete subjugation, 
The Lanntccnse sense of honaf, 3i well a many of ttieir custon^tK csn bfjju 
bit confusing at tlm« fur westamefi. Thty openly i-e|cct ChnsUanity. which 
has priDVOkcd a confrontBtion with the Church, atthongh noi in such a direct 
wa/ M It octurs with KushlitisnK 

territorj' Is small and very maun tamo us. (jgt reg^less of cfili, 
Its l.inds hiive ,i gre-it many inhflbllanli. There a.re onl^ twn miiicsr cltlw, 
b'jt hundreds ai towns exi.st, separated Of moLntairi aneas or lost within 
wooded vaHcji's. Currently, the Emperor Akira Tachlbana rules tha fi-^e 
gcfVLTnlhg houits o' Che prlncipiiJlEy, thou^rh he maintains tertdln disputes 
with the Sshogun, *n importiin? military jijeneira^. 

5HZVAT 

Tht lands of Shivat arc fcrtite far the cultiwrtlon of rice, scybaan and 
spicBs. Deep river? -met grCfit vmoded rtiountajns adorq its bennHyl scenerlei, 
so cxunvagant to continental visitors. Although not us xenophobic ai their 
nelghbniri from lh« northn Shivat's inhabrtiirLs bflinely tolware 'iVSMitemoriM 
Howevipr, itM^if do At\wv them to enitr ihcir tErritorics and hi^e wen .idopt«l 
some charactcnstJcs frpm the Abel cultUfle. The ShiVat Em.porof rules wim 

ptAver frorn th^ garden pJiJiiCE In Sh.TTi Lu. The noblci do not ihave as 
much pawBr in Shivat as thctr countcrp^rti do In other Phnfjpiifitlei, Like 
j-iinnet, this kinijdcfm usually trades -ts products in foreign countres, but rt a a 
self ,?u!''ilr-H?nt Princfpalftji', rapnble of mcetin;^ Iti own prlmiary needs. 

Shiwic IS the blrthpliace oi the mnrtlnl urti. Widih K set apart from, the 
mountains, sits Malshen, tnc greacest te-nple isf comtiNtt 'Aylni <n the world. 
Every Five y^jLfi^ a tourndmtnt of unarmed com bit h Drgar*lzisd, wh«h 
fiime iiwell known in Cab. 



The III and pf Tol Rayko llei in t>if. middle of the Intertor St'n 
found. Th« legendarj/ plijc? lervfld as the ancient bastion of Rah 4nd 
the (umtnt he^idquarteri ^or the knights who gel their n-mc from |l Tht 
sle«p tllffi of the mountaans thqt su-fnound To^ Rauko flHew access fnar- 
only two port areas, tMJL*i af which are guarded well. 



The Nculmi Amii 



There arc two areas In the Old Continent that defsrve E& b<a mchtlgned 
1, iT^H on their own, giver, that th^ do not heiong tfi ai^ of the ttrr<tt]OflM ihat 
hnyie been mentioneS so fir, 

LUCRECIO 

The' principality caf Lucrecia is vrarm. with il multitude of rivtrs, Jtreen 
fields, and SiTioll mountains. Evt:ryono within ts borders lives with ii gre.it 
sense of w^ll being, which often makes ihcm ignon: the outside world. This 
is due In gfioFit pan to tneir diariirnaoc ruler, Prlnet Lucatttif dowinl, who 
Isvenerritpd by its inhabitants, 

Lucreclo CRipitdl hai changed namqs rccertly snd. m hcKior of ita lord. It \& 
called Du'lucnrt. The laws app^y cquaily is everyone, \tf, peaple have ^in 
ekjVatcd scfise of honar and dutj^, Ttiey feci pnoijd to live where they do. 

Ti^e tultural development .'n Uecrecio eMceed* thflt of the maj&rity 
gi the Pflncipjilltles, and iti titles have libraries and puhtic schools wtilch 
ar^ne can attend free of charge. liE atjo tiai the Gnarid University, the most 
Importdni' tenter of studies in CaTa. where clawes art' j^iven re^rdlnj all 
^he kiown lEientes. 

Its armies are not very powerful, but li li &ald Eh*t LucnjclD has th-e 
Rrealcsl spy nng In the wofld. iind diac ICS lomd is nwaiic! af alssaluiEey 
evcfj'ihjn^ diat happens, In Gai.-u For now. no one hnows ejtatdy whai the 
Ust descErhdent of Zhemc Gicn«nrl''s Intontlons air^, He tiini not declared 
himsetf Indeoendefit from the Sacred Hol^ Empire, nor tras he sworn loyalty 
Id the Empress- Onlj' tine Will ri?vei-]| this enijjmiitic man's objective, 

T'HEI-NTBRJOPLSEA 

The enpansc ef water that extends Itself to the center of the Old 
Continent Is known 1:15 the tntsrior Sea, where hundreiis of isl[ir.d5 of zill 
siffii are found, The bigger ones t?elong norrnjll)? to ttle prInclpalltiEs with 
the nearest toasti, but the rest are a weltj of smfl-H fiJihIng towns or pirate 
l&ieti that iitlAck thc»5e boats that pAss by themu 



The t^cw coniimd 



The N<W Continent la the continental iiiiUii that is found west ol' Qm- 
k has dhal name because it was the last territory i>niie^d the Emplri.', 
and f;he one over which Abel hdi had the least contral. It In sn jrpa thai l^ 
geographiwilj' va^edi^ fountain Ing jsreat plains and huge forests. The UntJ' 
cloicst tci Lhe Old Conti.lefit sre itnown 4* the Brfldchecf Caaat, and tfios 
are the Areas mast trawiiied bff ships, T-lit wcstitrn region takea, it namt" 
from the Intcrl&r linds, where the influence of the Emplrp was felt le',^, 

MANTEFLRA 

Manterra |s not very different from an^ Other area under the tfirei' 
Siupervhio-Ti of the Emp' re. As the terricor)^ on tne f^cw Continent closest Ui 
At»l. Its lav^i, beliefs, and social structure arc a living emiaodlmenc of rhov 
of the S^ered Ho!y Empire. When the Emperor fell. Nanterra remflln^U 
Indcclsivef widnout daring to declare Its support for the Empress^ Curnsnd>. 
Its prfncfi, MIsSio Mnshcn'kii, desires complete mdeflendence from its islil 
rpgts^ Howe^'frt his youngest brother, the Lord of War Hh\^f\ rrasher.T.,-. 
Itves In the same pRnclpal'ty and hhis a ^riwing sj^mpatriy toward Elisabett.. 
For now, there li □ jiveat divisian of opinion fimong the people. ,ind althLumL 
i3 rnq|oritj^ supports the younjl ^iri, Ihcy prefer to wait and sec how thill;;.', 
develop befare granting thuir fidelity. 

Their main ;^urcE of income cofTws from commerce with Aria", 
trading, praducLi that hayie aecn acquired f'rom die Interior liinds. IHanterr . 
aiss enjcfj^i a Vigerou* agntultui'al and livestock trade, This Pflncip.il ty h.r. 
tmr\f Important titles - Including its capital, Magda, 

COpJNtA 

The Immerse territorj^' af Corinia cons-sts of a grand iteppe on w'lid- 
dltftdent cLifi!, and tribes live. Its Inhabltanti live In smnli Eents. wriicfi thi-r 
pitch at nlgt^t so as to contlrue riding during the day. Mast csf Its cltizc^-rE an 
warrior nomads, ^^an^ oF whom strMgglp ilgalnsc i^^th OLiier aa they sccI' 
wenllh 4iid the honor found in com.bat Just tht^ee dues ren^iiln detachcr 
from, the conflict, betwer line cl.3ns - Stieenar. Valruk and Rhundar, Esfi 
one of tiiem, feunded centones be-oro Abel, Is very different and has 
own potitici and iradtiions. Noncthclessj there qr? two things thejf hiJvB |i 
cotnman - coarse and poorljf m^isnlalned bulldhgs, and dangerous ati 
that require nc-n and vKjmen to n^main .irmed. 

Ideologically icpamted from the Empire for several years ww, Ehe 
of the Emperor has had little significgFice ta CorinJn, 



.is i'j. 



AI^ABAL 

Ambfil K known as cshe K'ngidom of V^fetor, because of ^ts numermj* 
lakci, rlvcrsi gnd tributaries, 5<}me of Iti cites are buHt atop the water ni^ j 
are Impressively/ beautiful, Ar^al supports the reuniting oFthe HtKly Empt* 
but believes thiJt Eliiibetta l^ not ready to assume that position. Thertsfenai 
Its rulers .ire sure thnt she will bc osmcwcd ano are waiting for the naming 
of her suctcsior to pledge ihelr aHe-giiincc. 

Economic 11 lly, Aohal is one of the most powaHul Principalities In Uils 
part of the world - even rhough rts iimiei arc pretty weak arid ill-prepfinxJ 
For a coftfrontaUon. On the oth-er h"ind, the Ar.tLiPil m.irlnes are the best in 
Ga'ia, jjTcwfi fen- their iondncsi far taking 'ong trips for the thnll of it arid 
caver.ng the oceant back and forth In seith of wealth iortune. Llls 
Ma.nterra^ this fVlnc'pailry owes Q great d&^l oFlU success to camm>erce Jkr4 
to fts naval fleet. 

YGPRAMA[< 

The e^tenilve territory of Y^ctramaj is a collective O' Independtm. Flefi. 
Ev^ry lord h;9i his own army, and It Is tummon fbr h-s knights to ca-.tid 
larf:;c extensions of Innd. In spite of sixK ostbr.tailOLts. mllitiary mljjht. \t in 
tmnnuil territory where the feudal lords seldom fight nmonjjst themselvei 
for terntorles ar possessions. When disputes do arise, they are r^&oived 
dinou^h s&mo fom of tauni^mBnt cr fiLual cambat, 41 d^ie people oF 
Tgdramar cm/t ftune and notorlt^ty cjVer money or power. 



The crewn la divided butweitfi ithe three mcMt powerfijl noWea. 
cgHed The Trinity. Thflsc nobles act Irv one atccird when they fyrKtlain 
ns ihe king. YEdmmiir'j bonder wlLi Co?*lnla li stmngjy watched by the 
nr il ^infdom'i trappi. gjven that. Incursions by sEeppc tribes arc commoJii, 
''^i.li-t'ii.ir hili icparatcd Itself from thR Emplix fef purely pfiibsophical 
rwsons - t?ieHr tnadltlons malai It difficult to rdlksw a w^Tnan. 

PRISTINIA 

TTiB principality crPristinia bi a terriajry of thick foi^sca, hllli, and valln^. 
vvtiBrc VTiall viilBS ar<] towns tocxiiit in perfect h.TrmdrT^ with nssturB, Each one 
has its Dwr.tradrtianalorgii.ni7iit:tDn, lead hy an eletted mijjrar. In Eln.i, Prtstimii^s 
onlj' liir^ city, one tan find Prince ^lll tie Vicfl, ^vho hfii no Interest In ruling * 
ov^rt- tiie laerntor)' and |^£V« cornplete freedom to cverj^ion?, Hf' hopes that 
the Empress will ior^t about *il5 inslign'Fltant kingdom and let them continue 
||vinf{ «n peite. Pristnlti's n;rml£;s are pradiiLaily noncwiitcnt - althaggh Iw 
faresteri iirc very skilled fijghdng jr. the woods. 

Due to the shallow depth of Its beach firanTs, ji? weo as this muflJpte cliffii 
diijt lurrognd it, PriSQTiln can access &k sea onl/ from a ^m4ll poft tjown^ cat'led 
Arcta, TNs rough tijwn serwei as ti Kopplnj^ paint far nnvigatDrs -miJ ifiHoni 

In the heart of Pnstini4 lies ijhe Leaf Forestn one tjf the most cuienslv* 
fereiia of CaTa. It \i rumoured that its InteKor holds setreti frtjm diicant 
dmcs, bu'. rhi^r \'i a logend which tkH hctilt been prQ^/€!n, 




-■til "^liff**"^ 

A ptctqrG'^ . . I I .1. I: I 

ELCJA 

Ekta li a land d^at llvfes off Hwestock and the exportation of 
iplC'SS YD ctie Breached Coast, Iti cities are verj^ pictureiquep a curia us win 
between b^rc5qu« ind Jirabit architecture. Traditian4ily'. tt h sfild that their 
wtsmcn have 3 captivating b<!aut)f md arc^ i^Kperti in the art love. 

The various hrother^iaods a-id uinipni itemcnitrate a power w>thout 
equal m tdfie political life of the kingdom, as they elect their kinjj and form 
'!■■!: pari lament gf e-ich crt)'. Eac+i of these groups has t:hcir owi^ dialect, :i 
■•■.Lret guild slang that Onl;^ its members know how W ^pesik. 



ESPHERIA 

Espiieria Is one af the few PrincipalitiCT thnt m^iintalns a declared 
QppaSltloh ttj the Church, It allavrt fcr any form of religion of pmctlee, 
even those cansldtrad evil tjy Ih* V)i1lcin. If It weren't far the disinnce. 
The Dominion vrnhld consider Eiphcrlo fl blasphemlns land likfc that of 
Kushtstsin isnd would iry id fjniih th-em qff. In tspherl.i, them 1* ii torripletc 
equalitji' 0^ the sexes, pnsbably becauie of Uic influence of nearby Dai^ne. It 
Is a land wi.th rcvolub43njirj/ idew on couaiiC)' For all tlie social dasscs. 

Its econorny ii baied principally nn cultivation, but it >VJO posaeiiei 
Important industries that eilltAV them to trade with the Pnnclpalltle* of ihe 
ftrtsiched CoasL 

ITZJ 

tel Is an eiftenslve forested area with vHrinus tnaplcil iiinnd^. Several 
native tribes Hve -n these Unds and tfj' to remain separricetj from the 
prQblen\i of the woKrd, Decsdes before tJie fall of Ellas, m.ayae even before 
th* nrrrwil of Lflitcir Giovanni to the thfTcme, Itil already separated from 
the £m.pire, Itil's prince disappeared uncter strange clncumitancei and, for 
nOW^ no one h^^ traken hij position. 

It is a VKiry dfljigerpus piace, fu'l of une>i.p^Dred arcai and uncivilised 
aborigines that believe in iUDcmatural hoaxes ^ni p^^jjan rituals. It barely 
deals witti the' i^t of l:he Frlntipil ities, but every now jipiJ then, some 
jjjTujp n( t!Kplprers penetrates Its Inner depths trying, to find gtjid 
find other riche^a, 

ik fur A\my \sknds 

Two Isl^Jids ejilst In the nDrtKem an;* near the Nerw 
Continent, They pretty removed from the Empire and i" 
problems and don't really t:wie abeut what happens -n Abel. 

DAFNE 

Dafne^Th* Rose Ijiland4 fs a platse wbere ooHtical power ii m 
the hands of women. The sucteisor tQ d^e throne nnust alwn:.- 
be a female, who obtnlns tne title ol Dafne, Lady of the f^osc- 
Gender nsles are 'nverted on this Isliind, fl.<id the jobi that an 
r-^.iditlonaiJ)' ass&ciated with men are chjne by wo^nen - m<i 
vice vters.T. Eife*i the guards and army arc made up of vvomcn 
perfectly trained in the art of war. The men pray a seconrfary 
I dle m this society. Thou|h not considered ila^s, thdr voice is 
pnKticaliy unheard. 

The island- has ffsat natural ^«sourcei - lo much so. in 
I ict, Iticit it docs not need commerce' or the support of other 
Princlpitlltles lo iurvlve. Dafhe's citijacns feci quite proud of thar 
Unfartuna.tely. mln ^ .ilinrnt tonstajii ;n Dafne. and then? iin- 
0n5y a few times when one can see tJie sun. Its ciliei., stunning and 
imporianu are aiso very ostentiir-out, overloaded wiUi tfeca^is 
and jidomments. 

BERENT 

The inhabited isl.iriri fmhest out in the world 7S Sekent, |t 
if a territory that v^is ofily dlicc^ercd ^ few centunei a^a, and^ 
to tnli dfiy, it hM only been popul^aiiKl along its sauttiprn coavl, 
where a i^ew cities hii\'e found fl piftte. The northern pari", of the; 
Island Is ejKeptign.ally caid. and sncAV is present almost all year 
rqune. Beciiiiic of thls^ It has yet to he compleiiely explored. It is 
said that explorers hiiwe found ancient establishments and ruini In 
the interior of the island, t^iough their origins, are unknown. 

Bekcnt li a refu^ for many fug-tlvies find '.hose who hove 
hf5d problems wtth the Chynch, Many nobles are ti^ln^, to gain 
canpn] wer It and be crawn^Bd with the support of the settle:! 
population there. 

CITIES 0F THE W0RLD 

T'le r-noit iriteresLinj^ places in Ciain inre withDUl ii do.lbt its titles. Large 
and small metropolises arc distributed along t?iE length nnd breaflth of '.he 
World, filled with ehsir nwn uniqui? tharaetcriatlcs which reflecr. the customs, 
of kts inhabitants. 




The cities Qf Gs'ia are a great plice far plltlciil Irrtrlgue. [;onipln£Jes, 
'jccrel rTTj'Sterlei, and shadrnvi tha?: move «n the nlghL A cicy Is 4 perftst 
setting reir the devdopmcnl df rnjny garnes W even a campiil^n. Dbc to 
reason* of spiite, -AC ur\ not deiall cver^ t;iy In the wholp ^or^d. HoAcvern 
wc can present spme the mois inlerestlnH so ihnt ':hvfy cnr s^rviJ ,15 an 
Irisplrauen fiof as the Gamt Master 

ArthnriAtl cJ<*Jtcd even before the nse of tht? Hoi/ Empire. Built in 
the s^me j^nr thilt Chflit ctied. The citj' vvas mlsHl ^irijund the tomb of [he 
Mrtiilah^ ig as to honor his micmoryr After Ihe v^^ar uf R.i:h, Zhorn^e CijavaiD'* 
ordered the restoration of the rumejd ciiy and evencuriill:^, Archangtl Stecqme 
I he i^apltfll n( the Empire. 

Archangel I5. without (i doubt, the bljuest cit/ In all of GaTii, Bulk on 
iin Immense pJaln, Anchangcl eM?«n:ds Itielf over several da^eni q{ mlki. Its 
mnxnlflctrice Is Incomp^r^h'-c. It built with a baroque anchlt^rturr*! 
st^le urtllte an^ ethtr place. AN of ^tj ro^dA arr Eiomptttd^ paved. \U 
streets have lamposu to llfumlnate the nlghl, and Ic n iTYodern s*Vi«r 
ij'^iem.. The Zafir r|vw crosses through Art;han|el Ir^ two different places, 
pr0y/ltfln|[ the clt^ w.'th ah tfie water It Jieettj, 

In Ehs center of the city s-tli an Immenn* column trcwnad with an epw- 
nrmed stone ^inge: whose 'ivinj{v are extendMi. This strLctunc. which ^Jvea 
thtf tiLy Its nnmCf Is aJmost 1.DDQ fees ta'l nnd can bt seen from across the 
i Pj^icjn, There arts chree enormn'Js fbris thst e*lst wlthi^n Arthani^e! - the 
Imperlijl coitle, home of the Empress Ellsnhettn Biirbndos jnd her courts 
Avcrua, cBistK:. rc:5BTved for the Lord of War, Tadeui Vtin Horynan, 
p^ind the turrently uninhabited Holy Headquarters, tite Vatlcat^ €athedrtiL 
L^.idrtlonJir seat of the Supreme Anchblshop, Also, therff .ir* hundn&di of 
iplcndld piilflces c*wned by nobles and the most important bourgeoivle. 

5lncc the dawn of the Empire, AJrhiin^el h.is shiClterwJ all the cu lturej 
^^nd elhtilc j^roups o^GaTa. Each group has done Its pari!, tar the cl^y, which is 
reflected In Arch.injjers festivltlti, tradit-ons ^nd orjganizcitionii. Currently^ 
the citjf has iilmiost thnee million ptaptt, moit: then double of any oth<<r city 
In eiKlstente. Archrani^l consists of different municipalities, each of which 
hjs 1 civil i^ijvcrnor that deals wlt^ secdnty nnd Ftn^iwei^ In turn bcfonj ti^e 
delegate of the Ei^iprcss itnd the master of the guiircl*. 

Archangel has no defensive wnlls and It docs not need them. The city 
was not built with the ln!,ention of tielnfj a biatlon, liui rather a jirvwej that 
d^3Htes the v^bole world. 

The VViiVGi of the AnctElL 

This Is the name for th« cenCiirmost sectbr of the city. Here, one Crtn 

find the three larg«t palace?, as well as irtie rlcheic hausci and the most 

iUJ^uhoui Inns, The entire area \i decorated witti ^nsnd gardens, ircweSn and 

fountains, which are v^iteres thiink^ to a modem system of chfimeli that 
rtsdlrect the floVtf of the hver, There one can aisc find the Chapel of the 
fUssurrettlonK where it l& s^ld the body of ChHit /«4 buhed. In this district, 
the guards h^ve no lurlsdlctjonn for it Is the very san^e Heiven Order, the 
ocrsonal agent* of the Emprcis, who ire In charge of rrialni;iiining The order 
ind watching out '^'or the safety of its dllzeni. 

One needs pn official pass to access this .tj^a^ which costs 1 Gold 
Crowm. 

The CkE^ ZaK£ 

Ttie Grey Zone is an en.i;3Etve found In ihc northernmost p-^rt of the 
dry. k gets Its nicicname bcQiuse of the fushen-totored rooftops of houses In 
the jirpa. The buiielnigs within The Gixy Zone though sepflrated fnem the 
Centra.', art! a o^the city, are luKurlQ-Js inuhi'itorBy afl^lrsi This area is filled 
with pubs, taverns, and Ims, oi well as ^amblinR houses and other iHegxil 
establishment!, It tends to tie the liveliest are^i to viEli at ni^t, and each 
business teeps its doors open until sunnse. The guards turn a hrind eye to 
most small incidents, ai v^wll. Thn is probably the only place In town whens 
erne can be the victim of a violent theCc. 

Tff £ A«,ENA 

Near the center town^ one can find the Artna^ an Impressiw 
Colosseum that ha-s roonn 16r almost 10Q.Qt30 spectaJori. fiany athletic 
spcctiscles are performed hfirCn observed closely by the emperors, (who 
can ice from □ nearby altar close to the palace). Every three years, with the 
cominj; of iprina, the Tao Zan, a prestigious Combat tournarnent which pits 
the tacst combiitwts in the world, is held. The only thing not allowed in the 
Tit; Zan I3 the Intentionat killing of /Q-ur oppaneT.. 



The SmE|il5 

Arthanigel possesses the most complex sewer system Iti Etie woria - an 
fflttensJvc and intricate -web of Tunnels and levels th.ii extend amass the bngri-i 
of the whole city. SInte sleeping in iKe streets of Arthnngel Is proh-blbEd i- 
law, the kw vagabonds and bcjj^ars diat live within the city find rt-fugt n. 
the sewers at nighL Newrthelew, m,iny of the sewer's tunnels hove bi' ii 
sen led off by Imperial feirccs. f^haps thcise access poinu are t&a cAise to '±ic; 
Empress' cnstke - ald^oufih rumori speak of other stn^ngE serreti. 

The Lv5 Q^'.^iiiTEa. 

Ifl b the most Important commeranl sren In the oty. WNie it is pqsnhii 
to Kquire ftlmcffil any type of produit on ary g.-var^ street or marlcet itie l.v^ 
Quarter contain* the riresi iind m«i extravi^pint jjuods, bnaught from the Iciui 
ctwneri of the wqrkl. hfere^ one ciin buy ary^hlng, fiiom mecha.nlcal gadget ;i 
firearms. Nonetheless, it is a\si one of tite nwt expensive merchant areas r ii 
of G^ilfa, with prkm two to three dmes higher th-TT other mo'ltca, 

Hcmtc, Ik Cily alojf the Kum 

Localised in the only pass m the Windi Mounam Ran|e of cht " 
In Gfllg^dos, Hecate Is a city that fsnds itself luMtaposed with the mountain 
iQelf. As legend teilsi. It («35- built C^er th e ruins of Another citade*, whiUi 
Eunk for unltncAyn reasons during the War of God. All indlcationii suggf.i 
that the arc^nt conilructlon v^as not of hurn.5in origm, but Che elabarii:" 
iwrk of the Church and that of Tol Hnuko have succeeded in convlrKing ri" 
miyoniy of its inhabitants 10 ignore this fact. 

Hecate ti a hugti narrow gullet that joins. [jaig^Tdos with the rest of "Jn 
contlner^t. It i^ n very [Mvpular tity, as anyone who wishes to ente' into flu 
Pf Inilpaliry bas to pais dinjggh it or lose se^nsl da>* tci a long mount in 
journey. Its inhahitanti are moilnly miners, and thc^* make their liv ■,. 
eKtratting the Iron burled In the pass, Hov^wer. in the Las: lew yeari, the uv, 
has expenenccd a great BConGmlc expioskJn; many mercKints h^rve sEnrii' 
to settle within HeciSte to Sell the-r product! to the travellErs who visit htr 

T>ie city >iQs a very unusjal shape - It Is very nsirrawv and extendi itself m'l 
the length of die pm for □ few miles, Neverthdefis, m.ik^ the best d\ 
liml;ed terrin;iry th.it they have at their disposal, iu-j inhahitinLr. tJMlIt h-outsei ■ ■ 
Both s^ils of Che gullet. Held together by scinc and ^vDcd beams, this new p'r ■ 
of the city iimost lltemrily hangs from the walls, h each one of Ica entnro: ■ 
there Is a huge m«tal door which rormally remains open until nightfall. 

Lady Marina Daorlond rule* the city. This noble Is waiting to attam enoii|.. 1 
Konomit and polrtlcal power to convince the Empress that she is the Idci 
choice io be elected ^he nc*t prl'icess of GaJgndok, Lidy Marird hUh a Rr.M- 
number of guaitJs, and she ,s very IntereHSd in the safety ol her subjerti. 

Apara!<imately IDO.OQO peopie I'-ve wkh^n HetAtc, a tru^y staggerini' 
numbef for such a small territory, 

Tf^H Stone Pa^^qe 

This Is the part of the niity built directly into tjie eartji between the two 
walls of the ^uikt It Is ^he oldai? area where those of wealth five, since ii . 
eas-er to live Here then sgalnst The walls. 5t Is filled with faverns and stcsrf., 
ai well ai st&nc :cAvcra. The tiogses are ^.utrpmely normally four of liv- 
stories, Gener;illy, tKey have an exubemnt and oitentistiouii appeararici;. 1 
sample of the charucter of Its demaeni. 

The Tc"^e:3> qf Ta.^th Lomen 

Rising fifteen sboreyi in height, the tow^tr of Tarth LiJmen watchi. . 
over the whole cty. Ic* whiifrcolorcci marble ssands out Against the d.ni 
gmy which Is Common m the rest of the clc^. Garjjpyies m shapes of do^-i . 
d«corate Ici protrusions and balconies, nrd It* dome is deforated with Ni- 
stEitue of a bejticlful woman, arms upraised and es!,tefided toward the ix> 

In real'ty, this fubulous structure is the only constrticcion chaT rcmn ■ , 
Df trie old citadel - although the people of Hecate arc Ighornnt of this f !■ " 
The tower i& the current reijlcJerrce of l^ahna. Lady of the city, but u'^ 
young womm spends very little time within it* walls, prefcrnn^ instead i:, 
truvel from ofle place to the next to Incruasc her influence, 

Ti-iE Hanqng House3 

The hanging houses are the newst part of the city^ where the mint • . 
and people of ittle economic nesogrcea live, Ic is mfltle up of hij|e baitin-i . 
of wood and stone buPt atop of columns. Climbing th«m tends to bm 
very complkatecSi 3s one must ascend a tangled system of stalrrAie* ditt 
MMTieDmes turn Into true labyrinths. In some places, the hunginE housai 
connect dlrerfly with mining area*. 




The Access PoiNti 

Th-osB ^n> opening)} that al)qw pa^^to the ruins of the clcadel bnder 
HEcatB. These cniriince* where dlsawertd by tharioc wnlle the m-ints 
where being £ri«:^rtf,ated, t^nny people cKplsMHijJ thtm nulrii. nevMlIng that a 
jireat oFth^t snccnt pry extjended Itself betqw the mouintflin- The Wngi 
Hecate preferred 10 hold this SMnet for sornc tirPE. m s<^*ral explo-rer* 
found verj' valuable objccti, rhey hoped tn exirKt ■ ^reat deal of 
we.ilThi Un^ertuniitEli/, manjf of these people dIsappearKi «■ returned 
fqmplcLely cmay, Those cventl jiorted the tempkrs of TdI Rauko, who 
dosed Jill the kncwfi eiitrancei, cFDligpEing the mDnflrtns lo crease sevnre 
Inws iigahs^ entpring she cItadeL 

Trf£ Search ?;fi5 

Bc^rc tile cknure of tihe acceii pofntf. iin ^trtviagaFL associiitlDn, 
called The Searcheri, e>i.l5cett. These men nrd women dedifiited thern^elves 
to cxplDratlon of the citadel, seiirnlng for wcdi^th arrMd the rulni. Although 
Tha SejTchHrs iiw!! offlcrahy disappeared, tranj' groups continue to work 
s«retly either far wealthy noblei or for themselves- Even Mnhnj Oanrlarid 
hsE contFijcted um of these groups and thrir^ged them '^th eKp iorlng the: 
rulfiL She hopes to find somechtng that wHl help her gain ihe position of 
princess of Cjas^adfls- 

AmcriclL city of Free rmde 

ir ws during the peek oF the Empire when th« first city af free trade 
was founded.. During that time, b,indits and vlhalr.s farmed simdll tamos 
where all types of llles*l businEss Vrtsn; dnrie. bttle by llttfe, the*e gn^ups 
|rew around the ruins of aiiflndonod cities and eventually, thejf becijrnE 
true cldEi independerst of the Emplrci The dlsposaeisSBd. than* who d^d 
net have any other honne, and fugitives from the Chumh^.. oil conffnegaKd 
within these ctles. 

The Empire <fi^ ^ware of these clclei, but the emperars pnEfferrcd to 
kaw th.em h peacE ai long as they did neit prowte seripus prTabkmi, The 
princes Were aljd conscious of the increditsle Efanprnic benefits that 
piese Cities represented, a* they cauwd money to TIdw Into their 
Printlpalltle*. 

AmiEric-h is. the First and gntattit of thes& Free Trade Cstles. 
It is iDcatsd amid tJie tanvergence of Li^cnKio's^ Kenan's, .ind 
Bellofonte's bonderSr ^rid it g^tw frtim old ruins descreyed by The 
BfTny ofR^h, AmEtich 1* homo to All types of peapler-l'rqrn assEjsslns 
and thieve:! tj& nobles fallen '■rom gr^cE, $|asv|y. this city hai become 
& safer pi n ee to hvc m, Although its streets are nevier quie-t nt night, 
eertJ-n rules havE been put into plMe. Thij «s due largely to the 
Council of Co^Tinicrnc that rule* over the city- This council ccmsiisci 
gf eiiiven lenportant bourgeoisie jind crimE lords who contnsl the 
r-iajority of the Illicit business gnd II legaf iju Ids of the ncnrcy cities, 

Amerlch dqes not have a distinct Type of aTChltecturs, In feet, 
rts diversity df styles is ItJ style. Fustic stone houses, luxurious 
mansions, oriental buildings, baroque towers - qll have room In the 
City pf Fnee Trade. Currently, It has betvrticr- lOO.QOD and 300,000 
In^iabltants - although that TiumbBr n ahv^ E'^I'^S- 

Apart From Americti, there are thre* Iflf^p Citiet Free Trade 
rhat cxiit In Lannet, Mantefru, and Gaisrlel, 

The HtGH Area 

Th« richest. people of Amerlch live In this Area, ii^hkh Is filled with 
palaces and small walled fortresses. Its houses arc heanr ly guarded by 
mercenary armies that prov'icie all qF thE sceurlT/ that ttiey need. 
Tht miembem p^^ the city's Council of Commerce hove their i',omEs 
here, ail weI| as large btisiresses and othtr mere 11 legal operations. 
Niitunjlly. there li i l&fije rivalry that ejfists .irngng council members, 
,iid the scru|E|ie for power \i constarrt - and ludiuda ejctordon and 
j^^aiilnatlon. 

The Black Maflk-et 

If you have somEthlni Illegal la mW or buy, the Black Market 
Is the IdcaJ place. Hundrtsdl of tents occupy the grand trade plaza 
■. I Amcrich and extend across dozens of narrtAv ijJieys. There, one 
k-in acquire sinything, aa lon^, as one h,fl,i the proper pijji'mEnt, In 
tfils pla^E, assassinaticins and thefts sre tomrriop,, and therE are few 
merchants wtio do not employ mefnenarlfts as btj^yguardi. 



The Sniping 5Ti!iEET< 

The cmpi^ streets fHW with balconlci and wlnt^CAVS ?tr^ knrwn as Vic 
Sniping Streets, Its name bocames cear when seme absent-minded passerby 
happens CO t^a^fel thmujjh - he U riddled by arrows fvum the shanpshooteR. 
placed In the housei and picked dea:n ijy thieves. Narry t«nie4, supposed gutd« 
■i^alt on the outskirts of the city for tTrariKers to arrive. ofTerlng to lead them 
through the safer areas of the rjty. These thipve% quickly lead Unsuspecting 
tourists to The Sniping 5c*^et*, where dneir ccimradc4 3v/^\\.. 

The Contract Lcscales 

Jn'che tgyerriB and ln,ns oF Amerieh, one can find rnone than high- 
griide drinks. A |trcat majorltjr qf these locales have private rooms whrfu 
shado^^>y figures close dirty business dealings and mercenaries and iissassln^ 
bid 'or woht. 

Th!- "Coop" NEiGHfotHDo:-' 

People refEf to the safest ireas in the city this way. Within them, the 
Council nf Commerce has banned ttieft and MMSBin^tionsi as marry oFl^ic 
ftjmlsles Who ^*ork for tJiem live tiiere, h f&ct. a group o^ mercenarlw 
mateeii sdjre that no one hrs^ these normi - and ilntt Amcrlch has no 
Jail, JLwtl<e Is often swift. 

The P.'^FlKNE!i5 

The Darkn&ii Is che most dangerous ndghhor^iocid In all AmeHth. 
Even the worst asaBlnt fear its Int^flor, and not eve-n the CauncH of 
Commerce has Ini^luence there. \t \i found In the smtt center of the city^ 
near the rylns whana bandits first raised thEir can^pa. The Darkness \i 
papulated all kinds of peoplE v^ho an/old even thf sh-^hi^est type of conlact 
w'th the rest of die city - or each othes". Wizards and othcf 5upnmiSt'jrr,l 
beings are Just few of Its Inhabniflr.ls, AH types pf rituats ire celebrattd. 
and lerrisle experiments on people are all too cotritnon. The only one 
who walk through It^ streets art The Va|,abands, Individuals with horrlbl' 
physlciil and mental mutations- 






Om of the gloomy firhabit^nts ofllie P^^kneiis 
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The QRGAnizAtions 
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Gala Is a laiul WHdi wltti soclctlci, o^rJera^ luid ^roupa that exercssc n gren l 
^flucncc In Its qJg<«!lQpmcnL Some of them anfc stcrtt, and thcj' mcvc In ihe 
h^jfiows, ^hilG athfcrs are liirge tanglarricratlonis know tiy qIL Next wt! are 
fping tQ refer to aome of the arganttiitleni zhat hwc the {;r[!ateiii reieviinc)^ In 
the ^itirld^ we hope tbcj' Will lefve u Insplratkin for f!Mr sessions. 

THE CHURCH 



P>TQ|34bl)', the VaUtdn Cliunch Id l^ic mobL impprtunt or^Qnliatlori, of Gn'in, k 
hi-w ii5 Its jianl llie pnomotiari of the Chrlstl.in fiuth aman^L all of la lnhiihlt:ints> 
assurlnj^ thai Its wrd reaches thsni, It Filwi Qcals with tharltji' .ind helps itiD&e 
tnai ar? in need g' II II U\tii\ on anomcr aspect that 1^ m'jch darker. Slnte 
u ririt i^paeaninD-. it hai sought tp deitn^ all Ehot ore^pnts Itsdf a ctinj^er to Its 
iJi^TH'TS - inriutsiri^ wtlCiirds 4nd beings of suptsriatunij orlf^ln. 

Tht Vatican Churcti was crcat^l Christ ycati bsstare his dcnth an 
she walls of SolDn^Dn, but iL wii not until a little aftcrwhcn thiilnstltutlofi 
obtilfied irue strcni^tih. After almost disappearing dui-lr^; the War cjrGod, 
^hprne Glcwanm nalsfcd the Churth frain its ishes with me objective of 
living hops to n^an and upikln^ ?hom under one flaj^. Over the course o I 
I he Eenturlcs. it hai turned Irito & spiritual j^uioe for mlHior.5 of people, 
■ntf it has mereased Iej Irvfiuenco in ^ill the fleic?. Unfortuiniely, when 
Kijarcd was nnmed Supreme Archbishop, man^ appDntsnt^ firose - both 
iiriwcfn the Pf|pDip.allties and her oivn house • reducing cansiderabty the 
. I af the hif{h ecdwin^itii: posiDons. To recover its pTcsti^e, \ht. Churrh 
1 1 .-. i:.cused Eljared of cvieri^lriR ttiai happened, iL^iuin^ lhat they rcuid 
■10 nothing ekse other to comply with che Emperor'! orders, Curromlv li ■, 
-oniider themsclvei part of the Holy Empire (mere pi<jperfy, thcri^-cori^inJt'i 
Aoel p.irt of the Churchji but ?hcy maintah an open rDlatianihIp with the 
Aivr AhianK and the independent Principalities that fDili3W their doctrines, 
Ihcj' have nafTMsd their own lUtfessor ta the ArchtJl^hcip. who now trakEs 
--■^riOfjfltiWS which are reserved for the Enipei^r us the Supreme Pbntiff. 

The hiernrchy of die Church stara with the Emperor, Christ'* 
njjjiiTnLim rcpreierHiit»«c on ihe wcrlrii. Immediatclj' bclovw h;m In the 
'..iprcrnc Af^htfehap, In whom the F^ritrff hiks dclespwd mit^ prcrogfStiitrti 
■: :-wtT5 (in pra d:ici!^ he h the true lord of the Church] . After the Supncme 
■■.I I'H'shop ctwrre the bishops, each of whom Is in charge of tontroHin^ an 
i-ntirr Principality, The twtiVH most lrnpt>rtant ones also recelvB \hc t\\\\i of 
'l^srdlnai, and dney rtiect perfodlcnily in the Sjicrcd Oty of Alhldlor wlih the 
Anc;hbiihgp tn mate decisions of great ImponzinfCE, In the service of the 
':Jshops arc the deacons, who deal with the differE^t dKKCM* wit^iin tine 
r'nndpallt*^, Flnallj^. we reach clergymen and priesti, who are in charge of 
insnimitting the ward of Christ directly to tht peacie. 

The objectives of this Institution afc varied. While the vajst majarity a1 li^i 
li.'ra are good |>eaiple who try td help othet^ many of those who di^pliiiy 
. ■- '.ire to iittain the higher rnnki nre povver-hungry indlviduah whp only 
<vah to inwegse thac which they ^ilfneiidy have. Eiilier wsr^. si\ of the Church 
'iCfrtt^ to h^ centered laeif orv the cffart ic finish off any kingdoms 1li.it 
hBVH split completely from m bmom - like KusKstun or Esphcria, 

The eoonony of ttic Church Is CEtsed prlndpi% on the tithes nnc 
^Jttlecdons It mocivcs l^rom sil o^r the v^rld; thcut provide it with an Incredlbhi: 
InarKlal capacity. It tini iti own artry like any Other Prindpality. aldnough its 
rmopa are staroe. Either If it needs ^ strong mi'itary pawe*-, it can r^jsort to 
lejjimenB fronn other ktngtJflHTtt, especially d^osc ihat belong to Argent 



Magnus 

The actuiii Supreme Archtiiihep, elected indcpendeflcly by 
the coUficJl of cardiniils without the approvaJ of the Empr^sis, is an 
»ndlvHiU4i Ciilled Maj^siLil. Publicly, tie is a man wlio i% diMout ind fzc'-t, 
ft true fanatkism for what he does. He >i obsessKl with die law of God 
.ind with |uitlj* punishing thoi* who do not follow it. It seems that he 
li very plaus but ctoes not heiitAte to hand gut terrible lessons to those 
who dare to defy the divine wHL Secrety,, he wishes to tietum the Church 
to 't fliKi-fnt glory, llvlfig it .1 role moie pFiedommaflt in all the politicdl 
decisions regard in;j the Prin^ipfllities. h general, he does not Iciwe Albidion, 
where he ii protected by h persAnal guard thai he himself hu riiosein from 
amtirig his followers. 






The Fractionikc 

For sa«iral centuries now, there hBV« been mRny lepanstiofTs thsi 
■ irisen fram th« Chrisflan doctrines, but thty haf^e nIvvRys remghcd 
■■ iGd^oglcal branches within die large tolcari Church. Yei. in the chdo* 
■' rallowcd the naming Eijiirctl as the Archblihafj. man^ of tK* m«T! 
. !.i:,Ti branchies huve split fram their apostolic head office*, btcomln^ 
indEptfident from (t much like Prin-opiilltle!! havic done wl":!! Empire. 
Other kingdomSi an the ath^r hnnd, have campletcl^ aljellshed Chnsttanit)' 
Ih lieu tjf lAieir awn beliefs, ai the kingdom Kushiitaj"! hai. 

The iNDw&moN 

Ne other sodetj* within bie Church dtssrves to be ca<iinn«T]ieii gn 
inti'.vlcluall)' like the In^qulsitiDir doet, kt Is .1 brunch of priests craatacl tfl 
^nd flrid pur^ heretics, lui mlsAiofi is tha^ of otte-rminaiiiing wgrlcsck? nnd 
demcrfis, but for them, latf svpernfltwnal ijclr^E ffi^pi^escnta. n demonic crT,Utj^ 
thmt deserves death. 

Tlie Irmui^ltiDn hai af^ argafifflatlon cdmpletcly indppcndirnt rroir, the 
Church^ U Ij in the hand* of a t*ilft«ench Cnrdinal, who reports only to 
the Archb^shtip himself. This man, who tikQ holdt the iltle oF Supreme 
Inauiiitor, hai cflrte blartchc; kj can^mit ar^ sctJon without ihtt pcrm>isiion 
of imjreinc. The mqwl^^tdrs are under his thaty/Sy even thou^ti in geunerai ^l', 
of them art in a wry Indcpersdent wajf. 

The in^^ulfiiwrs are In no way normal peopic. They- are "special" orp^aried 
chi'rdineni plckfid up by mcmbera af the Church .md atjnt ta the Hoty cicy of 
/Mbldlnn. There, tonipJcfcjeV separated frtjm thu ouHldc vwond, hundreds af 
liTtie orves .in: tnilned dajf and nighc without rest u^itil the/ bacuTTie t^'uc kjlllnE 
macnlnPH. M.iny ore ftot coprtble of ■wi£h5i:and ins this superhuman tmlnir.g nnd 
die before They neaeh their adorescen^ ycarv Otf»«ri d<» noi sufJ'fclcnt 
npOtude* ta become IrKj'Jlsltpri, and they ar^ reiesatea to BectamE guardian 
manks of the Temp^jc, proh^btted fiTpm leaving there 40 a& not to rcvan.1 any 
secrntA, Finally, only tsiverty pertcrnt of The children art abie to tompicte Their 
training and |?3,ln the iitJe af inquisitor', By the time they legve, they havu neen 
tomsrwi intts fanatics wh& WDU',d glwn ihtir Hvsa. for th&r idPHls. 

An IrM^ulslTor can be elLher sex. To iestm^ derptsns, the Vatlpm doei 
not find 1 differEncK flrrvong ih« genders. Each pne can ivct sepflrsteiy or tJc 
accompanied 'qy a smiill nymberof ecclewiLitic guaids, chQsen bjf d^cm. When 
tSej'' torrie fiice to fete wrth a Cfue tivarlock er an authentic aupemjiural 
being, chcy try to destroy It without leaving any witneaef ^vho car. talk about 
iL if this happens Irv a big popuiaUon, tSiey use the cicrgymeri of the ar^ no 
tJOsatE a convlrHLlng alibi, but If It hrappeni in small towns, ire cispatole 
af ijurnmg them atong with iJ'ie Inhabltiints sq as cu Mid the chance that 
fqrpidden know'rcrij^ '"coimminatei" Qiher Innoctrts, The legends of acis 
commitLcd by iho |nc(uisiiion provtike true rernar nnnonKSt the people , 

Depending o-n the 'my thac each wishes ta act, inqulsitani can rc^fcal 
tncir idenEiEy openly or use subterfuge to InvtSit'sgatt! their caiei. Thnse whnj 
Fire not incognho we,ir b4ac)c clothes with markrngs o'f the Blo^^d Cram of 
I'm:' ^nquiiiCion. For flghUng, they sre granted Lawgivers, weapons msii«fd 
■-v th their cnois That are capable of dcsLroylng luperhiturjl creatures ind 
Fvcn st»pplrg spelils, 

Tticte arie a thousfind active inquls'infi In exlsierice QcnsKs, sslt of Gai'a. 

T'Ht High I now i; 708.5 

Tfic fact thRt miny Inqtilsitcjrs wa gifted with supernatural skills whic*i 
ihcy themMlvKs fight agalmtt seems curieus, During the training, their 
nidsteri iry Ko itrengthen them «o ns to IncrcaiC- Their combftt capacity 
i\5 much as pQKibie. Thiereforr;, many hquislion pQSscss psythic pa«ivefs. 
Kl abilities, ar even "iTisgk, Those who attain n supflh^or level one given the 
ink qf H(igh InqulKtort, and they Became the acting, hand ef th.e CandhaJ 
''or mare cemplax mlssiopj that require ,i greater 4biiicy. For iherr.. their 
powers nre nat somethiqg demonic; rathfir they sec them as divire g^ifti 
-vhitii lire granted them so ai to ma*^ effcttlveiy fight evil. 

Thair num-Per to date is slightly over a liundhcd, 

lNaUl55TOAIAI. T^IBU^JAL^ 

These are tl'ie jaili IhJl the '.nquisito*^ use to incarcerate d^eir prisoners. It 
h or incorrec: denom.natiori, sjiven th-at no one Is judged ^here - al', who find 
iii'^msElves within Its walls anf alwaj^^ ronsldefwJ guilty. There ans huge tonure 
r'nu-^mber^ m each Thbunril. ijs on wsmc iX!:iislor4. nn Intjuisitor may captune a 
■yj(K^^nntuRil being ao as in cormenT It tind obtiin |Knc'^'<lPil Irforrr^tion. Ail ai 
i\;:'rv Lire m^gfcaliy shleloed so ssi ttj w^d esespes er resajc attcmpti, 



TOL RAUKf) 



Tql Rauko «s another one of che nreit p&fl*rful crgainiztttlcms In nil uf 
CnTa. It Is ^ mlliUfy order pf Templars that dedkci?es It&elf to fir-ding and 
priaerYln^ *iny non-human culturra or supernci7ui-a' entitles thfl cuiu in 
the warld. Their goal Is to Insure th^it thciif cultures and Cieings do r.at 
dLMfipea^ forewer and to prevent humans from ha^-'ing access to tncwredge 
that tan turn out to be danjjefous. ki memberi are exception.!-' fljjhters 
with great kncw^edge of archeology and tne ocruit; they art prepared tir 
.i?iy type of ditflculcy, Their symbol is a garnet croM that ends ip. a point* 

The history of Tchi Rw'ko h very conipley.. TtTie first En^peror wnn terribly 
ware that man should noi eempietely tor^er ics ongini, nor d.t/ it iicem |;i3t 
to bliime the 5,gpeirn,lturni brings for whal ti«d happened. Nonethe'nssi, the 
hate thai e)£|s^ted apinst themi wa? taa ptilp^bic, and iha p^asibillty alvv*rS 
remained thai if someone were able t& gciin vufflclErit n^s^icni power nevii 
conflicts would break out and Thousands cjf people would once .igaln imff^r 
Its conscquencea. The atrocities that the Empernr'* own Inquisition wai 
cAJsiTig wit^ their a'ld allies caused him to react, and he created an Order 
with, hii agsfits 0' greatest conflclencB, He gave them cota' authj&rlty to act 
in matters that deai with the i-jjpernaTuva'., At the head of the urganliaUor 
He placed his first Marshall, Adam Gm't, whc? did a superb job of cerwerting 
The Order ■^nto a poswr only comparable iq the Lj>rds of W-=ir. 

OvBf the yr ar^, Toi Ftauto has tieen Jccjrr.ulatin;^ -mon! and more posw, 
dhassoDatlrif itself tompleteiy from any politica l ties Siive ihat <jf tMc rigureaf 
the Empe^rcir, Currsndy it Is tinder trie onderi of Marshall Mislaltias Grgft. 
has iwrn fidelity to the Empress, bui wha aisa mislntijins. a close relation 
with the Aiur AiHance and mnny of the ndeppndrnt Princip^l4les. in rtjairty, 
ha ohJ«!edve is. t» nefniln luyai to Aijel, hui ftjraicein^ ttiat croub'ied cimias m 
flhpad, MalakiM doa not want to impiicaie himie^ q-penly In a poliwql war. 

Th* whole world knijws To'. Rauko. but few have 4 cle-v iden of 
what they dedflcaue chemsekes to ewacdy. Qyen that 'n today's day nnd 
a|;e on^ctlcal'^ na one btHevei 'n the uneitpiiaipab'te. moit foik^ consider 
this Order tn be ji y/tj'jp of privileged people who '.Ive off the favor tna: 
the Emperor Eo^nceded tn [hen .n ancient limes, Nanetheless, peapie 
aware of their power ^nd feiir them. 

The Templars travel all over the wtJhd .n search af relies and 
supeirniiturai enTlties. When th«?y find some ruins. th(^ exploiJif them by 
makinfi dttitiied miaps qf what Is inside, and they gather all the ttangeraus 
arcifiicis that they flna. A^ter tnat, they mbI the ruins off with their mark 
and then hide them. Sometirnes. if the plate ii espoc^aliy dan;i[ereus, they 
simply riosB vl completely and leave a gamsen in die area to guard IL Ga-3 
ii comp^ccely piagaed by citadeh and temples seaietj off by Toi Haiiitd» 
Blthougti Its Ttembe-ri nrv perfc<tiy aware that the world is very tp^g af>d 
th.at th^vy are itlii missing many more that aie: to pe found, 

When they loiace supernatural tieln^ the Tem.pmrs of Toi Raiako set 
m a totally diflertnl W5iy from Imquliitan, Their mission is to capture it itiive 
and tranipcirt 't te theif central fortress. If it ii necessary, they will rauie 
them any dijmngc needed, although ihey never kill a supematurai oreatuns 
unless ' nndcenl: lives ^ onvlousiy h d.inge''. Ori occajlon, they wlH even let 
some people die before ihey finish off the lait of a spedea. They have no 
lUrtsdittiiun over humnn wuriocks, althciush they do have authority over the 
thinji!; That the^e speiitiwteri may poisess. 

Mi'.iLafily, Toi Rnuko has an army comparable to one of the Lomds o-f 
War. Their pov^er can destEsbiliii any Pfincipa'icy or everi twerthrow it. 
They have sevierai ctiousiind soldiers at tf"ielr command, d'strib'Jted ail over 
the wgrici, and almost f'lvc hundr^l Templars. Ttic Order's umilar mtsstur 
causes it to face off openly with the inquiSftlon, wh<> hi^s become their main 
ccmpetltcw! over the span of the yti^. The oniy neaion that there hai 
not been an open war started between iMth □•'^Ization^s u their mutual 
ic^yiilTy tDward thefigun: of the lmp«ror, In their beginning, the rcmpifln 
and Inqulsitoni were part of sew:ral clashes that always ended In blaodshcd. 
Trj avoid tl?e death of his flgents., the Emperat imposed s decree which 
lUited thnt ih-frM! who arrived t© a place 'Irst hfld the prerD|at^ve fbr the 
iTivestigntJon; The ath.ers wsuid tiave to concede and ie<!ve. Nqnethe'(es£, 
m 4ome cases mere have Mill tseeii armed conflicts thii: h^ve brohen out 
between %hc Tampiars, and the Inquisltorst bath arguirvg that they had 
arrived fHL They ate also opposed to the Biack Sun, which they have on>y 
rfl<ent*y In eHk lasi decides obtained pmof tif their existence. 




0^AN\IATlOK 

TpI ({mko Is gdvemect by » complecefy 
military hleiTirxlTy sy^tjem. In cKar^ge of ^ Onder 
il thfc Manhull Malakiaa Graft, whp hM flE 
dlipaial three Grarxl Flelil CommandEni itigtanr 
\ri chnrge of Executing cflffierent tissJ^s. Eadi one is 
1^^ charge trf an HitlrE sEctlan of the Ordd'. 

BiHlcalfy^ mene arc RvO dfflfercnt categorlai 
m ?nc Order - the soldiers iind the Temelari. 
Tht Templar? ire the true agents of Tol 
Haufco who wek to fuHIII iho sHsl^nmEnts 
qf tKi? qf^finlintlon. They always wisar thE 
iiimc hnawn uniforms nnd crlmsor* amnor, 
tfflmplEi? or Juit sqmc plec=*t d^endlng an 
Df* dKUfflSEnflces. Eadi Tetnplar af lb! FLiuko 
Kns his awn armor^ foiT^ed esrtlgslVEl); far him 
tjf master blivrksmiths at the mamert that 
tfwy am givcp. their tt|e, AH d\ tNse suits are 
dilTBren-L, bui they alWAj's nsve a ilmHar forni so 
thilff Their origin h known, If a TlS^^p^a^ cSIes. he 
h burled wtth ;i!| of his equlpmenL, esccepi iF It 
Is his tUfprcs-S dt^rc that his dcsqE-ndiint inherits 
his we^ipon ■(thjuish nmtf his armer). If thcr^ 
\Qa> It nnd the ir ttilldnti are parr of the Ondcr^ 
\i bs wtrustud tu tbcni the m»ion of resovB^lnfj '.htm whatiivcr the ccisi, 

The or^anliailon hai had a family' Hloe feature since Its Inteption. All 
oif the (M-lglricil rnem&eri belonged m thE nobln farnll-'Es th.it the flrsi 
EmpEror chose tq fgrrn part of the Order. Sfnce then, the majnrltjr of their 
dcite-ndi!n.ts hMt< continued wltm the tusk of their anceiton, NonrthEless. 
Tol Tlaui^^^ Is- open 10 nw bloodn mien jnd wnrnen allte, as ionf{ a*> the 
ipplicnnts prove thek fiblHty. IF!.heynrc-aci:cptEd.tbc5^ are given !i roble title 
Eir.d t^iE Order Likti pn the i>!spon^lbllit5» of L»itlr farnlElcs ^nd des<endenti 
for the rest of their IIves., 

A Templar of Tol Rauko 1;. a true dErnon in a fighL They zrt uinined in 
sP kinds pf combat stylei nrvd ant pneparcd to fart thrEtits gf ji supennntura'- 
EharMier. h some W7t^ thfly are thfl counTBrparT. of the (nqulJltors- A few 
have developed Ki Abilities sq iii to better ram^ihate their missloTi, and iihcy 
urt prcsvidcd with supemntufii! cqulprnEtiJ to lypport their elevated skll's, 
AJio, tfiej' hmt a grv^t knav^^letlj^* of ihe octult and indent ciuHl^flclorii. 
Almost all of the xnemhcn qf the Order feel a true deelcaUon for vvhat 
the;^ do. Thejf hove an advcniiuna'us sprit ana they are passionate aaoiJt 
Facirrg the unkntwvn. 

The aokJiera, on the otJier hand, are s^mpty a Sj^TTiholic force whose 
lUfltilon ii to intimidaiE anyqne who tries to get in the way □? the TEmplars, 
jnd to hisl^j then^ on their sum pie missiorLs - like guarding a neslriciEd 
nnsa, Odglnally the Order wns only macSe up qf lEnnplarj, but Its ttilfd 
Harahall, Samuel Grafti decided that they needed a |rEntEr r.umder of men 
to pfvpcr'f ejtMuCe the'ir JoS- The*ieforo, he raited his <Mn srmy in each 
terrltorTi Independent af the EmplrE. the Pnnclpalities. or the Chtinch. 

Thf Foktress of Tol Rauko 

lr> EhE cEntEr on vhe. Interkir Sea stnnds the cade cf Tcrf Rqukq. ijndesit 
bmttan of Rah. This fartress a the >ieart of the Order, whert the Templars 
hm/e complied .indent informaUon and everything eIsb that they iisund m 
lait 'sdvpn cenn^ries. ThcM- Interior stitJterninear chambErs are Irnmense 
wrSkrehousei Filled with shelwis loacjed wth ba*es that contain tinousandi ot 
*nyitlE nrtifnra rir^l relics dF iill "idnds. Iti Ittiraries ai^ cramrriBd with flnohlhlted 
Vexts and a few mjigli; tomes that htm been nestUECt frtim the mquislTion. 

The greatest seqrat kihpt by Tol Ratjko, hoAeverf i^ locatctf in thE so- 
called NoflJi's Art. All of c+iE supErn^tural beings thai: they hdVE captured 
ewer the course of time cs.*i be found in die Arc, prisoners of nn Imaginary 
paradise thnt they h-i^^c creaMdf foi^ them. Even so, the most djn^eno-js 
entities arc found In the contiil nment chamberi that Ftah had dewloped i^or 
Wt Bstperlments, submerged In sn eiemml ecstasi^' that keapi d^em between 
life und death. 

Thene I; probably ng ptKe In the world ai sgfe u Hi niliind. Protected 
bj^' the best Tcnplan and the highest, levels of super natural security systems, 
tfifc Inaocesalbid fortress is unassailable even by the mo4i pci'^'erfjl creaturns. 




A ijrcatip of Tcrr?p[,vr» nHiijrnln^ tiucjne uf thc i'ui-til1(:4 dtlc pI^ Tal SLjjjko 

The Sealep Ruins 

The ruins jEaied by To! R^uko normiUlly do not hmi an entnar-ce in 
plain 5lghL as tFiey cither tore it down tjr hid it somehow. In the tasci were 
Lhis Is npt possible, thi? Templars seal it with black steel ^:h^vlr^s h whkH 
Uie.ir En;;;niv<!0 symbol can be tdiird. Therefore, w^oevc decides to enter, 
knows without a doubit th.it diey arf ntrudltifi on an area prDCected by th? 
O^rder, Ever)f novv and thEn a regimEnt of soldiers criecks to mai(c sun; tnat 
diHse lire srtIN In place. IF not, they alert their superiors, 

5qm.ECim«s ruins contjJn remnants chat can not be transporled by 
any means, due to d^e^r iliB m' InjtabllJty, If thfiie seeffl dflrigenjys. Tol 
Ft,iuko builds a clbidcl nearby to keep lT und-er watch At all timts. These city 
fortresses, of whiW Lhcy alrc^y have more tnen twenty spread out a''l over 
Gaiif are bqses of openadom FrorR yvhich thiiy organs their rrrlsslons. 

THE HEAV£N ORDER 

The Heaven Ordtr is thE Empress' pnvgte army, the peraorai brancn 
of guards ind sjents that deal with exccuiing her will. AN i;he memiaers o< 
the Order Fee: triily proud of belon^inj^ to her, as There is no otner ml'lt^ii-y 
tkle that providEs mofe htinor chan ctils one - exccot d^at of Lord of Wnr. 
Norrniitly, they wEar shiry- armor and blue robes (usually trenc*! coasts or 
tunics) In which are Irsirlbcd the Lion Cross of Abel. Only tlhe kniijhta of 
hijF^h r^ink are iillcwed to wear ^hlte robci. 

T>icn? arE only iwo wTf? of becomliii!, part of the Order, The first i* b^* 
recelvvnj5 an Invitation from the Empress herself, and tl'se tecord Is hy passing 
a series of tests that are perfon-ned onte i ^ar in Arthivngel. TheneforCi 
arrjongst those who mjike up Its ranka, there \i no distinction due to ori^n. 
gcndw. Or ancestry - onl^y martial ."vbll'tle* !ind Initiative are important. Those 
who iTian-ige to enter continue on th.rough hard trr^lnlng, cu'tlvaHnj| body and 
mind so as ta be able to respond in unison to any even t. 

The Omer was croatEd t:y 2horne Giovanni, who granted this tjtie 
to the k!il|?iti '.h.it accompanied tiim ii his brigade vhen he anntxett the 
different Princlpjiitiei tjf Abel, A ^encratfon later. 4II ottKe young 'deallsu 
wanted to join, Thusn different testi For acccsi WEne dc«;lopEd to scied 
only those who were trvjiy deserving. There Jtre very few knights that iJd 
not dream of being calfed ta its rwiks sorne diQr, 

OfiG/\NtZATION 

The HeEwen Order Is divided into sev'tsn different levs^ depending or 
tint Ditcomplishmenis. Jird itbllldcs of Iti members. Erach of these grndes K 
numbered bessveen die first and the Sevwrth Hejwrv, which aiso indicates 
their isttnj^utes. 

The Knigtita of The First He.iven have Just joined the Ord-er, They 
norm,ally watch over and safeguird the central neigh horhcwad O* Arthanj^ii 
known fts The Winijs of &\t An^L The orrincfi of Knl|hti of the SetoncJ 
MfiavEn. Is the rnqs.t numerous of them alL and it furictkjfis w the elite arT«Ty 
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□f the Ermpnesj^ accempariylng her on her jrwelr In tcsday'j da^ and 
Lhey iire also the ones whp gunrd the Vatican cathedral of ArdhangEj until 
Lhn Church Dnce apin Lakes char]ge of \i. Those who belong to the Thlmd 
Heavfi-n are -n chiirgc of the knights below thwri, acting as figureheads la 
their rcspectivM! cDmm-rind?, 

The iCnl^^htJ of the Fourtih nnd Flft^ Heaven deserve a mcint detailed 
txplarratlon. There are the Empress' special aj^cnts who she sends out In 
her name lo earry out persoi'^al missions of ;ill \ypti\. Often, these knighu 
hive npt ^one through the previous grades, rusher chey have itscsndcd 
tlirecLly lA their currerit posjtion. Sometmiei, the/' a/'e IncDjsnitjo io as to 
benefit the interests of the Holy Empire. Thore li nc special ru\e for Ijendisng 
out rnlssloni to one jjrade or the Gthef, but m §enefaJ the morc'cfctnplej! 
mlsalDhs are For the Fifth He^iwn. 

Lastly, we have th« Knighu, nf the SUth and SeventH Heaver, ^hmc 
nnminjc Is rtiserved on|/ for Emprtsi, They are her personjil guardtji In 
charge of Ihe security of th« castle and of her ponoti. The mnjoriti? of 
[hem sre martial maswrs without cquiil or knlgfttj gifted yAih sped-i 
powers. Lite the Inquliltors, they Justify the^r iupcmoturril jitiiUtlis 
d vlne gifts given by God for th« prptcction of the Efnpresi. 

Cunrcnlly, there nr^ only feur Knljehts of the Stventh Heaven: 
ihty furwtlon as supreme prLtgiorlAiii ifi BliabettJi, k Is siild thJt 
one nf c?icrn alone H (iJiptible of squiishing ,in cn'^lrc army withoui. 
suffering even a single wound - and niant.'- thiin likely chu is rtot n 
rumcNT. Its feader Is Ktsidan, mentor tjo the Empnsi. and hia 
three CDmp^nions are Grlcvcrn Lliiih. iind Tiam^t 

SAMAEL 

, SL>[ aJ' of the %.\\y.H lumtis beings 
wijne destrcr^wl a'ti:r ihi? V<^v of God. 
A good number of them remasied behind 
with us, hldmg Lhemsetvei iri ttie most 
r.or't'enient wajra. thrit I hey wete able 
to, Sorw of them even 5t:.Trted ^t^^ 
llvei within the GIUc^h disguised ,;i"^ 
humnni tl^anks to their likeness to man pi ^h. 
to thpir rtTjfwic abilities, for yenri Chey na<fc lived 
IndeperMjently fnom Cittc another, but It did not 
ike them long to be cftKdVcred by the InquhlllQl'' 
1 ir fo! Rjtikci, who criminated or iiapiun»d thiem 
systemJibcally. Flcallilng mat rt only a matter 
of time th^t diey diMppeared if &my Eortlnucd on 
llkt this, many of them decided to fanm a group 
wrth the of helping each other m tlmtes of 
neqd, T^lls \\ htJW ^amael Vi^% bom, 

Sam.uel Is 3 secret mclcty miwie up of entitles 
and supcrniviuri?il bcing.'S that jtrivc cq iurvli/e in a 
world that Is hsKtHe tfl theni^. Its members do not 
belong te ii specific etfipioty; ^ny who can eoE!<ist 
wiih man is .itcepted within iL Elves, Duk'narist. 
Dnmuih^ and endless number of creatures that we 
would consider monstEPi nn? on ly some of Siimsier'S 
componeines. Its principal objettlv? h keep Its 
mtHTiben secret, hidmg iheir presence from the eyta 
of man m they mik nmong us. Thc^ haivB taken it 
upon tnennselvei support (lie noH&n that die 
supcrnaturni Is nothing m^>re then a myth, dieiip 
auperstitions born of Ignorance and litemture. 

fii^SL of ihcm do nut ha«i a feeling of a 
fjraup, rvor doos cdmpaniortshlp ej(lst amang them, 
'irimael is Mmply a dark web gi IniiluenLes that rcmpiins in 
inc shadcws, tiut vthkb allows chem to survive. Wnrmitily. members; only 
Mriwe a iili^hi idea oi who their partners ire within egch city. Whenever 
possible, th-ej' Ijinore the othijrs completely, choosing to help e4i;h other 
out only m case* of cxircme need. If one Its meimbefi is captured, 
Si'imiH:! agents try to SEl. him free bcforn he puts the rest of them in danjtpr. 
in thutse case* which escape proves I mpossib-le, Sam^rl a^cfits may eliminate 
capuurnd crcaturos to arold them teillnjj what Ehe^f migKt knciw* 




In eadi major dry In which the Samuel exists there li always 4 leader, 
called an Arction. He ii in char^ of organLtlnf^ the security of the iocwty 
flnd rriakcs sure d^at no prtiblems arise anion|4t its components. In mwtic 
rare Qecaslons, the Afirhoni cortM=ne cdupcIIs to deijl wfth nvitteri of vital 
Importunoe. ThdOrndcally, they posies the cgpaclcy to Issue dirett artJe« tr. 
their partnqn on mutters chat can affect the security of the group, but vtm ■• 
few make this decision, Badi Archcwi Is in contact w^h dieir pcer^ of ncartv,' 
dtjes, a-ylng tti remain tnfdn^eu tif importuni »fnts thai tan be of intsrest. H 
the aituadpn of one 0' its mcmberf becemci difficult, or <f ^ln^ are Cisccwanl 
.nxl do not have the ability if adopt tiew identltiea» they an? sent to far off cir. 
after informinj the local Ardion as ttj the motl'r'es of their transfcr, 

Snmsel hss Ihe greatest influMCC on the Old ContlJicPt, In t,' 
Prlncipdiities where the ancicr-t traditioni of the HdI^ Empire af Abel .-ji 
moff estaalishcd. In places wliere the influence of the Church isie-ra, or'whL"! 
man's belief Is morr prepared to accept the supernatural flll<n m the Barrt'n 
Icy UntJs or the Dark LincEt), Samrwl ha* no reason fjc ©cIsl Not pwi ■ 
sypemnturdl bflinjp, belongi to this group. The more powerful entities iit, 
not need it, as they do not feqr the Church or TdI RsiiAo - alcnou;,, 
there arc also pthfT?. that detest human* lo m^jch diat they ■•vill 
hid* themselves In any way that the^ coni<jer cowantly, 

Samac^ somBtlmes. has contiact with wiiafsts' nnfer- 
(like Magus Of Ifehudah) sinid the Black Sm, 

The Fallen Ancels 

Although Simael ippears to be an organtzaticw 
without leaders. a.T to «Jfe there exists, a group made 
up of twelve ntembers that m»n;i|.e iL This miinagin!-' 
gmtlp Is mode up af those ari|inal cnCiSCOfS of the societ).. 
and •^ lew erititica of enormous pcftver whojolnetf Jifter%vard'. 
They citH themselves the Fallen Ar-j^els. 

T*iey orRaniic the iicCHsns of the Archons of e.ich ciiy. 
and dnejc make sunt to ktpp tl'iem iriformed of what thrv 
want jir-d Ijjnonint of what they do not. The mam concc-r 
of the Anjicis is the survlv-tl of the or^anijjatiQn, but at thL- ■ 
heart there is a ^^eat division of opinions over whgt paui 
to IdIIcrv. All of them arx: aviSimthflt Che current situiatifiii 
H not suitiin4i]lc etemfvlly. ThuSp in the last eentury 1hc^ 
ha'« Jsecomc mere axLtrv^. Ont fjctlon wishes to prepr-n 
?lumanity w m to bO abfC 'io show them^eivis openly, whii. 
others have the rnteniion o^ pjovoking a cnsls chat will Ic.- ' 
to the destrtiction csf hum.¥ilcy and^ in the chiioi, ti'>. ' 
would rerialm J place in the worid. 

One way or another, die Aiigets have li^k 
idvnnLage of the dts'cllne of the tmpi-re to initlaic- .1 
h'dden attack ajpinsT the Church, <ntrDdur,injj a Uiv/ 
qf iia agents within hfgh «ele*liii positions. Its pLm 
con'iht'E q[ ivibit'tuLing the' Supreme Ajchbishoi^ 
with a puppet, thcrcty cnntrglHni; the Ir»quii4lciii 
.1^ wd| as the ChJ'lsLl,in dogmas. Hidden rroii. 
iheir brothers, the three most extreme^ FjM! ' 
Angels are ushg Snmael to lotate the Key^ rh, : 
will awiaken .! creature of enormous powLi, 
cnlled FilisnogQi. who can wrpak true haMC 
among the human bclrvjgi. 

The coLrncll of the fgllEn Angels li fitHirid 
in Kalne. Togartnl's Capital, the aty In 
which Samael has the most Infiuanee. 



Kfsictsti;, iknightoftl>eSeverjLlj Iftyvcu 



The Shapqws 

Fferhaps afnonjjst all the memben 
of Samael there is none iii enisrnadc as 
the Shii(J<MS, the group made up of the 
D'^njsynl. They are the one* '.irho deal widi executinj^ the hidden gdian* of 
the FallEn Angcis, arid dndr work Isjpfcaily Appnacir^ted J>y Uie Samael leMjsns. 
Not in vain, tvrtj members of their mte make up part of t*ie brothcrh.cod 
thiit leads the organlBitlon:. It Is possibly one of the most offectjve sp^ wcoa 
In all ef GivTa, capable of infiltrating anywhe™ thanks to their ability lo 
unrioticed. The Shiidows are perfect ■as^^nls who carry out the orders the^ 
nEcelvEi without queston. NonethelEss. somctin^tes diey aict oif ihelr csvwi 
acconj to further ends that ore. lor the moment, sdii unknown- 



■ Th5 Pi vis ion 

" For ^ fpMtf dicadei m-/*, 5 phenomenon of r^cinl unification has begjn 
mmorrfi the cDnif>oncnt5 of Samacl iFifit llvi? In f^ir fram the heart ot The 
Empire. Tile merrifcwni of ccrtalr-. attiiried r^tEs hasn& begiun to gather In 
d'ffcn:nT £ltle», Forming impcffunt town grnups among '^ham thdne (wlsti 
a flr&njgeir fetling of unlry. Thusj a great numlwr gf Sylyaln, Dalmah. and 
attuneti creadjrt* of the \>gH have ^^ithened In the metfopollseE gf Gijfcirlcl 
nnd Hdenia, while the Dirk'tarlst iind othEr bclngi with t^es tP the day-kness 
ha\'e done ihE same in Albe-rliP. Althouj^h thara is no dlrctt opposition 
among tticir £:Dm[>oiient5i thD TcFilon between both groups ^rtjws^ whl^c 
thp IndE-pendBins beings con^plaiely Igrore It 



BLACl^SUN 



I he Black Sun is a sccrei ai^.ir.lyiitlQn of merthiinLi wh'O hij^'C in- 1 I 
thcrniclves In matters qI a suppmatural naiune. It has cnousands of in- nl u 1 
All Ofjtr the world, and therp are ar.l^ a fm Important dtlci that do noi now 
ftt le^st one of lli olTlcP5. term all^ there Is no tie thist unites the riembeni cjf 
^hc Blank Sun, Thus, they Eippcar Simply to he a ,gr©up of powerful nTcrthanls 
who ffialntsin profitable rEkitions an^onjl t+iemielvEfL Hawc?vc«', all of th«fi 
rfiesTChanti make up part of the same «Klftt)'. Thcjr'.^aiifc, b ssence, the first 
^biil "torpofti^ion" <n Gain. T>ielr legiil businesses Include jifl type\ of 
bii^lnjl mts ieHlng of fjoorti ,ind trBniports. hlowwcr. mvf sctyclljf dwIicBice 
(hemielves, tD the traffic of superriAtural jirtll^cts and antiquities belg<^el^^£; to 
other tt¥lliaiat*ns, h ^ncra}, the)' sell ^ great deal o' the objects that they 
acquire cotl-M?5(5 people who have rnEgns to purwinsi? them. Every now nnd 
ttien. howwEFi the/ keep n fe^v artlfecw tl"iat ^vpuld kjt them jirow In power. 
At 9 group, the volurne of lej^ni and lllcgj] DperatlDns that the BUvk Sun hni 
moves iipproKimacely ty-^ccm piercent of ttie ecarnimy of the Old CnntJnenL 

The e-rjj.inliEatJon was crMtud by tvrt: powrful noble families - the 
Delatimix and the Stelner - who, .ilmtjst ilpw the dawn of The Emplrs, 
hiwE Tiainta^ncd fruitful buninesi erideawars wit^i ^va Hacks and iupcrnsitural 
□Taturcs. Aware thnt some of these wizards wouW pay op whatever was 
t>^a bF them to gttaJn that whkh th«y doslntd, these mercLm'. Families 
i»jSan 10 ext-end Its web of mffucncc among rich bourgeoiile anC 5,mail 
notoles to satisfy che demand of their twy^rs. NnTrthcicai. some time later 
they bBcame iiwqre thn- incns^sblE power tha? tney hiijd aoquirtd, and 
!hey cfeiite^J the Black Sun to maintain order flmon-g their subordinates. 

Currently, the Bl^ck Fun 1^ |:c!vfimid by a pynim dal |Kwer s>ittimi The 
Delacroix flnd Stclner fBmllIci Af^ feund ^t the Lap oF Hie soclEtyi they make 
the mcK Important declslor^,, ej^HxIslng an absolute control itnoss all Its 
bfinche?. Nothing, that happens within dia organizatidn Is miissed tiy either 
fnmily- Every terrltor/ or group of F*rlnelpallTlGs has a centml office gowmed 
py one of U'lt highi^t-fiinklng dlrKtors, who deafs w'th cdordinatlni the 
attons oFihe dliTfererit ioclefres under hli ttiarf^e. Many of these rt%eri wish to 
aiccnd ever further along the ladder ar>d become equals with ane of the tw) 
governing houscif out for now no one it able to challenge 'Lhem, 

To asiure thsT IntorEsiSi the Blflck Sun hai at Its tiiiposal .i full army 
of prkatc me^cenaricl^ some of whom ewen hisve supernatLiral abilities, 
NorrTiiH)' they ns^r take offensive action, hut they do not fear violence 
If iTipi* consider If necessary. The orji,inl34tlon holds some ln!*^luence In all 
tK. Free Trac^e cities, and In generaJ, xbEy always haw one or t^vo members 
of the ofgitnljfltion in the Merchant's Council, or they keep ebse neliations 
with spmo of them. Their i|le|al business with supcrnaiuirai ele^ments mak^s 
them face ofF ^dir?(:tiy with Tol R.iuka and, to a lesssr eiitent. with the 
linquiiillon. On occasion, "Ibl Rauko has spoile^j more than chIC of ctieir 
rTiiM*'t^in t apfrnatbns. At the same unie^ the &l.3ck iun has removed entlrE 
ihipments that were being sent to the i^l.inti of the Tempinrs, 

The Ant.qus Stdr.e^ 

A* a general rule, the esuitiMiKmenta that the Black Sun ui*s to sell 
their "sp^clar* goods tend to h^ thr appearance of antique stores or aH 
iookHores, Atqulrlns one of those prtxlutts Is not an easy issk ist «ill. gi™ 
thiit only diose peopk who have de j'lt witii the company before, or ^ho^e 
who have some form oF recom.mendntlai, are allowed to buy them. In Ihff 
Tiajority of casEi, they work tjy special ordftr, necalvlrig ren] ueits from their 
Ellents on specific objects. If they do not h^ive anything at tnat momentt thty 
EO^ijIt one of the superior ofFlces or they ortler ttfnom one gf the dl visions 
ijnd«r th-eir charge to get It. 



These locales tend lo hive t, secret entrance that leads, to she room 
wliere the artlfacti are safesyarded. In theae rooms are objects th^jr an> not 
very dangoroui, c;icepE for the grand orders th.it wvaitin^io be retrievEd. 
N-iturally, behind n fs^lsc appearance of tninquili:^^ the secnet sections of 
these ito-res hnve a higb-leviai security sy^ter*!, protected by rnyatic me4n5 
and special agents. Of course, glverr (*ie type cf clients tihai they deal v^lth. 
they have meisufts agslnst attacks thjt sin; supernatur^n In orlgjn, 

R.ETRItVEk.'i 

The Rietrlovcn lerve m the spfttid forces of the Black Sun, otJlalning 
ntztifflcts and other Iwnnod antiqultlei, Vy*ich tli^y h^wfc proof of the Gjcistence 
al n.jlns or ancient vcstigca, ll;tiy send one £jf these divisional T-s* atjtain everything 
thill they caa On other EXCisioriSK ihey Ars entrusted soeciflc mlislons In 
pJAcei that their client!. h.i'jt> Irdicated. REtrftwr dtviakuna at^ nofmsiliy msdc 
ug of five or six peopic, one of whom (aj lefjstj po^$e»e$ special ahilltles. 
The mare onporMrft gnoups c^n har^^ at their ccimm,ind a divisKKi of priwatf 
soldiers. Sometimes the Blabt Sun, If It la lacklnjj speclnll^ed persorial at that 
moment, n^en contracL^ some of Its clients to carry out the job. 

Th.E ?>00K u- I ' lE OfAiy 

Forty-three yean the ^tueasefl dlvleon of Hrtrlfvers, in direct sorvloe 
to the [Jelacroix family maije n truly tErrtfyifijj diicnwery. In the diepdii of one 
of the ruins tjFMoth, th«y found a metal ton^*' thcii had as Iti title Et\terslculum 
Mortem, Trie Book of ths Dead. Within tt, d?rf< rltu.1l!, ,ifid necroma?7dc secrets 
d^at had been bit since the Whr of Darkness itself were listed, Once itie twok 
arrived Pit the iiands of Jam Piem: DcHacrcx, &iv patrigrth oFthc fiimlly. he was 
dWiire of the ejt&Tioniilniry pcuvcr TiiaL was wrtfiin his reach. 

Jean Pierre decided to use tils otjaniidlien to test and mister the 
wcrets of the book - even though a great tnajonty of them ware completely 
beypnc tiii ■understanding. Since thei, he bulk several secret Mst camps 
when? ho tries tei fully HKp'iol: ihu lome. His immedliite goal Is to develop 
powerful erentlons that he could ljse aj xwapons, able to destabllljie any 
Prlnclpillty In G»ia. 

These cxperlmentiatlon camps have dn ejeceptionai security s^'Etem; 
actuiil rart'-Flcatkins th.it seem to be practicaify impregnablE. In each ] 
one* there 1^ an incomplete copy of the book with a small fra|menT of ' 
die original manuitfipt^ the true location of the tome Is only knoivn by I 
leinr Pierre himself and his children. It seems that the book Itwif possesses 
itrapj^B pijwfi's. In fjct, the memlreris of the group of F^trfifwers who found j 
It we»Te eonwrtGd Into different ciasses of unde^ad creaturcj* simply by being 
In concnc: wilii il For a prolonged dme; tli^ now serve ihe Delacroix fam.ily 1 
as Elite agctiEi, Or one or two tKEaslons. dielr rlHial* nnd practices have | 
cstapt.'d tJMjk control, completely destroying small ifyj<frts close ua v^en? ' 
their $3<perimerit campi w^ere located. Nonetheless^ they haw mude lurt- 
to erase any trace !h4-tks to thek Influences.. 

The Stemer farnliy Is awisre of these mechiifiliatlor^s and dci« not 
stipport them, tout it b alio conscious that It c^nnoc start an Internal ' 
Without berng lurc of Its victory, 

WISSENSCHAFT 

H'ddcn fitwn everyone's gaie, Lur^nor Giovanni, Lafld of Luc^3D□^ | 
movES the s^rlngs to an organization much tgger than iiis Principality. It 
Is a secret society thtit he Itiss crec>ted (nsm nothing and ovier which he 
haa gtisgl-ute cancfol. iic goei by the niime of WissensChaft, which mean 
"science." !ti principal members nre scientist^ althemisci, and warloeki ] 
whom he hns gathered fron'i all of^er the world . 

Lucanar is the Ibst descendEnt of i:he Giovanni linengc, who, at seven j 
years of jiger saw himsell obligated to nentsunce cfie tnrar^e tjF the "Emp-rrc - 
when his father used him as hii Instrument to commit suicide- Made TVin'M.' 
of Lucredgi,, ihjt hay pcrsanislly domlrvitod all of hlsterrlTory at die \i : ..• 
i^c of twelw. intc-csted .n The sciences^ he traveled to Hmora, wlit-n li' 
was tnilned by the best tesichers'. he surpassed them three yean Inter. 

From, lhai niQmgnt on* he began to itudy alchemy. Hi field where hi- 
showed the san^e level o' talent. Politician, strategist, r-ind admlnistrati 'i 
Vh-llhout equal, he was able to make- Lucreclo Flourish cDonomlCBlly qnd 
CLiitunsilly. f^o<f* pwsesslng th* necessary fin-mclal capacity, he gjthcred: 
the first members of his o^^anlMtlon. outiing them to v^Kirk on various 
projects under his su^jervlsloni in just a few years, the advances ih^t diey 
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achieved wl-,cn= irjl/ ipnodigious, and WlisenichiBft gflw tufponenclaHy, A 
little bit later, h.apjpen'star.ce led Lueanor to meGf Archbishop El^nred: he 
vias Imrncdliitely ^v^iirG that :his woman was more then sh« ieHmed or 
what people salfl ai her. Intereitcd in trm stlEHtlflt and n^tlc sauTJU that 
sKb had In her pijwci", he otxninfld fronn her & strange piece of black meLnl 
chat, thanks to hhi icnowledgiei he hvas able tfi tleH;!p+ier In par^. This le*j hlr*i 
to Impniriant adwncca In ttip ^ithem'M) and sclcntlfit field? which He has 
•^va^ied no time In putting It Into prqcttCE, 

WtsscnsthsfT IS d.vlded In v^noLri Sections th^i prucctsd wvth ptojecrt* 
of all kindi. Lucanor has plfsccct hn mmt tmitEd nien In charge of e^h one 
af thtm - and manj' PTioirc ^atch th-nm in scert'L. E^tih div^aian peiSBSiM. 
an nmple tiqsc of o^jernttons. wheru ibf/ CMrf out thtjT c;<perln*senL»; they 
utill^E a aophl^Tlcorted sEcbrlty system ?o that no Qhe i:at> enter or leave 
wiihoui Lucnror'i pcrmlision. The m4ority of th«* dlvulonj are found in 
Lucnacio, althDugti af iciw they have csliSblls-iieHj new^ dlvlsinnii in far csff 
liinds yike Gaidar) ^h*re the efwlnanm-ental co-ndltlons arc more ^awjrable 
for the prD|crt.tii. These b-ises arc ilwayi --n PrlnclpEilitlc!. that barely have 
a cultural level. Wlsscn^chaft vwu?d newmr rijk estaWlshlng itielf In plac^i 
where they could hr diitisvered by Abel or the Azjp Alliance 

Apv-Tl frqm ickntlits. wisr^Dcits, and aiLhemists-. WIssenschaft has 
a l-eglnn of a^nti that arc sptciallzEd In Inflltrailon, espionage, nnd 
assasslnatlofM jt the dlsppsal af each liectipn. If It ntjedi logtstna! supporii, 
li can count on ihn elite fbrccj of Ujcrccio and the secret ormy that \i has 
formed using lti ejuperlmeniti 

The nnfflin objective of ttic ofganliatl^wi Is to obtain as many advances in 
ii3 reipective fields ns posiibli!. AlthoLigh as a general rule thcj' try to avoid 
causing any unneteisflry daniaEi:. they are capable of dmn$ any thing so ia 
t£f advafwe chelr pnofects. - cwun |f thh means us/hg human or inteHlg^mt 
supernatural cresturca ai guinea pigs, 

LtiMnor Is the sd'Ul of tha orsgnlzqtlcir^, and he kgeps It unlietSf Without 
hloi, Wissenschaft wcuid coHap-w: MMtipletelj', Thnt rnun Is a ^nlus In any 
field - prnbahly the mostbrilliantmhd in his entire era, He doei not tyrn his 
back Dn anj'thing ttiat tan neprcsent prograsSf bo It m nnednine, mechanics^ 
aiehemy, or magic. He bellewcs that an^ advance represents more povver 
fct man and< above all, for himself^ The ff^it majqritK af the memberi of 
WisicnichafT tKlr^k that Lucartor plans to use i^iese dificovcriej. In the end 
lo become Ernpcror, rtdalmlng the title Oial try blood rJght beiongierd to 
him. HcwEVEr, those who itnow him beat arc thuse 
understand even leu what tie Is trii\y pianniing. 

ttonor Is at! entgma to the whdc world - cold» 
calcutaiin^ and metlvHjical. but at U-^e iame. dme 
absolutely tin.predl«table, His goals nr^ a trua 
tTTjrttiery, mftybe even to himself. Although oycryonc 
expecU him tn beCQme Empe»Tcir one day^ whether 
by taMln-g Elisabetia as a wife or by his own n^ans. 
it \f mi sci|Ti«thlng tJhat Is truly importiint to nim- 
'■'.II those who lut; suffidcniiy close to him and 
iv« diireci to gsk him aboLt his Intentions have 
iiiceived the same enigmatic response: 
" r once hod d dnMW... and that drwirn h 
■rtTirth af} thrf blood I hoifv left b^vi and 
tht thataands of cnduvefS that F twW wpJk 
upon afong my wny.*' 

In some way^ Lucaritir seem"; 
:o ^uspEct or tie tonKloui of 
the CMEtence of the powers 
in cfit shBdc)wi, whose 
mere ptiesenrce |j cerribly 
boEhersome tohlm. Knowing 
i:hat neither he rtor his organijatlon i:irt 
rivals fcr tfiem In lti (ictuiil state, tie hopes 
D have enough power bclcsre taking his next 
step - jitnaugh for ttiat lo happen he WOUid 
have to take over other secret jochaLias like !rhe 
^Udx Sun or Samaeli 

On-; pfthe lUrk crow* 



The Great UN:v5Bsm' 

The GreaE U nl versltj^ of Lucracip, kntpvn for being tl-13 mout Important 
center af uudy In 4i| of Gala, is alio the main secrcc: base of operatiDns h.' 
Wissenschrifv. The □tisanliatfon uses it to complete la experlmcnti, wtiiri- 
are pertormcd in some wbierraneii initailat'Ons fdrbldcien to itudenr- 
nnd vuitori. The University is the Ideal place to nscruil t\t'ii talent, mii v 
members of the secret SnXlety also work as professor they keep a watchinl 
eye espoeiall^ tivisr the students w*io tend to stand omL 

The Process 

The PrwBss is the meat secnfft and ambtUoui ptiojif d: Wlsasnichiif'. ' 
li J vkntifl-c cKperlment and b mystic ritual at Itie wme D'me. jijeaned tou-iv ■. 
su^Jstitutin^ iill EhB blood of a iivini^ being lor v> strung blaick fluid, The uiba--- 
rnDntlDhed liquid is created bj^ mlnir^ ttie rer^iamSi of WIPUS supematur li 
treatuffls wltti q Dompound of un3<nowTi origin. The ob|ectJve of the projecr 1 
to bestow upon they* living beings, vvhich ifiey caM "The FVocessEd," irvcredil " 
pfij^sirji ?ind spirrtual fibilttJes, UnforiuriatelyK The e^iperlrrifint Is unstable- I'l' 
processed suffer temhie and rnanitrou* defarmatlDriak betomlng progresstvc 1 .■ 
insane, tf Ciat ^vn^ not etWKjj^, their lives are shorienisd notlwably, and f ir- 
nma to drink great qua-iUTifiS of that dqrk compound to ajrvlvc. 

It seems that tht information far their development comet In part frcm. 
the piete ijf b^ftck metal that LucanjK otnained frc^m Eijared, Howover, . 
li not cjBmpleftc. and he has Introduced some vnsniitions to make iL rni .i 
powerfuL For now, hli only and greaiust success has been the treatlem ■ 
an enarmo^Ji black panther calleo Daaky. which Lutanctr i^fces with hiin 
evcryvi^ere as a badj^guartl. 

TViE 

The Crows rare one o' Lucanor's greatest cre^ttonii. tike a5l those win: • 
vjorV for him^ th!?y are completely ioysi. and he uses "Jiem his primniv 
agentj. i#?iiding them out &n the fnosc probfcmiitit mission?, Thcjf are hLiin,.ii 
iaetngs who have subrniaed to a rcductd vcrvon of The PrQctsi. Lut^mci 
operates on them afterwards, impiantinj^ within them a psychic cryiUil In ti-- 
left hemisphere cf the brain. Bistti things granii them incomparEible strcnj;i' 
and speed, ns weiI as the abill^ to use mental powtirs, Cenerally, Ihey ^,1 
telepntht abllftlcs and can fead the infentlorm of &\s\r opponents. 

Many Division Chiefs hart: Crows, or other vjiriati«>ns of the orifin-ii 
cxpcTiment, at ttieir command. Often, the Cnawi, kidnap potentljii mombf:' 
of Wissenschaft who riefuse wlllinfly to tie part of the society. Th^ n.v 
provided With al' ihi? equipment necessary to carry dul the tflik* enirusteo 
to them. Therefore;, it shou'd not seem strange chat they use firearms and 
itrange muterlaJs developed h the test labofatDriei of WlisEflsehafi. 



SELENE 



Sciene li a ie'tact sect ol asiavilns who have been Liirriring 
out iheir work In a lerrtfyin^iy effective manner for the past 
iWH centuries. Its membera are always wsnien of great bcKiK^f 
Vifho use their appearance and lupernaiurai abilities to execute 
their contrscH. Thcj' cfth themselves Slsten., even ^mjjjh there are 
no blood ties among t)iem, They work in &\e shadcv*'s. not caring If 
their vlctirps are human or suoemaTtjral ci'eacunes ai long as their 
clients tiiii p*^ the elevated fees fhey cfiar^e fbr their lervite*, 
The flgenEs of Selene afe mcTCEnarici caoable of carryinR 
out any type of Job. As a general njic, they .ira decUcntcd to 
TiSsaiKnatlon, but on mar.y occaibni they arc also hired out ,=ts 
bodyguardvorspicLTheoniy w.ny to reco^i^eihcni i^by dielr 
'.mal' si'w amulet [ferged 1 n the shape of a Stl'Hftto): this lets 
them distinguish eath odltir as Sisters. The 
great majcriiy of Its members are human 
in ongin, although there ane a few Sisters 
v^ho b<!lons to different rMti. The leader 
i-y \hr 'jf'ct (and the only member with true 
Eiij Lhoricy OM'cr die others) \\ a ^Ivaln named Alaxa 
vvho is nohV more then .seven hundred years old; 
thanki to supernatural rituals, she h-i* been qbic 
to coni^Tvc Tier youth. The principal oblcctlve 
of the organisation Is to syrvwe. Therefore, thcf 
desire tjo obtain as much ppA-er el posslijie. 



rhe sKt picks its mejnben among the orptwrtBd glrli )«un^r than 
cighr. )^aars pld, If 5 llctk girl Is ftlpn^ and has ihe ippfioprtate 
thartef.crlsticl (atl^ctJvE with a natural Catent for fighting) 
■she la lead [0 tilt llland of Sdcne, wticKB iht ii trainee 
in its ■doctr-ne* and arti. On somc' occasl&ns, i Sister 
ciin choose ta wnd hc!r wn d^^u^e^ there If 'ihe so 
duslrci. Tho young agGr-Li whn hiiVE npt jflitCDn^plctje-y 
unaltered the ablllclDS of the Order are called Adepts. 
The Adepts are under the direct command cf Aliixa, 
who Cin asiign them misslans so as to perfoct their 
skills In flghtlr^i and asMSAiniaiion, When thej* fee 
they Ein; nend% Ehey are put to a test Co ga<n 
the title of Sister, slid from that moment they 
hiWif the .-iblllt^ m \cinz the liland v/hmever 
they wish id |o forth Into the *Kx\a. 

A Sister of Selene retlshes In th* 
tDtal fneedom to dO whntevEr shie wants, 
iftlthouL the obligation of answering to 
the orjjanlzaiion for her acli. Tht^ must 
anfy submit to three rules, The^ must 
send the sect h^lf of all tKe rnoney th^t 
they earn iii mertcnarlcs and aS5□i5i^s^ 

10 K to nssure the su^-vIvtiI of the Order. 
Secondij'i th-cy ira not ^Itojved. under 
any ■drtun^sta^1:fr^ to kill anothci- Sister. If 
two agents haive opposing misajDnss thty 
(Mil face off M thE'y li^we no ottier fiecourse, 
hut the one t^nt Idbes n obJlgatied tp admit 
her defeat iind surrender the lKitt.ic. i^tiy, 
they Clin not ri!ve^il their secrets. Under no 
clrtun^fUir-ces w|ii they dlv\jlgif the l^ocatlon 
Elf the -aland, nor can ttiey tr^in anyone In 
the^r am, es[>rcially if |i is a man- Stiauid 
9^Kh a tJiing happenn the Sister would 
bE^tJme a tnitor Jind the- sect would hurt 
both nf them out to Bfiminate th^. 

A member of Settne c^in livt her life 
fre«ly If she hns obtained M leiist 1D,0DCl golden 
cravns far the Orrfcr, Sometimes, they form 
a fsmliy .-ind abandon their way of life, in tKeSia 
cases, they are only obligated m t^^lio^ing the 
thfee centFTil: rulw i$f ttie orEanlzstion If thty 
want 10 be left in ptJlcc. Usudly. many of Llem 
despise men and prefer to partner v^ith wiamieri - a?thQu|h this wsty tif 
d^lnlelng Is not shared by all the ^Ister^. 

The igenti <if Selene are dhe perfect assassin*. Although th«y prefer 
subterfuge, tfiey are able to EJiecutE their vlctnms In th? operi, even If 
thi^ need to ga throL>^h an enttra battalion to do so. Nprrnaliyi they use 
their enormous beauty as a weapon, icduelng their mile virtlfni until they 
lower their guard. In g^^nprai they .ire expers lovers, capable of iitlsf^ing 
men and women alikfj. but that is not their wqrst wegpqn, All the Sisters 
are eM:eptKsnfl.l tomiw'tanti, gifted widh afailities fnr abis^c those hurnanty 
po55iW«. They are ex peris In their own martliil style and have d»*lQpEd 
fuHy their flhility with Ki Their pr^jfcrrwi weapon Is the scilett<M. wflkh they 
throw from a distance with terrifying precision. They usually coat thise 
Weapons In white cobra venom fo assu^re the dleath of their ^jictlms. 

Althau|h they iire not known lay the jgenernl populous, 5el(yne cn|oys 

11 certain repiJtidon among the underworld and in the hidden world; they 
an: even rsspectiect by the superfiaiurati creaturts. Curreritiy, the pnccse 
number qf rnembers Js unknewn, butexpertic^jkulate it betwctn two to 
three hundred- The qrgBnizatlon lias a ifew contJicB with the Bli^ck Sun, 
SarnaeL and the Council of Merchants of the Free Trade cftles, hr whom 
they work for as badyguandi from tJme ta timei. 

Omgiks 

The origin of Selene h radically the opponte o^ whfl^ It has become 
now, The birth of the Order |;qc5 back epHx*!! many yeiin before Christ 
In the begmnHig. it wdi formed by a imall jjnoup of Duk'iarist women 
ffha followed the phlfosophy of the Lady of the Meson, whose jjoal was 
lo reach jihj^'cal and spiritual perfection. After the War of DBPtpess. the 
d-iuj^htei"! of Selene, in a very small ^roup barely numberlnp, ?i hundrrd, 




found thcmselyei idcDiagicL-iliy isoiatcd from t^fiir people, They Aifldorled 
their culture and helped orrj' woman, without regard to ler raott '^ho vos 
wllllrig to Study their philoMphy. M4ny Jo ned thcmu In the end, they mqde 
the decision to establish a colony on n yriiiii islfirid they njimed Selene in 
what we know today « the interior Seci- 

Time aassed, und evEn thoug»i their number xvas smalL they alwsys 
live-d m accQfdjincB to their ideals of cultivatin|i body and mind. As a gjiimt. 
they developed a compieK ity>e of fighting which became one of tha best ' 
martini arti in otistence. Unfi^rtuhatelyt when Hah started the SMsr 
of Cod, he tJW the dsctf'ln-ei of Scicne as ilmilnr to the concept of 
reiiiion 4nd ordered the lotaS ejftermlr^iitlpn \f \ rtli Qf meniiseif"!.. In 
ipite of the vast knowledge of fighting they possessec*, diat small 
paeifisiL island proved to be no match for the con^bined armies of j 
the Lord DfJudias, 

The ony survirars wis-ra a small group of ywung girls that! 
had been iiwny on a iriission entrusted to them b? their teiscfieni. 
When rhey returred, id' Ihcy ibi/nd was blood, pain, and de.it*i 
in the place that ttiey had cislled l\ome. h thus* titnes, Aiasa 
was Only a llttJe jfri. but even she could felt that desperation. 
With tears In their i^s, C^iey swore thn,t thdr Order vwjuld 
■pjrvivt no mattfcr what it ti>ok. ev&fi if they had to descend 
Into che depths of he^i - tnd that Is what they did. 

fTcim death nsse ii new Semne, and death wovjld 
accompany them along the wsjf fane^Br. From that 
montent on, they Inverted t^te baiic principals of die-lr 
phllasoptTh', and their triinini became a lethfll weapon. 
For years, thc;y moves within the shadows, not 
.lilcrwinj^ anyone to know of their ej<isienfc. Hoifttvw, 
rhtir objective was m rebuild t,+ieir Order, ajid to do 
that th-B^ needed mEi.ins that they did not have nt 
hand. To acquire it^ they sold their services to the 
highest bdder, abildies that In tnose times of chaos 
where needed to establlih .i new re^me. Little by 
ijttle, thijy uink more mto the darkness, until &\f r 
became the nssHssins ihttj^ are today, 



^2 



A sifter pf^kn 



Tl-ll£ [, SLA NL:^ OF SELENE j 

The island of Sefene is the sect's only 
office. It Is hiddein fws^. printloilly j 

[nacces&lbie in the Inter-or Sea, Selene 

Is 0 true paradise. The Ten^pJe of the ; 
Moon l» the place where the youn^sti 
ftgcnti o( the Order 431? irained. From there,, the sect 
toordsnates the missions for the Adepts and i«eeps an eye to make sure 
that no one tireaks. cheir code. Thinks to die enormous wealth that ttiey 
possess, the Temple has every resource K needs, antt the Ontter never cuts 
any cjtpcrse when equipping its members. 

The younpi j^ifis who livt in the Temple efthe Moon are very happy, as ' 
their tpiKhers {.ind Alaxa herseC} tre^t them like the family they never had, 
The instructors ,^rc normailj' Sisters whose adv.inced -tge does not permit 
&\tff\ to correctly exerclac their ^voris.. instead of starting a new life, they * 
prefer to neium co Se4en« and do all th,it they can for tfie youngest ones. | 
On the IslJind. Alaaa watches imr the sulety of the Onder, pnatected j 
by four oi the best Sisters. On very rare pccaslors, she llin stimmon the 
wl'-ole Order by calling a meeting - althoujj,n it is a very uncommon act that | 
has only been done flvie time* over the? course of *<?ven centur'es- 

Kau the; Eheci/tioner 

In case *omc member of Selene should ever betray ttie sect. Ka|', | 
t+ie daughter of Alaxat has the issignec duty of finding her. She ii the 
Ej(ecutioner, 

Kail ji a younji ha:tf-elven. ha?f-hyman womjn. The icefltlty of her ftlther 
remains umtnowti. as Alajta never revealed his Identity, She Is stilf ygur^i; 
for her speoes - only twenty ytun old - bi*t she h.as dcmonstnaed iin 
incompamWe ability fo' fighdnji;. Only her mother is better. 

T>ic huntress does not execute her companions 1b' dimply not paying 
the estaofisheo quotas. She *iunts and [ixKUtes those who directly b^trny 
The codes of ihe orjuaniiation or rev^ai one of its secrets, S»ie is also sent to 
kill sn chose nurt esses where n man has ktrnectthe secreita of their arts and 
ii powerful BfiQugh to haw* finished off the assawfn that feund h\m out. 
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The 8UPERnAt\>yRAL XxJORLd 



THE SEA OF SOULS 
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THE STRUCTURE OF 
EXISTENCE 

The world contains mdrc than what vve lee ur feci. Evef^ithing that 
oclsts (snd, even ^hat does noi exiit) has a. soul - an Idea thai glvt* It shijpc 
and m-eanitijj. The f Ietw pf 5gul5 1» thir eistncc thatfcEds r^iiiHty .ind glyts us 
birth. It Ix the start o( evrf jfthlng - tfie spirit of th^ own existence, 

Ta underitiind' itiR Idea, It If ittcssary to know ihjt Jll thln^i hnVe an 
imrfutterlai subsuncc. A IjopN Is a physical collorilan of fyper pji^ei Rlleti 
wliti ink that fonns wonds. Howievi&f. fpr us^ to iay ihat sDmEthing, cxnts 
called a. bpok. it means thi.n. there has tn t>E a concept of "hciok" that 
deFlnESi vrfiac rt |s. Therefore. The book that we hold m avir hands I* the ium 
of m4ny faceti - pbj^skal and conceptual - which col|ertlvi3y make up a 
"boo\t.." Iti corporal part Is tha sutistance generaLtd tiy the msitenal wrld, 
whiic Its eisente e?( I'l • n i i iVc m kvri, ir tiie Sc i of Sauli. 



Tht Stfl (or Bu)t) of Sol !s is the- spirttij^l plane wtvcre ccncepl.'i, 
IdcFii, and fe^l^ngs ani? bor i h h knmvn downs qf nancs depehainr 
m each tLiltkrt - frism tho L.ifn'*lrT?iifii Ed Gcncii. Within it isfouiic |W- 
spirit of evfirjiithlh^ Includlrig the eiseno? of tht WOrid Itself, This detv 
not nnyin that Che world is ti trtature with a petTsonallty. lis sixib 1:; rnuch 
rtvifc ctonEntali ^ primardsal maai frani Twhl[;+i ipnr^ life and deati. 
TliNS Flux of Souli Is Inrjilte, It'^ like a ^ale of spirit and eclo^pUam alwajfl 
In continual noiion - similar tn an immenw m without tiordcra. The Ne!<Uk 
a ^tJier»ng place of ^Quit who have not been ""born" into ^;he material wq^d, 
litis at the center of t*ie Flu*, k li the essence ai pat^ntl^l - of chl Urwi r^t 
been bom, af irM^tnt^ns not j^et created, of books not j^et wrlttsn.-, 

Whon sorftfionit [^lcs^ their spirit neturris to Iht Sea of Souis iqLf slowly 
itielti Into It Ip reality, it doci not disappear. Knther, it shnrt> ivhat 't has 
experienced and offers these exsericaicca back to the Flux, With MmE, 
it will rcjeh the Mexus and, 9t the p^^ptr momeriE, will be ham m^w. 
The nme It takes for an Individual soul to diw^ipfjiir and <ne-lt into the flux 
dcpcfidi on hpvii BQwerful IT wai h life. Depending on Its Preience, tiw 
fusion can take as iong as a f<w detadei or even chousands of ^rs. 



THE WAi<UE 




The- Wake is a shadowy feccf af pur <Nor\ti - ^ dlMjomod Ti?flectk>n of nwltt^ 
aa^vuknow rt. IceMlsis beTi«?eri the Flujt of SduIs and the matimal svoHd, though 
It IS a Ipe dpser to tis than wb bdiSMe. It consists of Jfie spiritual remriAnQ ^ 
inanlrnate objects, hyman emotlonst And the mslriues of enerpj?' left behind 
rsi dejc* wuls. All thLii s in the world .nat .in influentc ewer The Wikc 
Lvery riven, foPESt, or hcwid haa its dupl-cgte in the Wike, prodycEd cy die 
■^ho cif t-ne true ahjF=d. This chaoi b both real and lUusaniiry, dependoi 
or the depth co which one pEnetmTes. 

VKu.illy. The Wiike li ssery similar to our^irallt); out It carles dependirtg 
un the cmotiori thsit tt?lgn in cvtr)^ platE. If. for tsyiTipiei a meadow li 
Innuenced \^ positive feelings, ft car* b&Mnw a true paradise of inti»ric!iiSnf 
bnauC/ iTTid ierenl'.y. On the odier hfini in those places wh&T pcope hiw 
suffered pain and ewreme fear. The Vi^akc cyrns dark ?ind filowtiy, adap^ini 
the shape of a nightmnri;. Prlscws, tdrturc chan^hers. or old bSittlefitlda art 
the ane«s where the somber marki arts ^wsax - they form a true hell. 

Human beings, as well a; iinimiils and natural plants, find our^elve* 
most rfi^ovKd fr&m Tne Wtike. Given that Dur notLin& does not have 
.1. sjpGrnatuni qflijin llki! oiher ratei, The Wake distjsntei Itself mons 
from uEi than from other bp|n|s w+ios* dise^ce is more linked to the 
mystiMJ. €ntllles Mke the D'Anj!»yni or the elves possess a certain 
aptitude te reach The WakCn and yet, their Influence on that plane x 
much less, it seems that hitman ferilnp And arilpnrs In the real world 
praduce greater repercussions nTheWiike. 



Every crtaiure or 5^11 t .i v iL- filKc It, Gxi^tstiz^fr 



As n gorveraJ rulp, people are not able tp see or enter The VWIk. Asa 
paraHel dimension t^idit CKiits on a different Icwq!, Man can r«t percelvt: it 
as wr Walk unconsdojsly through Gfli'ii without fcellngwhat is beside In 
som« places, hovvt!vcr< dne biirrler separiifJng both worldi Is more fmgllt, 
and at certain times, poruli Bi<ist ?:hat nllgwi entrance to IL These '"doors' 
never havE .1 defined shape. The^ can be prrmticiilly ariyt^ilnji, fr&n same 
stohc ruins to » sirnple old coln. Thtrc is also no established nethod 
tci tnakt them work. Howwer, they Msem to re^iet [o die most Intfttse 
fcellngt Someone who bursts inKi ra^e near 0 dc»r. of it being wtio fecU 
Ettcpbonally happ^. hiis a il4jifi'it thance of iict|v.iting it and openlrt^ a hole 
In to The Wala!. Normplly, iheje who activate a pprtgf itre not »we of 
whdt thcjf hitve done. Somedmes, they nre not Civer oansdnlD that thcv 
htWK aeen carried off co another world - until it u too Ule. 





Tlrern arc ievt*^l itaiges In wKIeH qn Indlytdual 
can cnLer Into Tbi? W+lke. At the rnast tinslc itntc, n 
pcmin \i able Lo m^ike out Ngmcnts nf that wtiHd, but 
he ean not inteirno with fin^lnji, nhai li within It, cirKl 
vice vena- StHTiE mdrvlduali are msne nMeptivE ra these 
^slpns than titheft. Ai A genera* ruiCf daJnmjianti, cili, 
the moMfiund, and thosE v^ho arr; iniarn; can feel IL, TtK«e 
why (fire cJemng^ed arc actually eiceptloniilly sERsitiwe, as 
their deliriums aJtow ihem SO sense The Nft/akc. 

On ihe other HanS^ If a sgblott enters The Wakf 
through ,1 partiil, that vrarid Is ju4i n?iil to him 3s nun. 
ThtBe who penetraLC The Wibe disrippcnr Lompleteljr 
Irom the fjiie of the e.mh and find thcmiclveis trappiMrl 
-n The W.ike until the/ find a <f/iy \o return . 

DrtMw/jf mui The Wf\k 

Someiimw iwhen f^o dnjamK our vjlxenicKxis on 
K< the vrorld uf T^b ^AfeltE, and we can trawel ttirtjugh II 
At !hat marrrcnt, We ifc tr.ltwported gn iipprnprlilte 
envimnmenT ThiiE symbolizes our drram, and we 
paraJlel in twth pinincs ai the sEimc timCr Narmslly', thesB 
strolls do not pncicnc: iny kind of djin^er, gNran that the 
sleeper doei not delve deeply enough Inta The Wike so 
M to receive neEsI damggcL Ncvcrthcleii^ In extnen^e cases^ 
some lndly|duala submerge ll-jsrmsplves x, much within The: 
WikE that they tan suffipr ph)«cal damage and even d*. 

Not nil dreams ^re necessarily a gatewj,y t&w.ird 
The Wiske- Usually when ileep, the mmd dacs nd 
|u$t |qurn<y thmugh our iubconscious until it wakes up. 
Only iji some unuujai c^is are we able to reach Vt\e 
Wiskf . Once again, this is tausBd by intetise reflllnES or 
our pradmlty to a thin boundary between the v^jridi. 
It ii Pilso possible that 5Dm« f IHJals, or the Ingestion of 
fertnin hailucnQiefiic 4ubitar<eiE^ cari faclhtiite 4 journey 
to The Wa>ie, In sueh chrcMmstancei. thoie Indlviduailis 
can sutsmer^B themsetves Into a. tranw that transports their 
Hjbqonscious there. 



Tilt* Sdilm Li/ilif Wsikc 

The Wii>(E Is r-ot n solitary place. It is popuiaHiKl spiritual entltii3» those 
belngj who i.irE crrTKiBousiy called ghosta or appFiritlons hui whoie meat 
fljpprgprlate name \%tju!d be Wake Spectnes, Contrary to what 1 he rHime mi^ 
luggest* these spectres isre not truir souls. In reality they are memares o^ living 
beln|s ^hoie death cuused an echo thata partofthelriplrlE.Tnd feclaigs created 
an (mage, a duplicate diat sur^'ivcd their deadn iino e<lsts in fVin Wkc. 

Often, individuals who have iuffcnsd a violent death, IhosC' who h;ive 
Important unFlnli^ed buimes^. of those who still have utrong ties with the 
MMorld, beoome spectres. In general, they rt-man withlin the same area, 
tryhg to find ii way to manifest fer a ifio^-t tlm.e In the re^l wnHd. NormahyK 
tfvey are not conscious of their contilltlor., ^nd they surv vc by abiCiSsing 
over that which wji iinportant co them m tht world. Ti\G surroundmgs In 
which ihcy fintt themselves in also have an nfliience on thcni, sorpecimes 
pTintsng them abilities diat they dm r^ot have In life. SnmEtlmci rc^ioents of 
IhE darkest areas become living nightmares gifted with enormous power, 

However, Wakp Specters arc? not the only Inhabi-tants of this plane, An 
undetermined amount of lupernaturai creaTures - both spiritual entities ai 
well as fantastic beings - Kxlit her^n Ma-iy of them rcbnealrd to this, world, 
fieoing from txtermmntiofi, or tJiigf were confined by «©m« unknown 
powr. The- majority of these treaturci live peacefully In The Wske. 
although others arc waiting; for the rl^ momenc to escape. 




Recentty^ afe^ entldei □fj^reatfjower h^veappejirec. clajmng small areas of 
The WtikEthiit drcart^<?rt tend to vtPt. Many have adopted the title of Nlg|xmare 
Lords, aJid Lh^;y plwi on extending their influence, little \jf iitlle, into die nsal 
WOHd by fomienting sleGpcrl Ind feeding off their fears. These crBatUn;S hsuts 
gfftheretS toip^iJier seviBral powerful VVlike Spectres and otht;r divorse creatUTES 
that they use ^-ugHits ts iw*iievs diclr ends. Sometimei, they vise their minions 
■.0 possess the body of dreamers and art freely In the real woHd. 



Each one of these iordi has a differnn-t Origin. The jnalttrity of diem 
are i>DCked in open (and lubeie) battle agJilnst one another trytng to eictend 
their own areiiv of infiuentie, M of figK noWn thene are five Nightrn^re 
Lords thHt sund out above the rcat. M.Tlekith, iPrince of Cnsws, is tJie 
g;n?ati!st pf thcie. He has CF'ectad n dark city^ called Graven, in The Wh,1« 
territory o' Moth. He njised this city stone by stone thanks to the sieepers 
wlio vliit it each night. W'th :lme, he ^apes to manifest Grwen in the rea; 
iwrld and' cfieatfi! an immense i^abeway between tJodi pignes. 

Airyv^ay. all the Nightmare Londi nre caref^jj not to extend themselve'i 
too much. None of them truvei too ^ir from the territories chat tJiey 
control, as they know that The V^^tc holds twaturei of power that even 
they do not v^ant to trou&lc, Perhap*, If they keep increasing dieir influence■^ 
there will come a time when th^y hwlii try tq cinim ttie entire Waku Hi their 
own - but sucn a tlmu v stil ^i 'ong sway. 

Tk specml Rah cfjk W/itr 

The Wiike Is n world whefe souls ano uodleE melt together comp eteiy. 
Within It. spiritual beings arc physical and visible, and they can be 'named 
by all types of a'ticki, 110 matter what kmd of energy they affect (this does 
not mean, nov-tever, thsit be'ngs with ener^ ltr.munlry from other powers 
^ind abilities lose their protection). Spells and p-sychirr pt^vers can he seen 
by anyone in The V^kc. In addition, if a char^ter cnieni The Wale, he 
autDmnclca.lly ^alns the abllJty to perforrn a<;inns with an^ Inhumnn Difficulty, 
if his rolls .I'low him to, 

Dirk and Light rnagic hAVe yahCd effcdti, depending en the area ci' 
The Wa^ in which die spellcaster ''inds. himself. Spqili cast in a tcrrltoiy 
tntliienced by an element attuned to the magic laaa aiJtomatica% gains 1 to 
7 PcKWir Levels added to therri, while Its oppas<tc loses 1 to i L«v«ls, 





THE TRUTH 

1 luma illji; db well !,u pernQtunal bem^ ar^ not alqnp In this world. 
'vVichout an^ ot us knowings we »m the prlsptie*^ nf same puppetnBn %Vtia 
v^i-^tch ui In secret Sinte a long Lime s^a. Mm Is no Iciijjer owntr of hiv 

ThC!^ sne tlinee ef^iinliatl«>ns thst exist In Gpi'l3 that pull the strlnj^s of 
th(! |JTnpai-t^c events from the shadows. Thc^ call thtmietves Impeflunftt 
-he: Tcchr^Dcracy, mA The lllumlnistlK and tinejf possei ^ power thaL not ■e'^en 
ih<? iTTimorUli can iir.ai^ln.e- It I? not posslNe to S9f when thE;^ nppearcrd 
e^fadly, iilthciugh everything seems id hdlcgtc thai ihcf v^eix harn 
pven before Ijhe VS/ar af Dsrknoss^ For those liSE few hi -llfctinUhiJi, iKfck 
niervcntl'tJh In the wdrtd has been ittirteK but even the moit mlnuite of their 
.ntryslons hiu chan^ea the course Of life ftor all the wort^l's inhabitant*. Ench 
one of ihe erj^nniiainonj i* made up gf niernbers of the thrw; domrnating 
rntes on CflTs, IrnfieriuTi, the first arnong thtLtn^ beldh^i to hiimani, TKe 
Tec+inDcracy |s the S|fltfalh, and the lllumlnoi:! from the Duk'zariit. Th^y 
poisesi Imrneose advances >n evierjr fle'di coir^blnlng «ieni;e and magic; with 
OTher unl<n<?wvri forceSr Their objisctlve is nDttodarninalE thewDrld. If Che^ 
wanted to conqiicr it, '.hey v/fluld &nly need A itw houn to fls io. T>iey 
watch ov^:r the n^vtnti tKaL hapoen on GnTa. and th^ channel the ndvance 
of each people tcwvartJs whiitever gp.il thej^ dtairc , 

There is 4 grrat tension becv/een the ihree gwupi, but Shey ^Ind 
therR-selvei obli|atMl to cowiIk v^lth eath oilier Ih^ are very m^sra 
that if HYff of them fought agaJnsS the others, the conflki would Rsar apart 
the whole re<iflcy In. i\ that would he irreparable. Whoevizr cme<'|t!d 
victopflus would waKh met ais&iuteiy nobiing. 

Hisioryfnm Ik shmbws 

In an Jilmost unpercdvahic way, The Poweri m tKe Shadow have 
Irttcrvened In the hiitory oFGiifa practlwiHj' since Its beginnings. Although 
vwry few are aware of The repercussians that ttili has had In the evolution 
of the wqrld, their actions explain man^ of the mdsi imporixinc ever^ts that 
have happened over the lenj^th Qf These last csnturlef . 

For n^illEnnin, they rem lined inactive. The f^^s^ important I nirusioq that 
there Is evidence of is during the Chaos Era. In that epochs ah ofGaxa found 
itself |ti an anarchist state. Human bfiinj^s had ^Iven bl^th to new civilizations, 
but ihcry went itlll very far from reMhlng tJie level of development thet any 
of the other races had. Also^ tiiey conjinuallj' fought against each octier= Itii 
less tlhen a century, more than a hundrecE wars bnok* aa'i that nttpcatedly 
plunged the World mto darkness. 

Ii wajs then that; Imperi-um de^lded to Interfe-re wit*i the destiny 
of the world. Iti fint goal was to unify all of maji under one [lag and 
iifterwi^rds control the cvotutlon pf ttieir development. To do thii, ihej' 
leaned towands a Very risky soc-al eKperiment with which th(?p hopes! to 
analjfze tht behivlor of man. They created a uer^ acJvanced clviiization that 
could become a reference to follow by the od^crs, They chose Solomon, a 
powerf ul empire of that epochs and thity beitcrwed upon it \h\r\)/ fna[i|meriti 
of black metal That contained l^|reai Infofmation about Tethncmnglc, enough 
kno^leafiiJ ca^pable of putting them abowic any other race or power on Gaia, 
Those metal pieces were truly curious devices. They were almost living 
niitlcs, artificial intclli|tcntci prrSj^mmn^ed 10 evolvc or their own. They 



revealedi with the passing of time, mon? and monc oi 
the inforrnaiior. that they contained. Soiomon wouiu 
[inogreis over the course of the centunes |n the form 
chat Imperlum designated, while they gadiered die 
dau of dieir ejiperimont. 

With the pieces under their control, the L--^-;iiv 
pTiOSpercd from one day to the next, and for mcix ' ■. in 
fifij' yeari, It reigned as the r*iQSt powerful force lli r • 
world had ever seen. Lead by the Eniperor Andrr>hi.i :.. . 
and hl!i senaTcf. Solomon began innumerable adi-tinces, 
ike building mystical marioriectei to take care of the manual 
Isbon ejtterrnlnating all di&eases, and even developin^i 
hupernatuml machines that couFd majij tally control the weDthe^-. 
But dilr^gs. did not turn out ll*e (mpe*"luin had hofsed. In their arragBno?. 
tltlzcr-ii of Solomon l«ept triei*' -tnowledge only for thefnsefves. submittinH 
by fortre all those that did not b™ do^vn before diem and tufnin^ therf intu 
little more than ak^HSs,, Aldiou^h tli'S ciinTradiclied slightly their benefnaors. 
They also planned to stiirt ^ simllfir offen^i'^oe against t+ie od^er races unfi 
they ciommated .ill of Gai'a- f^!sr|ng the consequences of what sdme?haj: 
like tSiis could cause With, d^c od^tr ftswers In the Shadwv or what couk; 
be wane, the pos^lbillTy of a confrontiidon ?igainsT Beryis and ^hajads^ diu 
fiesponse o^ Imperum was swift. Like a divine pumshmentt th^ let host ihi- 
power of jCifjjanri, Their elite fewtds. ^ainsi SdlomonK devastttUng the Empii t 
in barely a few houri. They ennMd all the kncwiedge that the/ had bestow^ 
upon them, and demohthed rhcr •mris.i sfFflilghf to their ftjundauons. The 
heiwens. had npsporided widi seueritKi leaving behind it only pain, emplints:, 
and blood. Nonetheless, something happened That escaped the dcsi^nv Qt 
Impenum - they were unable td neccwer" die Thirty ptece* that Andngmalli* 
had hidden Uilnji the s.inii iirts that he had learned from diemi, 

Thiilt e>iperience was a d^jrn that fmperum *f/ou'd never be able to 
remt^>E. and v^hich isran today cont nLcs tc botlicr IL They became aviiTina 
that conUxrlling the ewslutldn of mm through knowledge would be a failurei 
theixfore dieydecldeC to bind them wrdi ignorance. But die Interverrdon of It* 
qrpniznCon had not gofie unnoticed by the HluminaTi and The Techfiacracy, 
Sothered by that es^periment, tJity warned imperium Thiic If diey opp-rrad w 
aptrtly m die ^wrld, the other j^nups wtJuki do what was ncssded. Tb alleviatij. 
that tEsnse situiicion. the th*T:e Powers in the Shadovv omc to ah a^h?embntf 
They woj|d never agi n meddle in d^^ dttTlny of Gala in a iimiinr" way. 

Bu" wIdiDut die other (xwer^ being itwan? of IL impenum continued JU j 
jearch for a rrethod to obtain it; gcwi. They needed something diat wnulrt 
unite fnsin anrj, at the aamie dme. bind them To The ijinorancc of the trulh. 
And in she cndf they found a ■KJiuTldn in a plate that They could least imti^/ie 
It - in the Icgtnda of that we h,id flarj^tten. To achieve their objKtlWf 
diey created a perfect h^jman being iind manrpulated history. deslgnMe ffli 
aSequnte £0*ite!!ft for Its developrnint, Thus^ plaining Gori, the^- jjavc Hie tu a 
chitd named AbeL who, with trme, wduld be kntJwn di Christ. 

Imperlum planned to unify all ofhunvin'tj' trsing reliEil^^^ ane this time tiiw 
eKperi'iUT.l txX(J frylf the Hites of which th«;:y would have never hoptd. Chrfrt^ 
through whose \,'oins ran each and every one of The; d^inne principls diat hft 
represenTed, fulfilled hi mission To perfection. FlniiJ^, to pin ^mariiyrand iraii I 
thei*" creatJon from turning on diem, dn^ induced tilm To die by cruclfiKian m 
the wails of Spkimon. an allegory which only Imperium undenLaod. 

But once again something happened That was not wrthin tneir plarvi 
IsorloL, one of the twelve tipoiile") o*' Christ, received as p^iyment fbr Wjt' ' 
betrayal the thirty fragments of knowledge that Andromaiius had hiddtn 
centuries agt?. For the people of ^lomon, thej' no idng,er represents 
anything of v^lue. However, in the hands of Iscariot, one of the most 
pcAvcrful human beinp of his era, they obtaincfi a frl^jhtening mear lng. He 
hid himself in The Wnke, and for several years learned aj; much as he cnuld 
from Che pieces and its creators - until he became pajnfylly aware of th<e 
esistence of the ftjwcrs in the Shadow. Full of rage for having b«tn used 
like a puppet, he us«*d the TechnoTia^c dint he had assimilated to build I 
machine with whiCh to control destiny n^id destroy Imiperium^ the lllumlr^ 
and The Technocracy, Hovvoveri he was not able to flnhh ITk and ceded tht 
Work of his creation to his son. 




U'il^.i, .iL|t;i7t of Ji^fgnmi 

Tvifo hundnwl y^»n laiern RaK his lajt desccndenE, rninifesMd himself tn 
ihc wcH-ld and tifpn tK« W;vr of Gad. The Instrurncni was iilmpHt fljilshed, 
bu; ?o be able Id use It cDmectl^, It hjid to 6e charged with Miuli 4 
wui^e ol snsfgy. Thflreteit!i Rah inltsatcd the war wiih two objeKllVR - to 
liberate man fr^om the chaini In whkh thc^ were bound, and to complete 
hli crcatlorv. The Pawors. ^n the Shadqw :itttn<1ed Ihc cventi that were 
hnpptnmg wiih gncit intcrcit, although the paa thty had made a ctnturif 
Defgreitopped thcn^. fram acdng openl)' again. When ftah w^s be;iten» he 
tried So activate the inachlne so as la aim a Finiil mortii bto^ to all three 
orianlzfltlona; whoM i»istrumentnla and powers became damjjjed. 

Thfl^l^ SMing what the world had becon-ie, ImpErlum, The TKhnc<rac^, 
and the lllumlnati gjithered to^nlher la as to avoid the atijcl^m toward 
which ai\ cIvlllznttanE werp nennng.. Kncrnvlnj; that whatever decision they 
flecldod » make vrauld be so manumentnl that li v^juld atiratt the uttcntion 
of ihrE ShfljJiijs and E&tyK ihcy preferred to cq-n^art th^n-n ►"inol inv'lK them 
'jj pjirtlclpat* \n their meE?ltij<. Thcrt th**y came to the roncliislon th.il 
Ihe Only viable lolutlon welj to separac-t tht <Mif\d into three d f^'enent 
existences^ and eisch group vroyld be r«ponislble «xcluMveiy tor Its own, 

Fiwi PhHt moment on, Impcrlum watched cvc*- the Abel Empire, seelnf; 
that 11 functioned carrectly. They wrs vtsry satlsfliJd with tl"^ good: deeds of 
Zhesf ne, Tht; Emperor h.id unified the world Just like ihtf had .tlvmy* wisned. 
iind PkOw the ontf th\n^ left fcr them to do was to iissurc 4s STabillty. But 
Imjierlum ^v?Hcnns[;M}U5 of the fsEtthat human acinus vre-uld neve^^ be atpewe 
fcr verjf lon^ under one flag. Hven if n common nellgion urlted U5. To avoid 
die iegregjtlon, L»ie/ dcveopcd a ij^tem ca|le<l Ajjspice. which aUcwed thcffi 
to Influence the ilettwshs of p«jplc In hlj^h posttlans nnd prevc?nt large-scde 
tDnficts from breiikingout. For ilrt^ost MWM Ccslturica, Everything happened 
cjiattty as Uicjf had planned out; they manlpuEated hliLory like puppeteefs In 
the sJ'iiadows. Even so. many people begijn to d««SDp immunities against the 
Auspice^ aniJ the s/item beiaitie more and mnrE unstab*e. 

And tiien Eljaned ihowed up. She wa* an outstanding meml>pr ol the 
Inner Cirde cjf Imperium who desrentled to ciirt^i apd tr^ed ta take; contnol 
of the or^nlzatian for his own unknoivn object ws. For two yearsi she 
Used her mfltje^ce to htde Iter acticni, trying to gain all the power that was 
pDsiJble before thej' hecsinxe ^iware of her true IdCintlty. Being next la t*ie 
Emperor, and i&s the head of the Oiurich, she covered her bases against 
» direct intervention while ihe trtcktd a group of lurgand Into piat^ng 
thcmtelvis In tier service. Also, she subJURaLcd powerful supematunai 
entities wtio wished t*iat The ftjwvers in the ShtiGow would dlMppear^ 

\n the 0(Ji« ir^stnritthiit Impdrlum bEoamE awnre of wh^t was happenlrFg, 
Eljsuied attacked 4<l of their iystemi, compietelj' destraylng the Auspice. The 
ctjnfrar^tation betwEen the insurrecting flnmadii arsd the farces of imperiixm 
was 100 much, and caused true natuniJ catastropfles. In the end, the rebel ilpn< 
and the entitle^ that lUppciricd it, wen; compieteSy estermlnattjd. Impcrium 
m.ide sure H immediately erased any trafcs of what happer»ed. As fpr El|an:d< 
ihc had diaapp^^nretf. F^rhap* she escaped to HellL aidnougn 7he posaitoillty 
i3ifl exists that she died jtt^ptirig to finish hef' trjE plans, \vhlch still rcmnJn 
a mj'stery. But this £DnFrt]nta,ilon had seven i ntigiiNve tjansequenccs for die 
orpnt/Jition. The Auspice sj'Stefli totally worthless now th-it man had 
rtiflrtigcd to become iTimync CO it, nnd ttie Empire ^viis crumbling, If th^t 
was not enouj^h, the internal^ battle causied a considerable weakmln^ of their 
pvf/^f%, making Imperlum vuhernbie to an attaik from the oihtr Powers tn 
ihe Shadow for the fir^t time In Its hlstorj^. 



THE AGREEMENT 

Du^|r^|l5 the Separation, the three F^vt-r\ ip. tile Shadow reached an 
agreement to not intervene lieyond the territones whie^i each one was 
assigned to. They also committed themseivt;* to r^ainia.in»ng Che exiiten^e 
■Df the other wa/-lds as n sccnrt. snd to not give their kn«wvi«l|e to tfie 
inhi-itiitiJPta of the sui'fate. Within its owwn SHcD'on, qn ixganafltlon l» frt* ba 
do whatever it wants, even executiiig members of the other orgitn nations. 

Hijwever, Gaira and C'ici ivsk^ thiit the free wil' of all the pDople pi 
Gqia.bc mainLiincd. i^eilcerL. the ftjwcrs in the Shadow accepted, as ionjj 
n I ho Shqjadi as well its the Beryls k*pt themselves cnmpieteiy removed 
I 11 u'ortai mjittcr^ To diste, the Agreement has been toTaiiy maintained 
■v ■!! i.'iose v/ho signed lu There wajs also 4 strange ci^Twlse that wns Included 
on the ini'Stence of the Shajads and fleryk in \vhich fmperlum comfnits 
Itself to not h(irm the pmgenj' of Zhome GiovHTin,l. For one reason, or 
another, the Lofds of Light (as vveJi .11 the Lords of Darkness) folliw the 
partlcuiars of that linEnge widi spectahntereJt - perhips due to tne fact that 
Zhornc was able to diannc the course of events durlnj^ the War of God. 



IMPERJUM 



ImpErigm n ih*; *nost powerfu' of tiie tiirec Pcwrars an the Shaciow. It 
h the or;|sni3a.tian of Mankind, watchmg over us without us knowing, its 
principal j^oal Is to care for the eniistence of humin belngj. The/ takts eart 
of us, ohentJng us in the mi/ they feel i& most appropriate, in some wayit ^, 
tht)' are our guardian im^^eis. even ilhaujih to do 10 they have !]e<:ame our 
|.iilen as we|<, kcepir^g us \r- ighorsnce, 

It wai the first of the three Pbwers In the Shadow to appear, Iti true 
ongin is nn enigma, al though there a/e manjf theories about its creation. 
The mast extended between those who know the organizatian Ik that it 
WAi made a sm^i'l group of humnn iMlngs who had .attained almost dlvlrc 
pwefi after the Wat of Darkness. However, some ancient eruties have 
a hypoihesii much mwe somber The^ conjetiured that the tjrgani^atlon 
started from a small group of me^^ to whom the creators returned: part of 
their iosi Itndwiedgc as an expErlmert, mining th«e limited m.cm,orlei with 
vMt supCJ-ndTuriil abilities. Either way, they are only hypotheses, as the truth 
is only itrciwri by n. few n^ombers of the ^nner Circle. 

Ever"! now, weakened nf'jer the tonfrontat^^n with EIJaredK its power is 
slightly giT^tertht'n tho*e p&anissed b;^ The Technpcnicy'or the IflumlnatJ. No 
cntiaturei no maTter how Stro^lg, can fflce impfrfiUfn - jnclL-d^ng tho&e entities 
lhat human hetngs cansiO'Er gfxlj. Only the Sbajad* or the Beryls represent 
* fence that they ajie not aWe to face. ThEk base »i found on a flyinjij Island 
calieil Jomungandr, It i* tcKaied in the inferior area of the scfattwphere and 
has. the abiirty to fr\Gfe from- on^ place to gnodier They also ttsw some 
jjranc substations, the m^Jcity of which arc flying titJideli - although there 
are a fsf/ <:xteptlDrs which are built under Urge cities. 

The organsiarJon is dlv^dtiiJ ^nto different stnitn, each with different 
attfibutEs, The main body h Iti a^nts» those in charge of moving aero** 
the world and compiedng all the fieldwsrk. They are ew:eptlonaliy compiejs 
■ ndiviouaJs,, and each ore of them po*sesies a totally dirfcrcnt iiblilty 
periecpy adiiptisd to the type af misslan that has been en'rusted to them. 
Their functions are very diverse, likE infiltration, ESpion^e. Or covering up 
the truth. They alwnyi work alone, and they dd not *pend much Ome in the 
same place - 4Tithot,'^h ^emetimes they can hold positions of importance 
next to pawerTui people %D as to lnflLie!n^,e their dccisiorii, The majonty of 
thojn art! recruited! among individuals glftedi wjth the abilities that Imperlum 
needi, a'thoui^h scfmeumes they are created through n comBi^iaiion 
of genetic englneerln.g and magic. The hig^Erst-ninking agents who fir-d 
ihemselvBi under the di red orders of Ihc managing group receive the title 
of "Supervisors." They coorninnte the attioflS of the other agents. Mo one 
even" leaves Imperlum, but sometimns individuiils ai e fliiowed to lose their 
memory and restart a normal life without their special Ciipabii'ties^ 

The secontf stratum if, m.ade up of research and dEvclopment tfiils that 
deal with social Experiments and the creation of Technomagic advances, in 
genemi, they wurk In the diffcrant substations - sithaujjh there is a small 
elite body that ptiils togethei" the equipment for Jijrgnnti. and Jocmungandr. 
Sometimcii they ge down to Galfa to taj«ie the data that th«^ need first hand. 






Laitl^, the man5|lri| graup of Smpertum Ik kfio*R u ih* Inntr Cirdc. 
Thcj' are tht ones that make tach and s^^ery one of the Inrponant declilans 
thsic are carried out. They move the strings n.nd rnanlpulate the dpstlnj/ of the 
wrid- Their Identities jin? unknEs^vn, since rnjne <?f then arxj li>cated or the 
face of GgiJ^. They slwrays rfitide In JormU ng^rtdn and ihey only dejojnd to 
earth on very few occ^isJons. They ant imofttly (or were) humors - nlthcujjh 
i3iey pnohnbiy n«eived suF*rr<alMrjil impliints or were birthed from' the 
beglnrlr^ of Tcchnamagic. 

Hcwevtjr, iJiert '* ye: one otiipr po^wer ubovo that o^ Che CUrle. A jwigle 
n^im direct! them, and his onders .ire Jih^i immKHately follfjwed, ft Is said 
that he was the founding member o' Impfflum .md thist, twnr 'he lenjjth of E^le, 
tfiousards years of history of :hc or^aniMtlen, he hai aKv-^ been the iheln 
charge. But ihti mosc turprlslng thing \t the fan that he is limply numan who 
hiii stopped ailing. Ehanks to bhe mejjns Pit his disposal. No ane kno^vs wtiac 
goes through his incxplicflblc mlnd^ not even 1hc oldest rnerpbcri of thj 
Inner Cirtfc - and they ha** k'^d^^m film for several mlilennb no^v. T*ie ^ . 

only Thing known about hinn js that, vvl I :■ .' i !■ .1 iii i'.: !' u ^^jj"" 

friont of the Shnjaos and the Eteryls, h*:; < . iHihI I • 'i i i-.. I " h.i > 1 1. ii ■. .■, " , 

Over tjit course of tht last S5v?n tenturies, ihe principal 
task of Imperlum has been to kenp its preKncc, as well ai chc 
BMlatence of other worlds (which they call Hell), a secret. They 
contnai Ji?l the Inforrnfitlon, trying to mjke sure that no one gji\r^ 
even the allgtit'sst hint of the Lruth. They also prevent pcap'c 
ffccm cmsslnji the Barrier, hunting dtiwn those visitors wh.r. 
cone ftvm afaf. 

If Ir some rases inforn^atlon geEs odti or someone ^ 
makes Inctulrles ttiac nfc txceptlona;'ly worrbome, diey uic 
some of thfllr agents to erase the menorle* of the people 
or creat?ur?s Impiirated, It is even [jossibie that they would ^ 
altis- the niemorlH. of towns or entire does so as lo ^ 
maintain their JccreL In geriei^l, Imperlum try to avo'd 
ktlllr^^ anyone, ^ they hnve sufficient power to do what 
il iHy want without having to idii, In die sltu^rlon when? 
ji e^eclnlly pow^r^ul Individual fjnds out too miuch. 
ihL-y put them.selves in contdct with hrm and they 
offer hln^ a pQiitlon within tli* organlMtlon. On'y If 
he does not accept, nnd turns out to he 3 dangc-i , 
do tl^ey order his dtistrLcthKiL 

Imper-um '■eu'wes any supem-atural creature 'n 
peace, m matter haw powerful it is., '•ong a^ 
does not pince the secret of Hell In danger. For iis 
many massacrs or as rnuch Sesiruttlon &\M it rnay 
cause, they conpletfily l^pors It, preferring Instead 
for Tol lUuko or die Inquisition to deal with It, They v^il 01 ■ 
intervene If one or several beings of enormous powi;r 
'.-ndanj^er th* entire hum.an race, in yrv- h 
■w.i'ii; they wou^ uie agents 
Qt JOrgand W finish ofl 
the ttiriTjit, Even 50, 
durlnf^ the first few ytars 
th at followed the fonriatlon of the 
Barrier. In^perlum hunted certaJTi 
Bspedaily pcftvcrful entities that 

had yiicome .-rwart of the sepanitlon of the wcwid. M.i'iy 
of ihtym were iibsortied by the oK^antratlon, others 
ended up destroyed, wtiile the eldest ones hid m 
The W^kfi iga awlil the purge. Only In very specific 
caj« wefc »me bemgs granted permlwlojt to remain m 
tnis pan of Caifa (mainly becgusie of their fe(rt:red rulations With ^ihajiid's or 
ESerylsJ. In today's age, Impertum does not care at all K someone comes or 
goes from The Wike, as lor.| as it Is rust a ttire.it to tfittr secret. 

5o*nethie-i, thalf research eelli perform strange expci-imenta - lll^e 
moving entire towns from one piece to finoiher so ns to analyze the loclal 
consequences, or sctslng free one of their new crenttons to measure Che 
c;3pabllitJcs of the Inquisition and ttic Tai Rauko. 

Imperlum has, many contacts In all the Prlncipaiitiel ^d orj^anlzatlDns 
, n Caia, though tnpy *iaye ^hc greatest Influenoe anong Tol Flauko^ Fof die 
last few centuries, they have manipulated them to complfite many of their 
cndv - like retoverln^ dan^cnous objects or netruiLng new members, fcn^ 
the organization. In fact, Miannall Maiakisis QAift collaborates openly vvith 
then, even though he has no Idea of the true extent of t+ielr poWer, 




The series of evertti caused by Eijared has partially diminished 
tlie c/piablMties of Imperium to sulstiy <nflucfiCB the world - especially 
because of the disQppeanatice of the Auspice system. The Au*pice con^lsti?:! 
of a minlxule symbiotic parflr^ite speorcs whic^i intnodited itscH through rlif 
nose or the ears of a person, fusing itself to the br^jin^ Each one of therr wn-, 
Gonnetied La a psychic web under the control of the or^nlMClon, whici. 
rendcrett people predisposed to do whanflver Impenum warvted iJiem to 
without totally Controlling them. This Wty. they avoided the more Mriou', 
problems of the Empire without having to ctsmplctely lirnil the free W'H u 
huma<i5 as tfi-ey had ag^^;ed to do with C'lei and Gairin, 

Currently, they only count on their agents to naintain die stabilit/ on 
both continents, but their tontrai is not sj. absolute as It hai been befort 
Eltlicr vwiy, the Inner Circle does not worry too much fll)Out It, It Is awari.- 
th»t an epoch of change is nearing, and it mtendi Co observe the evenv. 
^Jldn&ughly before naking die decision to intervene again, 
^ One of itr, train concerns is that of notovcrln^ die th*^ biack ■^f?tii 
. ' ■ -i -liorron, which hold .1 knowledge diat is too dsi-.- 
• • ii-.M lighdy yarned obout die discovery of the Boot 1 • 
|>ad par^ of the factiofi of the 0lade Sun, For now, howi»vEr. tney nn- 
k. ,:„^'ing ther policy of nonintcrwcndon; tf^*^ intend to isive them in 
I :• 1 ■. iiut jbas are not &<t anfy goftls of Imperium, The inner Qrdft 
kit") a mudi n">o^ complex plan, one that hiis tieen germinRtiryj fcr 
millennia now: Tf^ intEnd to destroy Cic? and Gaira, tnicin/; 
incn^vDi dcfnitivGly from ihisir presence, Bartiolse, 
if row* that this pyn cunwrtly eseeds their cnpabJidf;,. 
i?jt mer the length a^ his hundreds of thousands of yrarv 
liiz has learned to wait ibr' die perfect momenL 

The Tcchwnm/jic 

Ail the Flowers <n ihu Shael'cw iiiwe mastEfy 
>ver Silences that escape our undersiiintllnl. 
I an mcr^dlQle ftfshion, they have been ntle aj: 
■jmbine supemaiural powers with t£fchno|ogjf; 
iij bioiogyi crcatih| ar* art. which they tall 
1' I ii iiimagle, Eath one of then> Is ^llghty 
notxi spccia'ljec! m a field, and their constructs 
JifTer slightly from that of die others. Even ys, 
I he diree fiHve similar knowledge, thoyg^. n 
,ipp||ciiitlon is very (Jifferent, 

The technology that Imperium uses dam 
not icem like miythi-njf we have in tolay's di^ iin4 
,'ige. The machines use magic or spintuai energy m 
r.i-noratofs and, diough they might appear strange, Irho 
results that they achieve are incredibly effective, Thaif- 
creations have ail kinds of uses, from controllln| 
natural phenomena to erasing people's memorleif 
I hey also possess extensive datatiase *ayeOfl?i; 
very small psychic crystals. 

i t.i, ii' irty is not die only Held thiit thef j 
iM>:i|'iii, ^vith magic, Theic Knowlpcge m 
Ir-iology, mcorpoRted widi d>eir nastery of dlli 
ji.. pematuraii la, also extraordinary. They hsut 
1 ' '.i»d various chemical substances capable of curm] 
diiL ,ises and healing almost any type of wound- 
Where diey truly stand out, howcwcn i in ^enetlc^ 
fifiineeriiR, Through the manlpulatcm iino tombinsttofi- 
orDlSJA.they can a^terd^ phystcol anc mentiiicapasiiTtet; 
of ar^ living being. Their most incredible creation in d^ I 
Held has been The Ladies, They are truly living compiiLeri- 
Lse*d to cix>tlina/.e and conttol the wbstations, and to kseap die world untiBr| 
surveillance. These o^eaure^ have the appenr.Tnce of women who ane t«d up,, 
physicRlly linked vli connections snd cabtes to the tentnl station of eac^i tMHfi' 
Originally humanj The Ladffi haVe been roconffguhcd during their emla^Cnte ] 
Kite to have a jupematurai inifillcct and capacity of i^ason, and they reoswc j 
doHns of Implants so ns ta connect themselves to imperlum's syitems. 

Almost all tiiB jjdvanees are very oriented to wp,rfare. The organiiation has 
come up with all kinds of instruments far their a|,mti - like W(rfng WeaijOns lh!t 
can a\ttr their appearanca at will or project devastating; discfiarges of finergjf 
fnjm a distance-, Ir iSie snne wt^. there are numieroui inpiai'^ts that allow thro | 
to increase their abilities, like metamoriphic limbs, for iSsmplc. 



AjMjther of their greatest ntJvgrttie* Is ihf fabrtcatton of gdlems. This* 
creiiTioni oro Ejlmost alive, and tlkEy cisn perform various easki - dcpendhg 
on iho oblectlvc cf Its loratrucc'ton. The Dolls ore the mgrt basic cnyitiDnf 
•,-/K:isB tornmori tasks tifnd to be fjiiiriuri'i i^bar and ths Tnalntenance- of the 
■iibitaiions. They tan uikc on various fcarm!; and sJjcs deDGrHd.ngon rtie nature 
i:i tlieir aiilgnnlETltx though In gcnet^i they are humatwid ihape. Th^ 
.r.-cond MtiJEory U wMea The: t*1arionrretic5. ThtsifgDierns fHisiess Irrtei^lger^e 
'•-•d cve-n have person aiitbcs sometlrncs, Imperfum ssv? them fbr th« nvQre 
jmpiex assignments - thDlj;jh geneniJt)' tliey arc War Piariahe^teii heavily 
jnned and prepared for aMj? contlnienfy, Sonrte qui hnve a liuman aspect, 
■iiid r,o ane vw>i.jld lie ab'to to distinguiili Them fnom a trve Hving being. 

Ei«n :eida.y< iinperlum canLinucs to ^nves^igaw sil thesa fleids so u to 
^ebif^/c nwv iidvtinces - |uat II the other Pqwcrs m the Sbadovv do. 

Jur|ftnd Is the (D^cutgr arm of lrr,|itrium, ihc ictrci armj' in ^hich 
tfteir crue power rEsirici. Eacli one csf Its componenti i£ a living weapon th.ii 
hai na equiai, cafiable of r^cermhistin^ ervtlre iirmles in mere minutes. ThB 
crganijailon is structured \t\w «2v«:ral squads of ajpsnti th^f arfl gis^crrvedi 
bf n mlllMry 'i^iUm. The brtsic uniL is n^ade up of groups of fourj and each 
member has diverse abilities. The different Kjyaas are itn,<) b^- Ptitrlarchs 
whs receive thcl'- ordch-s directly from the Inner Cirtie or from Barnabas- 

Unlike the ochtr agenti of Impcrigm, they ntMsr mo^c frctiy .ithSi!! Ga'i'a. 
Like anjjels of de^iih, the merrsbcrs cjf ^Qfj^d ooly descend w- isarth ta carry 
out. ledrch and dcstnoy missions, and in general, '.ne-r sUy is iytci!ptlonji'.ly 
shcM- Impurium tri^s w mi'ite sure that tticy have the most nilr,im.ai contact 
in passible wilh rhe worid, so as tc avavd establishing Gmptoniil ties wirti 'ta 
inhablLinits. Far thii reflsor*, the ajj^na of iDegmd consvder thomnelvES tlie 
only imc humsffi beings arni consWcs" the settleirs of CziVa almost I ike anlmds. 
Cflmmoniy. they rsfer to 1h«« that live om the surface vifith the nic'sriftrrie 
'sheep" or "warmsr They belwvc in vvhat tKcy do ^ivlih aii of ihi;|r ht(vrt, and 
iheir iDUlV loyal ta thwf ideals, in fact, xbe^ do not knw itnythlnj^ else. 

In the rsrG times that .i mission is entrusted to the Jljirgarid, they' send 
iwly anr of its j^cnts - unittis the Task h sp cdimpltM ihnHt i^qtiihjs s full 
group. Ail of the subfttstionA hiive <?n hjnd a limited numtier of ih«ni as a 
mcart* ef prQtedJcm. In addition to- its Rtbcr security ^ysxems. 

Wot ctoiy nne the^ slrnfliSy g|fl«l \v*ith gMlly-iikfl abiilrics, but d-iey niso 
carry with them the meat h-iRWy advanced TechnornagiccqulpnEint NorniaSly. 
they 'i/vstM.T some very sophaticatud synibioiiE qstORarniar, called lur^cTieth, 
whith Incre^tsMi ifiwr capabiliiies and bEstows upon thcrr, mystical powcri, 

The origin of tue mernlwri of JtiFT^tfid tin be wry varlfd. GenerAlly, 
rhey iin? boy* qnd girli tess then cw^o qr Lhnsse years tsid. who posms 
■'jiccpTianai njpnrh'jman atMlitlw frcjn^. binh. If two Bgents arc tiiiovved to 
have iT child, the il^de one wlli .I'iiO jutomstltally become it pwrt of the 
argn nidation. Neverthelesi, The r*ifl(aTl:y of ti^em. nrw ttsL-iube biibics 
I rM^cd ihroujih TEthr^Drrtaglc, In which thetr burr*an DHA Is combined with 
Trie ciwncc of vaneus dWinitiei^ ?ho Protodeus, Th-ey wlH not, under any 
rineumsiancei, admit an adu'.t to the l(lrgand, no emitter what abll'tics ne or 
iiie may possons; they will jftin dir«^iy the "norm-il"" agents of Imperlum. 

The mcmberi of JOr^nd. reside in iorTnun|;,indr, vvhcfe they are tnugN 
•Jnce tbcy vwjrc little. The entire Wand Is a huge academy In which the young 
cn?"i learn all th-it diey need ^o knoiv - h.irtary, sdence, and whfitever type 
combat style. Thcrs arc j^en courses thac depend on the l&.t:l ability 
ihal the studenti poSsESi How mixrh time thay Sfjpnd in each one Is not 
dependent op rhpir u^a but on the Hp,sblIlTles th<?y possess. Tfieir teachers 
,'.re tiif,ri-ninkiri£ agents. pD^^'Erful m.ystlcal entitl'es. or even m.embco of the 
inner Circle. T>icy try and sUimuliitt con^petitiv^riew between stud«iti to 
i^ncoi^mge his learning. 

To stiirr, off with f they are dlWded into thirteen Houses gaverned by 
members of the Inner Clrde, who 3fX2 tailed Painarriis or Oer.iMirget. Each 
iTUdent ctmipctes aj^aiost the ri^ji Houmu and hii compsnions to obciiln. 
(he best scores. These points are used as a ffirm of cumincy tn licquire s,ny 
tjrp? gf c<)ulpment or clothes thist rn* youn^ onej neea. This way, their owr^ 
Inttlncti fwjsh Them to ao bet.ter. Naturally. Lhe^ ^"7 maLirl^ the rturienL 
VD ttie field In which they stand ouL Once they find them-seivw In Iheir 
Liit course, they are pr.ictica^l^ qgcflcs and can be sent on jobs i,inder tlic 
' .,ij->nrMiitlan Q*i A proftMor. To graduate, th*^ must pass «i final ejtam, which 
( V ...unsisi of a field, mlssvon or a test prepared for such ii cotitln|ane,y, 
i ho'jn who schlove the Dest |,rades become groiip ieadefn. 

The total number of JQrgand agents is unknown- 



OTHER P0WERS 



The tvvo remahing pcfvvcrs In the stiadow nave much less Ipfiutnca ir 
our worleJ, parotulariy beeauK! In li^ht of the agreement of scpiiriitlan they 
cnn net art wifhout tne permiisjon of Impcrium. E^>en soi 'tis poisitite Lhjt 
On oecaslor. thc^ «voutd -tend one oi ''.heir nge^nu In secret wth n sptcH'ic 
|oaL Wu! esp-ionajje or the persecution ,.1 iugltlve. 

llkmmU 

1 hiy lilun-.in aU atfe a myj.tery amonjj Tbc Pewen ^n the Sh^do*, It Is the 
sec^tit society thjt keeps, an eye on ih,e Du's'iarist, and li 15 i^so the most 
enlgmatit of the three organjiatjons. They practicjdly never intcKven'!! in 
The affelri of their people, efven though they hfrvic alwi^J c^rtflbl',shed Uei 
with the go^'enprs erf their emplrsa, The technology of the likirnlnati is 
V5fy similar to thai of Iniper^um, thojgh they mainlj^ use Cesthal wood for 
the^r croaftions, Their Innplantfi arc full of runes that grant then-i pOT^rr, Even 
ihetr basiesi arc controHed by the No^h^ huge comoLaLCrr trees that an; the 
equivalent to The Lidle. 

llttJe more kntwn about thcni other thun the fact thisx thcj-- i]re. 
doseV strange traditions and rites, even thotigh their eystoms and 

bellcfe differ ti3*npletery. 

Tk Tcchnccmcv 

if 

The Technocracy iS the orj^anitation that" guthers m its basom the greatest 
amount of supci^naturai races, In spite of divcsit}', 'ts m.air^ 'iei?OQni come 
fRjm t^iif Sylvaln race nnd holii the true povvor wirhin Tne- Technotriscyi Tne 
sociBiy Is orgiinlitd by raclnl taites, though the attributions of the agents 
lire ,is5lgnc<l by their upiibltitfta and not tuswius of dieir species, Gwen 
thai their people gEnerijily control magic^ the Tethnocrati have centcreo 
their Icnw'^cdge op mechanicsi engineering and on efsntrol of the pnych-t. 
matrices, wher* Ihey have the gnsalest aawncci. Thekr Technomagii • 
baaed on metal and crysuli^ preferring to )tiNti biology on 4 s«ond p^.ni. 
Their contro'i iystems «inc matie up of lar^is cryitals fslml'ar to the one:, 
used by Smiperium in^ w'hith they itorc liie minds of icvemi lrtdrviaua.!5. The;.' 
completely eliminate their feelings and the inersase their ration n I .ind logical 
copnticy, that way thJ^^- are Mpqble of aivvays fhdlrrg the most nppropr.aLe 
solution to each sltuBtlion, 

ADVICE TO THE GM 



The ftiwers in the Shadow tw he ^in impprutnt msplr^tlor. to crtfate 
gn atmosphere for games. Sometimes it is possible that your p|g-j«rs rind 
a due that altovw them to dlwov^jr the t5<lstcnEe of ifTipGrium, or rnnyhe 
ihfiy evtsn try to discower th*' truth ,vid search for a m,elhod to travel tp the 
othor vnDn'di, Maybe thfSf find themse'ives «n posstsslDn of one of this los'^ 
thirty fragments knevi/ledjie, or moybe they must %Xop wmeone hm 
been abli? to acquire one to u^nleasK som-ethinj; terribit. 

All qf these posilbliltves are verj* attnictJve, but keep In mmd ih.ic theie 
orfjiiriizations .ire n.ot an ;5dvcrsary that the characters tan face openly It is 
not recommended to ovorwnelm the chnracicrs v.rith the manlpuiauon of 
Impcfium, In ip\tc ejf their great pOfivers, the organizntioni in the sh-idovA 
^'^c not omniscient, £k' that Det:^^uSl■c of Kom. the' rifitrlct.Dhfi -impuised 
□n tl^ern by C'lel and Gaira, or bcEJtu^E of the imposwhilltj' of contji^tilnp 
everythlrig, many Important events th.it happen In GnU cscap* their 
.attention, Therefore-, it Is perfcctV pMslble that the mitiorliy of Inc'dents 
that happen in games id^ place without them knowini. Also, remeinher 
thai for tfiem to net directly agsin^t a threat, the jilufttion »hould be so 
cxtraprdinoiry that it places all Hufnanlty Iri danger, not |ast a fs^v thousand 
(or even nn entlrr Printipallty). 




1 



Hell 





□ tie of- bhf ill -'.|t|:i.j I <\r ,t| KJ1.3I1S 



The vvond B£ vre kflcw It but n fr8j{mefit d''' llie rcil 
worid, whetheir or not bumanlt^nd is jiVarti of ths. Over 
seven centuries jgq, reality spilt Into thfee lajcers. rcmclng 
to remain Ijjnnrant of the fact thfli wc an: not aJone, thai qui 
florus iintf legends Art iiiW «*aL 
There is truth., iJincJ rhere 1* Hell, 



HELL 



Thcrt! aro nthcr worid* ipart from oufi, h them, cmtmircs v-: 
supernatural cfltltlci iull pxlst, and man i* only a myt?i waihed iwj^ s> 
time. These Lindi ire a virtual pur^atorjf for hwrnans, populated by all klm]' 
of crciitures t+ini v«i! would call demom and nl^imancs, To these- 5b?ln;;;., 
htftvrvcr, any oThcr world - mcludlr*^ Qun - vvould be a terrible pIscs -i 
h ve, Tl'itT liVfU Id h4lvL ID h Ide Iti Iti sharJOivi tp Ki\rald being caui|hc. 

In the Grid. wi* -.vf thek helL m much ns '.ht?^ arn Duirs. 

Aalde frorn the carc?i know, nherc iirc mnilnly iv«i large areas populaJx^i 
1^ other rates - eath uniwran: of the other and dlffErem In every rbpocL Util'- 
Is knqwn about these plates. In fatX vnryftw peop* know how the Inhsbltiuil 
ofihii^e worxJs miiy tnvc c^flslved durlf^g t*iese pfist seven centuries. 

THE BARRIER 

The world II d'vided by .m mvisrale Etirrier that separaLcs ra:allty. Ii 
r«embles d hugt wall encircling the Did isnd New Continent^ and :ill ci 
the inlands ».round ^h^:m, No one can perceive It or n!«;h the Inndi th.ii 
He beyond it* It Is located Iri ■oceanic areai, alwayi scwnral mdcs off t-.^' 
nen.re&'L ahoriE, GaTa's nearest papulpibpd nnrji li » smalt Island to the nDrtli 
of Bel£cnt. lociLffl only \5D0 n-ilics iitivgy. 

The Barrier does not ^ufKtloii (3* 3 phjdcal obstadc; % effects are mu i- 
more iubtit and undetecttsble -wtilchseirws do conceal itsenlstcnccvitindcrru'j 
Onc« fi persw cnjiiies the BarrcTn his ^aili^ dters jJowry .md progre^iiveiji, unul 
the tnwHler Is QTinsparlErd to ,1 dlffenint plate ^Id-Hxn even knowqg 4, F^r riv 
most paru each section is linked to Its e^aa eppositt comer, thus crrating t>'( 
imprwslon iIkil the wtjrid Is perfectly round, h d^lE manner, a ihip ffl-rig >wi^ji 
from the Nirw Continent shall read^ the wcsticm alands softer mllp« ottd mlln c 
iKean. SonT«timc5. jn^XESeen rtiKLuitiom happen, and a ship may end up ,il 
i hc end of the world ir^id of when! It was suppasecS in appear, 

Gencrilly, the Barrier takes t+ie shape of a tremendou* mt ttorm V 
iwki ihips for Several mllci jntil the leave it behind. It h alw prfise*it. in diu 
waking wO-r|d The Wake, where it can be seen as hu^ waII of souli anti 
chairis tnctt physically obstrycts Che pasMije fcr any af la mhabltiiiita. 



Trmsit spots 



The Barcier a not pcrfeirt, drojgh. or at ^east It wai not designed to be. 
Occauanaiiy, sm^iH nlwrntioni will ptwidt! temporary windowvsi th^it. iillcM 
passgge. Thorn Is no way of knowing for lasrtaln v^hen or whetT: the next tunrel 
will mutirlallsst! - nltihough they do appear to follisw n jjeneral patterrs. 



The Mme pewrs diat creatECt the Surrier also created certa n tsintftij 
syiterrs t;h?it allow them to pass Ehroijgh It and stay in Touch. Ttiese objetti 
nn* called *'k>^" 3r\<3 thc^f aHow the beaitr - and aometimes those In hii 
convpany - to ignore the Uarrer, These keys do not come in any definite 
•ihnpt, bul "hc^* usLialiy carry spme sort of embedded cryvtal, 

Am-jim^iy enough, some old artifacts cre;iteci diouiand^ of irean 
be fan: the (Samer ■twif was formed, QCt lU natural Keys, Imperium h3^ U5«J 
Tol ftduko to acquire ail of the objects of this kind who*e eKlsiencB he w^: 
a-w-v* 0^, but some may slHI ren^sir^ scattered JibouL 

UnfcrtunHteIyi Imperium Is also aware that there is enough knQw?*di!i 
•i> lii'vr'loD a «y using the thirty black metiil plecei thflt wefii miising. 



inkmifins 

Ttie Barrier linol homogenocHiSr Many altErncrans exist iilnn| IcsUiOtisand 
ol lilies, which sofnetlmei prodiicE Inrgn Intcrtncdlitt ^rts^ Inside It. Thens 
STB ijsgally viaranL areas, tantaJnlrij^ holhln^ Ixit ottan. At other timei thouj^h, 
they hide small Hiands ttiit nuy c/en contain creatunTes, These ojie Ilk; dry. 
Irmermedlaie worlds thjw evolve without the supervisian pf the Fbwcni in [he 
Shidow^ whETE unknoivn cultunes msf Km thrlvtd oyer the fue of Cafa. 

There dre two [>oln[s where the walls that dlvHle the thr^e woHds 
tanvenge. On the autermast p^n Is Y§gdraslll, the Soul Oadn. Yj^gdrfiilll " 
>s q liumohsays piece of fnathlrnery^ iss big as a m*tro[>olls, made of bUcb 
mctiiL *DOd arid cryital. Its huge hands are iilwayis about to striks tweli«j. 
THcy dW loclted In that position with Calm chains and C'el dovc^ wtikh 
teep them from moving, 'l^dnisllt exists Ini all ^tii'lds and re4ji|tlB5 at ancv^ 
connecting rill the pLmei of exiitcnce. 

ApparcrrtJ^^ It is alsd a mateHal poin: O'f access lo the sen o^ souls. It Is 
aud mat one of iti functloni Is tim of directing passing .splnts back to the 
Rcw " althiKlgh it Ik unlikely dnat dils Is d-io case, since die very sCructare 
of e)(lsterH;e \t able xa da that by itself. Iti trcstor iifli noi been ■astabl shed wich 
certainty^ but ndthsf the Shiijads nor One Ber)«s have claimed ary onedlt for it- 
It Vi^ulri be possible for Indlvictui^l to gain ai^ccss to It and wander Its 
(trijfiBC latiyTinthinc genrs^ bul whaloVHr mi(^ be encounterflCf lr«lde eludK 
□ur krH3wletig{; complewfy, Even several jUrgaritt agents haves been unable co 
ta ri«urn after venturing tso far Inside It. In the consErucfeon of tfite fenTeri The 
ftjwer? oJ thf Shadow cmplayed a small portion of ^drasiir* cnc*^ jnd 
rwilnBttEd It tn die machinery. Ardur<l the dock are located the thtiee Cronos 
Piari - tethno rna^eal artlfacti tf-Jt create d'le walls which dfvlde cwr reiltty. 

Nobady knows fbr sure what exists within the sBtond point ^ 
convergence- It may be simply a vacant area, or riamcihing both Die 
Powers In the Shadow and the Shalada and Beryln hAve irltid to hide. 

[CHALIS: SEA OF CLOUDS 

K\-a\h Is the name of tne worsd under thft supcrvKlor- of ^heT«hncicrw;y^ 
It llthfr dwelkng pl^ce of elves and atherfi^Jry races. Its geogrnph^al dispnsltfen 
'H truly yn-fieard af. For same Jnlorovn reason, tl"* whole surface haA been 
tjbjectifrd to death and desolacion. Oceans have turned to blood, and nn 
Impi&iis auni now ejrtiends <7*^r the land. kl?llng any living orjaniim that dares 
to trBaiJ upon It ^even far a few seconds. StllL Its Inhahiiancs survive. They m^te 
their nbode In the skies Upon hu|e Islancb and f lylnj^ fontinents. surrounded 
bji' an infrnlte se& of clouds. They ffosL tJianks to the Twrs, gigantic crystals 
fhii tell from the sky during die desotatloh, causing those enormoas clocki of 
jjroufid ta rise and to become the flopuiation's home, Ita, iniiablcanEs. belies 
■tvemseivEs to be Gaig's cinly surviving rate. Tht^ use zeppellns and flying 
cnoatures a means of communication and trnnspori. 

IthalK ti filled wilfl m^igk, .ind it is dw home of many kinds of supernjitumi 
wr'gi. Most o1 d^e islJinds a-nd contincnta has* already bcftn diSMMtrcdf but there 
irs still hundreds £if mysficries M be entduntfirfitf wirfiln Its disunt fiionfSers^ 



lUNARiS 



Lun^T-ls Is the second of rfie world? we call Hell. It is the home of the 
Duk'sprlst, as well iu that of odier sgpe-matural endtiei. Un^DrLL*na.te)yK wt 
do not Ksve a lot of infbrttiation ahout this place, except for the fact that its 
contlncncal itruciure bears some resemblance to the worfd of men, ttuit it 
\i slightly colder^ and that its dc^s are usually shorter". 

PLAYING IN HELL 

There Is always the poss|blli-ty that you^- players may end up In Hell or 
have to fajCB a cr^jature hailing from there. You need to be famliiar with at 
least so^e of their behavior patterns and skills so that you can pla^ Hell's 
InhabitLinB onope-rly. tt rmay also be the cas*i that some of your players wish 
tD play a completely supernaiural being. Wcdo not recommend this, but li 
!■. up CO yoti lo decide wtiat wlH (Ic ^ur game Etyle beit. 



Wtiit follows ti a list cif the main non-hum-an race* «jid wme rules tor 
using them, These are, of cogrse, only a imail nefersnce. Ws are not cwn 
remote'!/ preysnting the complete picture of supernatural r^cm In Gala, but 
t+lls Is what Sflace jjllows. IKeep in mind most of these races are a lOT more 
pcwerfiji than human bftings, whkh will presr?ni a fj)^at ifflsadh'antajse to the 
rest of the humari charattm. 



level Modifim 



The supamatura! attributes iiOn>e of the nDn-4ium5n races posm^ 
prui^lde a Level Modifier. These "mWitiona! levtsls" do not brlTig the usual 
atlvantagei, but only count In terms of the B?iperlence necessary to move 
up levels, fn otJier words, even though their |e\T>ls mjay Incneaie because 
they belong to a supernatu^'ai rnce. dieir Life Points, Preu^nce, Innate 
Bor^uses or development Jblnts wlii not Incmfaie. Their F^ocslfied Level wHi, 
however, count toward acquiring ewjerlence points. These modifiers wll 
be flxpretised ini terms of 8+ 1^ where the fif it n umber it the creatum's true 
level and the setond one h the modifier. 

Let's i^uppose vvxi'f? liixiaWtjij ^ Level 4 eJven chgttjicbeK. He iljucil.l 
have 3t least S75 Ex^jeriEirfCi Palrrb, hai ^mc£ elves h^vc 3 *-2 mfxfifiei 
ill tlidt -evel, this would nofr^ally cquiil .i Ij^vel 6 cJiqracHei- wKl. 
750 p43irib. Even thpijyh tlih woulil not ivai\ve 4ny ul 

ilie ^i^va^bcie*. af belhi^ Lcvs! 6, inc\ be waulnl hiu-e .^11 ofihc a^mc: 
:3hil|i:eand izhara^ien^t'cs o: 4 Lcv^i 4 ckir^der, bn still is'^juidj \i<ic4 
975 experience pojrjts to ^*iin the next level, 



Hell h iu., 





JAYAN 



? 




1 



The Jns'Tir. are one or Gafa's secondary rxes, whose dliperslon and 
c^rcgatlan stopp£5d th-em fmrr^ realcrlng their full potcncluL They are 

hL/itiiineiid cntaLurcSn USLnllj* amiind. six ta ter- fbet tall. The^ hnve 3in 
■xceptlonally weM-oevcbpcd build, and ihelr muscle itrurturc and pcwt:r 
lire simply owr^^he-iming, Their skin is uiually dark, w/th brcwn or ochftj 
shades, They possess twj big horns on their heads md n *hird eye m their 
rdrehead<, w^ikh \i Invariably red. Thiair hair Is dark {bs. oppDscd to the 
NephNIm) and frequency a, mett. Thejf harw rl^ld and unt^jphistlcatcd 
leatunqi, jkhpugh J7/iin women do hjjMHi q more humftn 3ook, Their finsffs 
■nd In polntcri nallsn and their canine Etcth arr slightly ovcrtlpveloped |n 
iioth jauvi. Their vital cycle resemblei that of humiins, ulthciui^h gcrcrnlly 
I hey can l|vp up ?o one century without miijor tfiouble. 

Jnynn are prone to f|a vlolcficq 3nd 4ngEr, Usufllfy sijnalg^fervwird. 
not rely oti nwis or |l« lo accomplish diclr gopils. Typically, they arc 

11 red Into nomadic tribes. They llkt; to trjveL but Lhls docs not mciin 



they iTt Incapablfr arsLaylpg -n one place c^er a lan^ penixl of time I' 
It ^as aCfic^uate llvh|^ C':>ndldCHns, A h\g pan of ihe\r tij|[yre js basXKl on 
war and comtiaE; tN^ think ofthfin^selvts aii a warrior race, ftodi men and 
warrien. leflm Co figfit In their early chilcfhood, twt the women need :a learn 
moi* sophisticated styles to compensate for their ^mnller buHd. 

Jayan n/e very attached to- SJiiiri%anlc rituals and cuslomi thai determine 
11 ■;lgnl''ic3nr pnrt. otThe^ir H^^s. Ir Is not uncommon 10 see shamani ar wlitanji 
advising their gmiit warrior leiiders, This Is only natural: their third eye grants 
them the ability to it* spiritual belr^gs, and this has becofne or Important 
part of their daily llfi; and cultui*^, As a ^eTieral rule, Jay.m cover their bt*dlci 
in paint flr>d decorate themselves- with (ucky charms before going Into battlftj 
thereby |uaranieclng Ih* fa«jri of the spirits. 

The Joj^un hwe a deep apprean'.ion fer their boem, w+ilm tih^ ti^ttmt 
meticulously ancS use as canjTis upon which to engnaw diclr Teati. Horn 
bn:aking Is consldemd a serious oFFense, .ind It doqs not JfO unpumsl'V^. 

Glimti Js^n add 2 |»lnti to their Size Characteritcic and may n.pt choose 
to nsdufif their height usFng the Unrommon SIm Advantage. However, they 
should not nH^ich Gigiandc In T*ble SL If adding chti bonui pushes them to 
dnat blze^ Lhc GM stiould r.oC apply it, 

Exceptional Build: layan dre encepticinaFly sttnonut and more rcxlstant 
Lhnr. mijny otiier ■'.ices In Gairi. so they Brdd ~2 CO STR und - 1 to CON, They 
may not Jsc Unc Deduct Two feints from a CharnctEr|«|c Disgdi/antagc to 
lowtir their 5rrfn|th, 

Wlthstarid F^ttgun: iiyy^w- h4ve an unciinny resistance to fitJ^. Jh^ 
,11- d i pciirli Id Uicir iioximum Fatigue value. 

ReflstAncA to Damage: layan are rc^htant to the shock produced by 
c.imng*. Ai ;i n^suh, Ihry ,ipp|y a i20 banui ts their Phyaicat Reslsitance 
fPhft). 

The Third E/e: Their fonehead e>« doe* not perceive die world In the 
lamc way as the other twtj. This pup|! has the nature' aiiility to see sfiirltuii; 
beings invlsl^te to the wtirld. Jh\% upAclty is not relattd to tp«lls, mystical 
dftca, or psychic matrices. 

Ni.turAl Wsapana: Jayan claws and horns mn}f be very cfflclani 
weapons in- CDniLi:iL Lvi^n unarmed, Jaya.i attacks produce a Base Dvna^ 
of 40 or 60, plus thtiir Strength bonus - citipefi.dlng on tlie^r slie fSee Tab* 
SO). Natumlly, it |s necessitry to dweiop their Com&nt AaHity so ns not to 
ipp'y negative bonuses. 

inhumur Strength: Thftir Irtredible h-Jild allowii them to peribntt 
hhumari-Dlfficulty ta^ks- w'>ie<i making Strength-related Check*. 

Suiceptlblllty to Magic: ^pelLi and mysiflciil effects espetsally 
effecilve a^alrsL Jayan, who suffer a -IQ penary to their Majiic REslstance 
(|*1Fl|, ir .;drlit!on, ^p^r subtract 1 point from their Rower Charaittcnsilc. 

Level Modiflsr; -1 



D 'ANJAYiSfl 



The □ ■ An|ayni are one ol Gaia's mos'. mysterious mces- They hauc 
ilways lived in the shadows of history, never openly ■relating to other 
■ ultureSn Their skin Is complelel)^ white, and thdr blood vessels run 
.iCTXMs It, fbrrnlng biue lines, Mpsc of diem are bjild, and those 
who aits not possess black hair. They do not have fingerfirints 
or nails. There are very few visible dlffenefices between men 
.ind women, alttiough women tend tea be sltghtey slimmer and 
'.heir breasts are mart dc«!lopecr. Their faces are always 
very much alike, with few salient features. In order 

fv-f agnize each other, they mark their f;.ice'i or 
ii.-.nds with House Insignia, thus Intrcxjjcing 
individual delall and parUculori'dGS, 

D Anjayh 1 live from th.rce to Ifciur 
1 miiir-i"., .',iir| ihey att;iln maturity at 
.iraiinct 40 SO yeafi of age- Once 
they reach aduithoodb tKcy da not age - 
vTiliily, but their body conSLTncs Itself 
ntcfnally ,jnHI cney dJe, The most 
mporraTit time in their Hvus comes 
soon after tht^ are aom, Durjpg 
pre^gnancy, mothere spiritually "feel" 
the name of the chWd cncy arf; he.^r ng. jnd .i 




civ^rmony li perfo^-med diat will mark them for life. Names are 
vital TO the D'AnJayni; whcwer kntjsv^ tJieir njn^es holds ja^eat 
^Dwia' ewer them. T^hey usually go tiy p!W!udon)fTns and only 
reveal their tnjD name to diosc they trust completEly. 

0'An|aynl arc usiJJsMy detached and newr lose thdr 
cool, Thiyy do rot get emotionally liwolvecl. They 
are al» very scrupulous and are careful obsorveri 
of ^ality, Thej' are drarwn to other tulfurea and 
will sccreily jtuc}y them. Their goals are fllw;|rti 
complex and their means to accomplish these 
|oals are well p anned and Machiavellian. They 
ire rHmarkflb>y istitient and do not mind waiting 
as long « It takes to sec their de?lres fulfilled. 

Their dtles h^ niways been tjullt In secrec^i 
away from the rest of the yworld, TradlTloniilJf, 
these cities are subterrariean or located Inside 
a mountain taverfi. They have an entirely 
hiergrchiriai social iftructune right from birth, 
W'dl fijCcd layers and zero mDbillty. D'Anfaynl 
.ice ej^iremeify formal and have a dilffeneni ritual 
for every occislon, 
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Undtrt&ctabilltyi The D'onjaynl have thQ mt/stlcal oblitcy to ngM$t. 
detection ijy majglcal or Khbased meafii. For thai reaMfi, D'anja;^( 
..pljj/ :i b*nu^ of +5rO to their Restrtances to Eirold diiedJon. In addlElonK 
thfv "cnn" usr- K\ Ca ncRnlmenI Innatfil^. 

ForgctfulneSE: Thrs j.i}\\\ly worVs exactly Ilia; ll dD^^sforthc Ncphlllm, 
cjtftp'. In ihi'i £iiii;ir, Che Resistance ChMit has a Difficult)^ af 120. 

F«e ofthe Splderf A D'Anjayni'S mpit amMlng Mtly is that ofitEaJIn^j 
Dthcr pcoplt'i IdcnLidci and maJtlng them their myn, Tq gcJCompltSill ihis. 
the^ need to iL'.ir dff the vlcJm's ^ai:lal skin and place the fr^ij^mcnt on their 
owjti fiict. h a few nilnulr,'s, rheir fecial 4nd twdy f«slu(xs will hiive ddiustetf 
to StiG new form. Their vaitc will ^fso adjust, but their body will npt gain 
or tose mcwTe tfiisni 4 inches or 20 poundi. Gender tan noi be altered. Thtf 
trmsformBtion will remftln for as lon^ :is It Is required^ until tht D'AnJayni 
dfctdta la ibandpn it, ar until hli fate skin Is swerl^ Injured. If sgmeone 
St^ the being's true name before hirrij the 0'iinfa;rTii will rttum EO hil 



orlgifigl appegrwicc- The voting; tiTne bet*e&n Identities Is ?quil to thi' 
amoiJrtt of time spent using t*ie last identitj'. 

Whilt Sp<dcr Fate \i m Uic, Feirf{ctfulnc55 will be signlficiantiv 
weakened - the RjesHtance Difficulty v^iH drop to BO. 

Pmi WtthpuC TlrBce; Wti&n a Dftniitjcil irniveis lMre''oot, his traciki 
erase Chsimielvia as he j^oes, Anjione a^ttcmpting to tF^Kk 4 O'flJlJaynl 
m^i'.'lnfi in (hn Wcijf sufferi a "i&O penaltjf to their Ability Cheek. 

Silent Whj*per[ It i.j quite difficult to h&^r the wonds i&f a D'anfaj^nl ii' 
thu^ arc not directed qE jau. An^e but the Iritended listener trjnng to 
overherir ss D'anfayni applies a -SQ penalty tt* the Ability Check. 

ObservHnC Naturec thfir learning capab-ilt)' h limited b^^ thek passive 
naturt!. II .i D'A.nJ ny ni tha ratter ;i piaypd bj' an qctuail pUysr, thnt ch^lfacter 
suffers ii -3 penary to the Bjiptriince points received after die session. 

Level Madlflflin ^1 



SYLVAIN 



Thert arc few belnfi iis linked to fantasy and magic as ihm Syivgin. 
Tfiditlonnlly kncwn In GnTa a* dves, ihey are the most fmpo^tani rsct 
related to IsighE, Th^ share niost of their phj^sltal tmit? with hum^ins, 
Wf.th d^fC cxteption of lonfj. pointed cari and a ilightly dimmer hiiild, Uke 
■ the Dyk'iarlst^ their faces are always beaytiful, wtth dedicate iind welh 
3 prTjpqrtianed fegtures^ Sylvain are usu.Trly fair hdlreg - although color* m.iy 
^ !End lo be quite unuiual at times, itven mminjij in to shades nf blue, Their 
flyes or hair are never dark {except for tnoso born wtthouL the Gift of Majjic. 
refemed to as "thre Dark Elves"J- Sine* their life cj^cle Is appr^wimately ten 
•tmta. that of htimansn their liVes arc cMccptianeilly long, A ISO-jtear^ald eir is 
\ rea!l)f a IS-year-old tioy h humitn ier*ns. 

The Syivaln have a unique wu/ of dealing ^Jvith tventii. They always take 
things easyi since their long life forcos them to be ■eifci'ptionfllly pntfCH't, 
They anc net of t vlerfertt rsaturt, hut the/ dn not hesitate to talM! any 
necesiary measure to protect what the/ love. Even though ihcy may be 
iifliet when rorce<j to take actions conffar)' to their belie^si, the Sylvaln do 
not under^tnnd the concept of remorse. Whst li done I* dorta. a,nd it cjh 
iiOT be chanj^d. Thc^ appreciate knowledge, beiiu'yi and the arts- The)' 
art great thirtken and poets. They have an Innate tendmey to melanthdy 
anc^ ^\v/?l>f% haivw ?i certain flir of sadne» »b«ut tJiem, 

The SylvHin fear change the most. They see thp world const-^ntJy 
L".«kinj( around them and are afraid to get invtitved with other races 
because of the kmcwledge that tlrrie will tike aiwag^ thtir loved orves while 
they remain unaltered. 

Their society reatJ on the prindplfes &f eq:ualJty and order, Thty have 
fcwpowwful leaders, but thetr tradklor\s cause them to rtvere them. It 
In mually men who perform the most physically demanding cnsks - such 
m fighting or vrarking - but this does not mesin the ^qI^ q] womi?n fl", 
dedsian malo&rs is less rclevanL Their civil Izati on pl^ctfs an enormagi 
Importance on ma|ic and tihe supcrriaturaf AJI of them are instructed 
In meglcftl Issues Eh«3ughout their hundnedi of years o^ HFe; this ha;, 
betpmc gs nutunil a thing, as breathing to tJie Syl^aln, Even those whDi,u 
professions are not strictly related to the use of mystical abilities will havp 
at JensT stsme magical knowledge. On very rare otcasionin an c\f wrd^oui 
the Gift of Mcig-r ■■vlll be bonir These are cabled dark elves. Although they 
are treated as equals on the surface, dhff urt considered pi^riiJhs, barri 
wth in-complete souti. 

Superhuman Characteristics: Elyei possess i^bllcties and pi;iv.'i'i% 
H'ghc*- Liar those ofirer, Thii transiatjas into n ■ 1 bonus to DEX, ALI. 
PCJW find INT. However, iJiey ara of a sJightly ili-Tnmer build, so chiey 
iui^er ii -1 to JTH .ind COP^, 

Exjceptional Resistances: Elvrs are prattlcall)' Immune to ttn; 
mflJoriiLy of Magical and f'sychic Abilities. Therefore, they apply a ^■30 
bflnijs to ihcir Magical and Psychic R*:MSEaTice (M<R and Psfl). Sylvnin miiy 
im thoosc- Su'icepnhk' to Mn,^li' ot EiyJl-y Fbswiied ,ii Disaii^aitajfcs. 

Immunity to sickness and N*turmJ Venom: Thej' arc immuns- 
Ic .iny d'stiase or venom of a non-mystical origjn on accoiint of their 
L..:iern.iiural nat\jn?. Sylvain receive a -20 bonus to thiiir DR and a -10 
to Their VFl. The^ m,"!/ not chc«34e the follov.;lng Disadvintafes; SIcki^K 
Susceptible to poisons, or Serious Mlness, 

Inhuman Actlsni: The S^tvajn can attain InhumarvDlfflculty results 
■ ■ -'11 'I-- Checks, 



Limited Needsj 1 he Sfimin require oflly a fifth of the junount of food 

or siljep do humans. 

Quick H«allnfi Sy\<JM\ poi^^SS an incredible capaclEy for recovenng from 
pny^i,:.i| Injury. Thr'v .idd 1 points to their natural Rfcgeneratlon Lwei. 

Sense Ught and Dark: It is the same abil>ty that the Nephilim eit/es 

[xViUr^,-, 

UntMiftnced Inclinncion to the tlshb All Sylv^ln posseii a nattiriil 
inciinadon to Light. That inclination gives them a sppclal Resistance of +1D 
against srty attatit; baaed on U^ht, HoVi^even that IncllTintion also impedes 
rhptn IrtjTTi choosli'ig rhe Elenn!orvtfll Compatlftillt)' (Dark) Advantage. 

Ma^cal Ob|lgv.t:iani: All Khvi are bom with a strong; supernatural 
presence; thciy are compelled tci choose the Gli^t Adunnta-ge- 
Sylvaln Ethoi: Their nature leads Syivain chariittors to sec li^e In .- 
slightly dirCerenl lljjht than that of athier races. If a Sylvain chaf^cEer is piaycf • 
bf a pigyer, that chBrHcEsr suffers a -3 p^nal^ to the estpenence point'. 
re£C'rvT!d after the session^ 
Level MDdlfien 2 




miMAH 



Daimah are essentlaJly tied lo naiure and life. The)' bear 
some .ippiirent nesEmblanoe ta ttie S^lvaln, but thefe are also hugi? 
dlffcrHnces. Fnprri b physical atiird point, thtir sije and build u Inferior to 
that af humnhi^ md L'lelr shape Ix also much mora siyllUEti. Dalmah have 
cat-like, ilanted e^s In n vnricty of tolora - j^tin, and even cufquol&e. 
Thej'' hJMf fnst-grnwing hair Iti iht; umai ihadES. but m^in^ c^f them mgj' 
h4Vf! green h^fr, Jhcf also possBsa a cai's tali nnd pointed ears wth iOmc 
hijir. Dalmtth nails and can me teeth arv sjlghtl^ o^/erccveibped, 
bui not enough to he used siffcttivtl)' an ^^i^aptm^.. The^ 
have twlcp the life span dF b re^ulivr pEirson and Jf' 
their jjnowtti \i proportionate to that rate, 

Dnlmah arc lisually high-iplrltcd, cheerful 
Indlvbduals, fhcy arc^ fa-r the mos^ p,irt, 
worry free nrsd pOisLHS d positive, optsmistiL 
□utbok on lift that guariintK«i .in eterripl sml-c 
on their face. Thej' arv very acilve nhd ciin nehiHsr 
(lemaln Idlt for too long [ejatpt when tlwy sietp, 
whkh they Indeed love lo do), Dalmsih ador^ fun and 
have a grtai iense of humor. They nre cunoLis bj' nature 
and en|oij' ncsing around and peeking lite cvtrylhlng t^m 
tKkles thfik finery. Still, thty art; quite fickle and low interest 
Glibly if they havc ID ensi;ai!ie In an ejicessiveV complex activity 
or one that does not fulfill their ejfpcriiiiltins, 

DalmnK enjoy helnj^ the center of uttentlon, *o they try 
to stand out from the trcwtf rs nixK ms the^ can, Traveling and 
esplcirlni the wor^d in search of new ciscovcrlcs is one of th«lr frmsnte 
fliiitlmes. However, their great attachmen: lo riJiture often pr?i*enEi them 
from leaving Their llfiloved woodi, The^ nppreclnte life and get attiichcd to 
people eajilly, The^ dislike violence and use it qs a Sast mart. 

Dfl'-miih live In perfect communion with naturt. They build thetr dtle* In 
'-vnsfK or fonescw t^ilclnjfi as muth advantage of tree^ artti plants as passible 
,i-hout hurting them. They protect wildlife from those who would tr^^ to 
irm itt ajid It Is common for them to patrol the land they InhnhrL T>iey 
' i:Vc a sllj^htl^ r^iatrlanchsl orgsnlxatloni it i^ usually women who hold the 
lost Importarit pl^es as prieatesses or phnceises, Their leaders are known 
I', c*ie Priests of the Faur Seasons, All of ihern possea gneat magical abilitici 
hat they develop In the wild by observinig nacune, Jn terms of tradiuon* .infi 
.uliure^ t*iey bear great rescmhUnce to our eaitern civlliiiitions, esppt:|a|;iy 
to that of LanncL 




and 



Cat'llke Qodyi Dslmah possess abilities 
pawers ^eMer than thote of men; this 



translates into a 1 1 bo^us to DEX* AGI, POW, and INT. 
How^^ier. their ftewstance is e&nslder^bty -ewer, which 
decreases Uieir CON T point. They arti also very vislatllc-, 
io - 1 penalty .ipplle* to their Wp. 
jj Sense the Foresti T>iough they cam not WisnWy alk 
7i v/\th pianta, the [>aimah can sen.se ttie feelirigs of nature 
' A '^"''"'^ ""'^ nnlmfils)^ detecting such thinjp feU;-, 
cjlm. or even just disquiet. 
^ NAturaJ Weapcma: Their elerws and teeth may d' 
used :ii n.iUiml s'^e^iponi to n certain cxtcnL Emoloy-- 

in thii manner, tf'e^ have a SO-point fijic Damage, piui tl 

St^-ength tKjnus, |i is, of cour^K, nete^s-vy :o cwelop thfn 
Comunt Abiky to uae them without penalties, 

lohumam Actlonv ttie Sy1^^|n cDin attain inhumn 
Dlfflcjicy rmuh on AgliJty and UkaterrLy related Chctk, 
SmiRll SIm: Tfip Daimnh are not usu.iHy t.ili or hcff.'ii: 
bijilt Thoy sjbiTTJct 1 fram thielr Slixn Ch-mw^terlstlc, 

Nature'! CuKi: Al SonE ;« chejf are widiin the forr- 1 
the lOt.l of iriP Daimah pn^idEs d^ci^ txxiica w1h iii 
ewence ot life around them. Therefore, while In th^h fo" ■ 
Of' I jngle, Dnimah add R poina to their Rcgener^ion Li*vi < 
Rjfttlttanee to l^iiilErig: As a reflection of thi:lr anini.,i 
Ji,irfirter.^llci, VIE Dnimah have the Cap.lbiliry to fall ^rom grf,.ii 
heights wltho Jt suffering rnUch dfimit^ {they i^ru si^id to ai^-^Tiys land 
on L+ick f?:ctj. Thils rtb'lity nsfcrted by deducting 2 Itrveis from Ui>? 
Difficulty nwijuired to ^Jvold dAmage on Tabit AS, 

Hnturji!) Immunity: Diilmah nre rKMl^Laiit to any l^wrriful effect i ii 
.1 n,ituriil origin on ^ctouflt of thdr communitwi vvith nature. In othi, ■ 
wordii, th<y fljie Invnuno to till venoms derived f-ram animiils <■.>> 
^ nfltural plants, ,-15 ■well as diseases without a rrrjpiidcjl orii^ln. 
Hyvtical EMence: The soul of the Daimah ;i forever tied i - 
maglq ail mnmbers ol ;in-. r i'Ltj afr farced ta ehoow the Gift Advantage. 

Movement Itl th* Fbraitl The Dnimcih recogniie nature as L-n-n 
home, ;ind n.iTUfe accepts them. No mntter how d^ltk the forest or li' i'.v 
liiri^sled the brush, D.Tm.ih suffer no penal tie^ to mav«menti. 

See the Essence: ll r. :fi', ':.An\i' ,-sbliily rh.il- d^e NeptilJIm Daim.ih 
posseiiS. 
Level Mo4lften -1 




EBUDAN 



Orlg>nallyi the Ebud. n wi t - ■ I ■! 'ngs born of angelic legends. Their m^iSiOh 
was ICS watth over the m-i im,p, i u rations inking plaitc In trie mattrlril wsrld 
as a consequence of ttie fiuct-jations In the spiritual rcilm and to correci 
th-em. However, dieir intervention i^i majsr supemacurfll nvcnts collided 
witli die goals of tJic Shajad*, Annoyed by this, the Shajads deciced to banish 
the Ebuddn from the heavens amtJ strip them nf their spiritual powers. SlmLf 
then, the Ebudan Kave been disai-ganitcd anfl acjticred about, trying to 
[■ticmvr p7\rt of their lost abillbei. 

I heir physiicai appearance Is Incredibly human, but the^ possess n big pair 
□f w.ni^s that alltjws them to fly- These wings are usiially kKaced *wi their bjcks. 
but they ^^\.^y spring fnjrn odncr placc4 ' inclixling theif headsn aiTn*, or hips. 
r heir whole bodies are cevered In strjinge tati^sos since bmh. Known as The 
Marriuk, ihcse laLtoQi srs m eni^a dnat grunts them iJie ability to foresee 
imporiant events. Through Iti study^ eath Ebudan dsscovers th.vt he or sfio 
■should bring about a □erta'^n eve^L It may be big or smjii - the loss of a harvest 
□r th? start of a Mir, They call thk tiestlny "S-je ' Aman.' and it becomes their 
□bicsai^n urMII they fulfill ft. ff they arc successful, thoy recortir their power and 
lire iilkwed to ctioose between staying m Gialfa or oecommj^ ifllrtu^il being? ana 
returning tn tho animisdc world. If they chDOSW tli« Arse option, The M.irduk 
liisap^ears and their biidlts gjVE out a slight glimmer. However, very few of 
I hem mate that decision. 

The Ebudiin are a smal' race. As previously iplrltuat indtvltiuals, they are 
not prone to demographic cxpaniion, Still, their mortfll e^flstence Is long; 
ihey can live as many as 300 year*. They reach maturity around 25 or 30, 
If ih^jy fulfill their objective, die sging process stops and they can only die 
of violent tausei. 

The Ebudan created iome Cities In heaven tfiaoks to their majiicai 
.ibillties. but they have never really ctfyvelaped civiSliations or cultures. 




Even today, iheir miin goal Is to reach Sue' Arran - althoijgh mt^ny 
have dccld&d put that behind them and start n new (IiTb. Socliill}^, 
thi^lr Iti^iidcri iita ihoit! indivldunli who s.Haw the grs4te$t knowledge tif\d 
Ijettfi** judjime-nt, The ones who h.ivc fulfil led L*ielr gciaJ and rtrn^in an 
eartli uiujilly tiecome rn«ntor5i the yciun.^ anid tioW iomc sufwherity, 
* 

Or'InEii It v/orki \r\ the iimt way ai the tnyttlcal syrribvl the Nephillm 
ar^ born with- Ne'jerthet^ss, ancE thfiy rusFtll ■'L, true Ebudan ear, choose 
bqtivecn Tranitcndi^ig Into the FStJiv of Souls and beh^ reborn as spirllUial 
e:mrt/«& with a Gr\OSli of 30^ or staying in Lhc wgrkJ as gulde:& ^r Others 0^ 
their kind. Ib^^ f,p.x ft *-2 bonui. to ihclr POW and WP cither way. 

SsraphEm Wlngi: As opposed to Eihe Nephillm^ Ebudan hii¥» rtgl 
iluii iillow br J Flight ^II* of 12. They can ino^ise ordecr^iise the iiie 



□f their vAngt at wllLtiutthty ran rwt makjs them disappear. They nnay aJso be 
used 33 natural wcaports far atticlc rind defenw purposes In COiTibat - olchough 
not Sim uliiineduiy duTlng ^li^hL Aa weiipar.i, win-^ are oonsideJied ii^ j sln^jpt 
milt. Tlterr h^Wt n +20 ItiitJnbvc^ a Base Da/nafjc of fiCl {plus Strength bonus), 
they use the Cgf AttfliCk Tj'pe ai-d Lhcy have a ForUude and fliroakage of 
210 and 5 mspcrilvoly. Their comp^ity p»weiits 'Jiem from beinj^ Uied With 
hiind-held wcElpDm. Thny cj^n dao atop praJectHs In the nianncr 0* i1 shield, 
EtiLrfiar who fulFiJi Sue'Annit*^ iirv ab*« use ihcm to dam^ EnEfgy, On rare 
occasions, the Nephilin'. w:il also .nh^rit thpse pcwBTi- 

HflKVsnly Essencii EnacUy llkz the Nephiiim gblHty; It will onry nanlfest 
ftftiPT >h*^ gofil 'idj o&tn reaehed. 

'Lfevel Md^Jften ^1f-3 Ujpon aocampltshtng Sue'Affliin), 



DUK'ZARIST 



The Duk'jjjii'iit iire the thii^d ren of 1 ii 1: jrooably the most 
pcweffLiI m:e ever to tread upon Gjia. Thi- i > i . ■ l^ linked to ciarknoss 
and, t& a lesser eKtenir fire, Ph^ically. they resembie humims. b-Jt their sl^ln 
li wtilte miarble. They hatfe painted car^ and red a/ei Hkc embeds. Their 
feature are I ways overwhelmingly beauUfui by our stqndiards, possessing 
fine and elegant traitS- Their bpdi&i ane- slrngst perfecl; free ofcj(«ss weight 
and defbi-mlty. They are atso taller than we anc, Males stjind about t\x ?e«M 

and femijles nre only slightly smaJler. Their hair li either black lite crow 
fiiithers or ash white, 

THcj' have a men.! pctullar llfe^ycle. The Duk^^arlst U-i/e very 
long - between 500 and 1O00 years. However, they age at ttic same rate 
as humans until they reach adolescence (between IS ard 18 years of agej. 
Fram chat poml on, their dcvelopnient is frojcn for entire centuries. Thii is 
wiTjf all adult Duk'zarlil ntwer seem to be older than 3S. When they 
appiwichlng d^axhi thsW skin clicks l>ke parthed mud. Finally 
tJi^y turn to jishw And are scattered tiy wind. 

They possess a small popgladop, since ttieir pnegnsmEtes art? 
lof^ji .ind painful, fn solEc of Iheir physical ri?slstancc, one out 0^ 
[fin female Duk'iiarlst dies while ^w^g birtJi. It Is notslrangc thai 
onlji' a few couples cjecldB to take the rte orconceptt&n. 

The Duk'ijirisl hnwe a comp^tw por5on.ility. Thaise .ire pinoL^J 
indivlou,ils who value itflengd", and kntJwvledge the most, but at thi- 
wrne dme th^y despise j^tultou* violence. Tiiey .in? crHarmoLra^- 
attraCied to competrtlon and challenges th^jt nre up tn dielr 
tsjvttl. AsKle from their raoe, dicy only show constderudor far 
indivlouflls who pr^vfl to hove power or wiscioin. The rest 
simply do not esilst far them, Thfly dtevefap J>n *mpfBSHvr 
capability for Icwe and far hafred. Thcf never fargef nn 
offense, out th<jy dne ne.'^cfy to iatrlfke dielr iw/n lives for 
tfie sake of someone dney truly cafe abouL 

Like dienTscflues, their society « «(tremely complex. They 
arc ver^ individualistic, but they have a strong sense i?f fcani 
Dased on Uielr racial pnde. Thi^ place great importance on fi^m 
nnd family ties, but lu i^eneral rule &\ey act indepcndcniJ 
When they farm romantic borxls. It Is usually fer life, Ixit t 
alien spend big periods of dme apart, taking cnre of their CVM 
buiinew. Tliey are not sejdsi but radier elitfr^ninded in all li^ln^T 
reprding personal power. Tho^e who ejnel In any of ihelr ,il Mli:ii-i 
usually ^o on td become noblcmep and hold a xs^^Xi^i , ■ 
power ^Jver the others. All of them fallow the Cialra ph^k;- 
n-rnre as an »de^l thhin. k swunured rellfilQn, 

The whole race Is strongly end<!wed with Supeiii iiur. 
Ablllfiti. As a jjfenerai rule, men are enabled with. Pynokirtbc 
Abilltiei. and v-cimen .ire very Inclined tn die practice of 
m^lti. Hpwewer, this Is nat a fixed rule, j& the rolci are 
Irtiifertird at UrusL and there are alio Individuals born with 
both abillc-es, Th^ arc trained mtensiwty In com b^it and 
other iirti since c^ilkihoDd. Tradition ally^ men imprrawc- 
their Combiit and Kl Ab^ilt'CS while youn)!; vmmen 
rrtfc-'wB more of a mystjcnl In^trgdon, 

5.ncc they arc vulnerable to metals, the 
:.f7ftriit bam th«k whole civlliiillon upon 
.-.c^ad pxplpliation, especially Ghes^al tree*. Theli" 
artisan masters use them- to sculpt weapons anc 
4<?nve dark clothes to be ysed as powerful arrndrs 




fnom the blBtk lenvei kn:.:. -! > 1 I'-imalen. The--r t Ucs arc made of Ivory and 
black crystijl; the largo',!: :..f|.: ': ..if Tjgllt anound ih<yt& colossal trees. 

Parfactian: The Duk'tarlst are almost phjfsicaJly and $pir.tu;>lly perfect 
An exceptional H modifier appllei 10 all of their Characteristics (STFt. 
DEX, AGL CON. INT. fOW. WP, PERI However, this Is also the reason 
why c*icy are noi j?ltfwed to choose the fal leaving Disadvantages; AtiToghlecJ 
Umb, Sickly, Susceptible to l^l^ons, Nearji^litcd, Serious lllneis. Mute. 
Blind, or Deafness, 

Ejfaa of FJra: Their eyes have the capability of see.ng in the dark, so any 
negativti penalty applied on that account will be reduced ba half. They may 
also detect sourre^ of hei3t. 
Inhumin Accldrii; The DukV^rlst tan attain lnhum«nrDlfflculty rciull'. 
on their Checks. 

Same Uxht and Dark; It ijs the same ability thijt tfie hTephllli' 
OukViinst possess. 
Link to Darkness And F(re: They feel a strong spiritual 
aiLichincnl lai.Vr]rds darkness and fire — tho-Ugh not ai strong ..■ 
r. 11' u' ihr t-lumrnfiiliK since th*y can not ue affected by speil- 
' ■.I'.iii'i thai l.irgi.'l cmly these types of bclttgs. They have a grc-n 
.cction with botti eiemer-ts, pfferinj; them a ipetiJiJ -10 Tionus o- 
I. •■ li.'tks involvlnj!, diem. The Duk'xarist can not choose the Element.il 
Ccin^nti.nill^y (I ,^hij Adwiruge. 

ExceptianaJ Resist^neeic The Duk'iarlst possess very 
L"l'. - i.i.'d Resistances, differing sli^hL^ between men and women, 
rill (-I'jory a -15 to ,ll( their ftesistarrccs - except for Physical 
i-i I ncB (PhRj. whipi h« 5) bonus of ^2fl. Female Duk'iarisi 
I'i' •- 15 bonus to a'l REslstances - extcpt for Magic Rfciismnce 
. i lf^), which has a faonui of ''2D. 

Extreme Rcfhtance to Deathi Not only do thu^ 
I i-.H-omatlc^H;' \>.iV, ,^11 Cl■rl:k^ Lu rjvfrcome die state Between 
1 I II', .ind Death, aut they also vt,iy consciouv, iUfFerlng a - 40 All 
A'M'on Ihsnalty for as long .is their LP'i remain negative 

Quick Heatlngl; Duk'iarist possess an incredible capacity 
lor recuwcrmg rpem 4ny pftyikal Injury. They add 3 points to 
ll-.c^ir natural fiegeperatlon Level. 

Limited Nfeadic The^tvain requilre only % seventh of th e 
.imoui ii o-r fiXKl or sleep as ddj humans, 

Sujpernabjrai OblJgAtian: The Duk'ranst are oblijjated 
I' I ',punc ihiiir Crcition PbinCs on Actess to S PsycJilC 
Discipline a*" the Gift Advantage, They must at least choose 
one of them, although tiiey may very well ijakc both, k 
ihuy should go w.th Psychic ^wers. thdir dwotlon to f rc 
term in that tneir first Discipline will be Pyrokin«:si5- 
Allergy to MetalK Irorn and lea allciys are poison to thc' 
[JLjk iHirift- If their jkin comes into cemtacl with ar^ metal 
corcaining iron, they Will need to pa^s it Rcsislantc Cher -: 
using their base Presence against n Difflcultjf £lf 40. If thiv 
metal l« pure Iran, H-ve Difficulty Is fiCi instead- Tho5« w'lo 
full It will vanish ccmpletelyK leavlrjjj their empty clothes 
and DG longings to fal- to the ground. 
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have newer been alone. Beings of endlcji fusi^er have been s/vlth us 
since Dur dnrkEst hours. There was ra timi! when rria|;lc walked rij^ht by aUr 
iide ' when Ult tiipernATural and iha nAtur.il con^fistec in j world betvyetn 
llg|it And dirkneis. 
This ts their siory, 

THE LORDS 0F LIGHT 
AND DARfCNESS 

fwo .TntigtHi'Si;!? [orres .n niiurq havE, to varying extents. medtHed 
with G ilia's buslr^ess since the beginning of time. Their true orig<ni 4™ 
unknown. The first recafil of their p^jSEncc date* b^tV tj& the end ofiKt 
War oi Heaven, wher« t>ot<i battled until ihey pnsaicdllji' erased crcitloi. 
Tliey are kno'iwn bj^ m.in/ niimps, but thefy nre rios? uiualljf nefemed Do bs 
C" iel and Ggir^ - the Lords D^' Light and Diirkncss. 

WhiC they art: li b«yond cuplanitien. They d* not correspoid :d our 
concepts of godi or demons^ their power lies far beyon-d wh.nt v/e call 
"Ejivinltj^.*' Neither belonged Dnginally ta our rciality. |n ^act, thc^ do not 
ticlcini to anj' rtaiicy whatioeve-r. They ne«r bccomi! persondlly Ir^olved 
in Gai'a''i business. As a n^attar of fact, they have net mt^rM^ned in ths ieait 
lince the V^r (jf Darkness, fiolh ire worshipped [3S deibei maTy and 
are oi^n represented in the shape of t^ hu|ic dnagons. This his cventU[lll)f 
gi^ien nift to their ctsmmon name - the Dragon Gods. 

C ' lei and GAira inciarnate Ught £ine Darkness n?spectlveJy, luid this Is to 
!i great Pi?tent determined by tJieir o^vn will. They *\m^ chosen to repfcsent 
iill of the principles and Ideas thei&c concepts imply. "Good" and "Evil'* are 
simply not iUiitablo terms tc refer to Lhem. They have merrnJrwd tfuo to the 
notions cJosMt tothair own personal philosophies, 

C ■ lei « associated wltfi the light, the element t*iat nepTesents msn'i 
most poSi^tivie emotions - sUch as ld^n& happlhess, and liope, It a feminine 
entity; this iii why mflrv people tall It "Lhe Lady of the Lii^ht". It is Qften 
depicteo as a goiden'Eyed humfin or elven femn-le of breathtinklnB beauty, 
ilithough its most extended representation Is that of a colossal White 
□''as.cin with isn^Kielie wln|s. Hundred* of symbols are connetted to it In 
different CLikune?, biit tl>e most common are prQbflb5y el silver irye with a 
reptlJiqn pupil land a winged hand. Its ph-losophlcfll principle li the pursuit 
of et^uahty for alf ofGaia's peoplBSn In the hopes ihiaC one day, Onder and 
proiperity wilt be achieved. It starcfs for life above all, and it Is aj^ainst taking 
people's lives under nny cinEumstancer Nevertheles-s, C ' le^ ha* ^ neg?itlve 
face too, sind nSfl times it does appnsw of measures tiniit almost betniy the 
very ideals it stands for. 

On the oi:her tiand, Galra is in coTiscicianDe with the Darknesi iind 
nun^ oi" man's most Cortu^tjus behijvlor^ snd feelings, He Is the Dark lord, 
ihe three-eyed PUflck Dragon whose shadow pin swnilaw the world, it 
Usually tiikes the .T5]peamncB of a Duk iarist or a human with a third eye 
on Its forehead ar^d lofig white hair spreading in the wind. The symooli 
most commonly assiKlated wdi It are si black pupil or a ijibyrlnrh of chfiin* 
ending ^n hooks. It's ^deolo|jj/ stands for Gain's evolution, development, and 
stability - even if the path to athleving this is a tcrrihie one. Pain, soritAVi 
■ ■■■ I i Mtred and strife ojne only nuaricfis chat need to be overcome to reach 
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roj^re^^ nnd finally, happiness. From its itandpoini. 
the I'nost powerful individuals must tuscormc leiidef 
for the rest^ The itrong rule over the vvtqk: this- 1' 
the law oi" odstencG. 

Gsini and C'iel nre ^n strong opposition to otn 
iinother, but neiitier one wishes to stii^t an udct 
tonflict. Actually, they feej [fiey lack a true motive; th-iv 
need each other underneath It all. 

NeKT to them rise a nuinber of endtles that have aeun 
with them since the beginning of times - the Shaji-ds 
the Beryls, generals the armies that dOflided in the War of Hearcn. 
There are se'^cn on each side. They partalme of the natures C ici a^-d 
Gairn, althoujjh unlike them^ t'ley have intervened actively in the world 
In a way. tKey need to feel integnced in G^ir, ans have ilway^ endeavori-il 
to find a olace in- Bxistencc \xi cjaim for their oWn. far tnousands of year'.. 
they have operated itcretly chro'jgh agents, cuiti, and relii^ions, piirsuin^; .1 
vnriBty of ends. None of them h?we a mrvteriai Identity, although they hav 
made appearances in the form of avatars or divine incarnabons. In the pa'ji 
cenSuries their atrtlviti-E? have pro^reisivefy diinlnlsJied. h the p^tssent d,i;.-, 
both Berj^ls mti Shaji^ds fas v^eil !is C lei and Gairn} hff« disappea/^ed frcmi 
reqitty iltogetrier, Wt da not knew |f they are staying apart on account ivi 
their desire of non-intervenCionH or If bncy have really departed. The answi:r 
10 this quesLiiin remains Icicked arway in silence. 



Bc*7l4 are the Daughters of Light* Severn enlldiss that havo been wirji 
C ' lei i|r»te th« War of Heaven. Thek i50wer is so vcist thRt it escapes / : 
Imaglntltion of mnn. Except for Uriel, they all possess female Identity -> 
Their tnJB names are an enigmi. The Beryh hav^ adopted diffe^'vn 
Idefifltles throughout history, but never reniry felt integrated with sny (.'i 
chem, Morfals usually refer co ttiem with the titles of the seven archningei'. 
of Christianity - die pcrsor alltiei they usually prefer to i ncarnate. 

Due to the reli^'Ous content of tiieir intervention, wme cuitu^:'. 
worship them iis deities- Ench have their ov^n purposes and goals whn:" 
they tjy to .iccompMsh in whatever 'wh/ tncy car. They usually do not f.vi 
omders to their roilowen, tjut they have a multitude of agents ready to fnlk/,v 
their precepts autonomously. They general ly collaborate with one anothn. 
sut tfiey sometin'ies cpemte secretly, wlthou; e^splnlning or juscifyng thfir 
iictlvities to the rcsL There are no divisions amonig them, and they all rrifit 
equally high in importance - although Mikael |iC|o*eit to C ie| and tan Ll 
saJd- to pr-ciiide over then^. ir. son^:e way. 

k has always been one of their main desires to find a w^ to b^cfi(\'- 
completely integrated w^th cm^tjon- This Is why. following G' lei's exampir. 
all Sever hiM: adopted iicvemi tonccpB as their own. Many are related In 
man's positive fe^hngs, bui in^ other cases, they nep^^sert mo^e unw.-.ii 
ideav Sy fusing a portion of tiiar essence to those concepts, ?hey feel ,1 
part of them becomes a part of reality itseJf. 

The Lord? of Darkneis art Ga^ra's proselytes, those who have btfc- 
considered gods of dnrkness for millennium*. Six of them sre male, on'- 
only one, Msseguis. has a female oEservce, 

As a general rule, they go by the same names they have used sinri 
the Vifer of Heatfen, but this does not prevent thefft from adapting iln- 
Identity of a dMnity from tim-e to time. Like the Beryls, they began m k\ \ 
the need to become integrated with the world after mlHennsumi, so tnr . 
too personify several p^■in□p■^3s. Howrver, they incarnate somber Idefls thu 
feflecE man's most ghaidy emotloni. 

They ane organized hicrnrchlcaisy according to power ,^nd influent 
Zemiati Jedah, and Meseguis iire the main 5^aJ.Tds: pas;bonD among rl' 
remaining four are qu«te chaotic and vary memcnt to moment, accord 1. 
LO thetr aciiorji. Paradoxically, there Is llttJe camamdene among tliem; r 




samE rivalrji' thei^feet toward th« Berj^la prevails imildf Cheir own ^roup. 
IrHcrnnI fights for power uni InMuentc are cnnsunt, alciioygh m^f 
iiLritcd. Tht ta'jsc of this union- Is eve^-jfonc"!! n:spcci qr.d obcrfle*ice 
eg Gaim, wno subjetta [/ictn tn rules ihfij' .ire oijIlgaLed to falldrw. Shajadi 
lp.tervtintjan In the ^vorld Ehra-ugh agents and tol^eri li alsq scaniE. 
altfiou^h It ti fnJJch rn?3tffl active t*ian that of Ehc BcryLi, 
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EiUn roncenLCitirs ii numbtjr cgpc^epts in loelf, rtif^^in?, from the, 
atientiari egdi Individual wfflkeas it* a specifk Shajod gr 0e*y|. 10 the ^ifls vwth ' 
which ehe^ endow their prlns^s and agents. Hovrtwer. more ti^iin nn/thin| 
tiK, ft meajuitis the "■sj'nchroriicltjf** that tiir be i^irtabiishKi with t?n;rn. Just 
jU «isK Shc^lad or BsrjH fMsriotilflcs tpncEpts or principles, th« norr □ person 
draws close tp the Ideuj ar* IndhcicfuaiJ Shajad or B^ry\ Ir^amaKa, the hlghEr 
the ij^tichronlciry lev^l th^^t ciin be ach^/ed. T>ie fcaswn hr this Is ti^at. ai an 
mdividuiJ"s eiscnac gislnj a dn«er cenncctlon to these Entitles, he bencftti 
frwn A miniKulE part oFthtIr pjower^ antt flblHUes, 

Shatadi iind Btfyh may endow Eiqn oiq intJIyiduals on uccd'jnt 0' 
pcridhal sympathy or the individuars abilitj' to aehlEVE commuhltin with his 
or her Ideal, A tharacter'i actions majf cause Kis or ncr Elan to incrcise or 
tiecnea-w. qnd wich st the Abilities, Advantages, kind DlMdvani^^es asfiacigted 
with t Usually, the easiest v/ay to ebtain Elan is to become a pr'esc Q"" agent 
of E*iB jjrejt powers however, it Is also paalblc for irtditflduals is tome 
to their attention without worshifipirtg them or evon be\ng avv^tre of their 
existence, h those casei, people are iti yrconscioys .lynchronicicy with d 
£hflj,id Qr Befjil, ignoring the EDLLrcff 0^ the Supematuraf Abilities gnfnted. 
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hsidethe system, Eljtn traosicites into a number b«Ae«fi^ and 100 that 
megsurej thu Synch ronibty Level ci ch-araaer hds achieiF-ed with a spec^fl^ 
Shajad or fteryl- This flaunt ^-vill determine the iiui/,in:a)ii:!. and ispeclnii 
iftllbi to iw pfned on ncceunt of cTiis t^ldiipnshlp with the entity. Once 
1 diJinacter caiii the attention of one oi tKerriK even il sligihuy, his or her 
subswiuent actions, can work tifword mcreasing or tjEcreasJng, thnt affinity- 
T>ie higher the Elan, the ^rcattsr the powers that can be channettd. 

There ore two Ei^an degrees, depending on the quantity e^ich ch(irai:i.- 1 
potwsses, ir ■ur dtr 50k ihe rciations,tiip established '■^ry feeble and. po ni-, 
tan be won Jind ioit easily. On the contrary, once the £l4n rliaa above '.h ii 
thneihcjJd, the characiEr becomes eipetiallj^ aLtrticttve to the entity, AL thii 
point, the abllitlei otitafned are greater, but ne'JV poinis are also q lot -mortf 
difficult ta obt^iin, 

Eacti Beryl or Shft[iid (ncamates a tnubtutie of cen-cepts; those in 
synchitinldty with them ar? not neeesiarlly t?iannolingtinc scims gifts. In the 
yiowinn paries you will find a descriptlori of the seven Lords of Dirknets 
and th-e seven Dau^hbors of Light, where the many power* they concede 
are (isted. Chartictffri. may empicjy their £|an points to Acquire those Special 
Abilities closest to their nature and doctrines. As a general rule. It ii up w 
sne GM lo decide the jg,ifci he vvlli concede, depending; on whri: he cc^niidera 
most sulutile to tht c'laracter in question. Ngtunviiy, there is no law against 
j^gTBcing on the powers to be conceded with your pinyer?, ac£o*idrng 
their -intercsL Bear In mind, gjfts b«.?tov.;ed uppn characters on account of 
having naached eercdin Efan levels will be io^t f t^elr aetiors cause them to 
decrease this k;vel. If th.lt should happen, those pgwurs with the hijjhert 
value will be the First to disappear, 

Pblnts invested in acquiring Special Abilities ane still counted wrieii 
caltula'vlns totnl Eian, P.emember' 100 \i the highest •JS^nt to be arhieved 
bf a tharacter. It represents the fact chat the chjirjicter has attained a 
perfect state of communion with Ctie entity, to the point of unconsciously 
ineaimatlnfi It. Miie from iheir cost, tiias ptj\*/ers require the chamcter 
to have reached a certain level of total Gl,in first. On iomc occasions, the 
power may glso ref|uline that the c;hara<ter prevltjusiy Jicqulnes some CitJier 
mlnar ^ifL 



Magnus ha^ tK£iVfc4 70 Ekn pcfirjts fi-orr? Mikjwl. which siffbi-xh 
him the ^^ifti Ur^iit erf Hap: (cast; 5). K^cp in the WoM Ua-d. 5). 
Exorase Evil {caiti iS), Miracle Ccost: ID), JinJ I kavcniy Rcilbtintiic 
tcDsl: 2D). Hc^tfll wtJUiSd hflVti 15 pt^irjfe ta &pcnc|j lioift'cver, he wotiLl 
ncjt hs; 4ljnwtM Requite Ile5itrrectk>r] icost 10? heciuse ihe ^^ift 
3 tOO-El^h rcijiJisrte. ■Aiqy jbove Mji^htJi' 70- 

Chamtters may pbtair* Elan fi^m as metrtf entitles as they wish. They 
may even acquire paints fwi both Beryls and 'Shajads, If tf'ieir flClioni allow, 
UnrcirEur-.abeiy hov/ever, as the synchro nicity with one of rhem mcnf-iies, 
th[f link with the others will begin to wp^iken, thus reaucing the maJtimLm 
vTjIue of EUn thpy tan athiei.* with the resL The limits arc feflccted on 
Table 80: Elaii. 

The number of individuals able to earn rrtorci than SO points of EInn b 
not IntlnltCr The hlj{her the number of people that spur the entity's interst. 
the Itjwer the degree of attention t+iat can be Dsid to ,ill of them. In fact, 
only Naor her int;,irnatlor., Ihe chosen pne.. cm re.Tily ^ichieve 100e^Ela^. 
Many Lordi of Light und Darkne*? do not have anyon^e to synchroniie wLl-. 
pr^ tiigh levels, either because they 4re Too demandinjs; or because thfif 
personify principles "hat arc very difficult tg fblltw. TabJe BOl Ekn inow. 
&\t majtimum number of synchroniwd chanacters. 

$ynichrQnlz.ed: This indicates the m-wiinun^ dmount of individuals 
allowed to reach that level for any ^iven entity. 

Umltf Tn|s is the ma^^imijm nn'^oijjrit of Elan from other entities to be 
had ^ ehsntter. A characffir with 7S Finn pointii frtim a certain entity 
would only tie aWe to rece?« 30 points Jrom en other. 
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A Word of Advice for the Game Miukr 

Ai a GM, 3& careful i^hen conceding Elan for the first time. It ihoyld 
be very difficult fbf someone to get points unless the^ perform e)(teptlornl 
attlons, SpWE H for members o|" the clergy or characters with such jin 
outstanding bchav^-or 'hat It makea It impofislhie not xo Mncedc IL 

If In spite of all 0'' this you should decide to concede gifTi, remember 
ihnt playserit do not need to knew the amitiunt of Elan tJieir ctisracteri 
h^l^VH^ nor the actions thai may affect its value, 'ibu ^a^ ehoose to keep 
it a secret and giwj out only the irtfCN-mation ynu consider IB be stricuy 
necessary. Each description establlihes a Sien^s of conducts that may impnc: 
(positlvei'y or negatively} ihe chaj^cter's Elan le^^l. Remember, these anc 
only guidelines: you c^n add or iubtratt poincs for any actonv you may Ilnd 
npproprliite In eaeh case. 
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Beryl 

The Soul Of Gop 

MIIckI ts Che first WTiong C^ic 
Beryls - the nnosE powerful and Intp^taflt 

J oF all the Dau^tfrTs of the lisf]^, Sb« u 

exTrcmGlji carJion.int wnh Cld's ideidt 
(tnd she generally itcts h^ir spokcswDman nind nzorcscntnuvc. •4<f3A 
fi\sa tho first one to fcfil the rt«ed to Rwm part uF the eKlstcnM which ii 
alien to all oF them, nnd fUi?sJ a firagment f>f her essence with reeilty, a* her 
Lady had flone beforie, Mlkacl mcarriites the purest guiding; principles of 
creBtion. without which ^1 HvlriE hsinp would complcti^iy Dst - hope and 
sg|v?stion. Fof centuries, she Has looked after the Flourish Injr of all of Guia's 
mcci, giving little thought no their aFflllatlon to Che Light or the Oarkness, 
^ht never felt an^ d«lre to be worshipped. Although seveRl cuHunes 
cDnildered her a u«lt/, her unly gm\ Jiiways to hei-p arnl inspJr? the 
atherj. Nc^rthelcfis, she felt a sUT^nf^ crrpathy ^ilh the flrinclpleii and basic 
cnniepti of Chmtianlty when they wicrc developed. Fiwclniwec by them, 
the slowly began to respond ta the frultlEss. priyers directed to G£^d^ until 
in time, sKe became die most bcni|;n and mcrcFui face of the f^od of mch, 
Those who ayhchrori'lii: with her arc peopte oF great hope In the Future who 
try to help others; th^ areh sbwe alii stfpng bciisjvErs of saksitlan. 
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Ucl-lT Ol" HcfE; Characters become n soijrce of hop<c for others 
vvherever th^ gn. Tb^lr men! presence stirs the jnlc dr vivrr |n people 
little by little, and they give bilii back to the world. Those Iri da^ly contact 
with then arc never discouraged nor lose iJieir f.ilth. 

Coftt 5 AfiqulrBrnents; EUn 10 

ELiyilVlATI PiSCA^L: it enabiei chiracters. Co heal a.iy diwase af the 
-.ajTic or lower Eilan value they p>osiess. Ai an tjiannplen a character with 30 
pamii of Elan wduIc! djr'' di^ienses up to thJit I*?vbI, 

CoiCE 1D ftequtremfin^ Elan 20 

Kttl^INC ]n The WOW I^; CTianqcters may immediately bring back to 
life individuals |h a Between Ufit and Death siate^ limply by Impoiing their 
hands on the subtcti. without il-.i? nijed oF iv fhR chetit, 

C04t] 5 Requirements; 30 

Heavenly |^E*>lsrANC£f This g\tt chargttEri. a specia! bo*ius equal 

to h.lif the amount of their Eliin to all of their Resistances. 
Coiti 20 RequlremAnti! Elil/i 40 

bxC'RCISE Evil. Communion with t^lhaei enables chamctei-i to ewrc*(e 
supernatural belnis of a oaturally negative esssn'ce. Eitorclsm works |uit iike 
th« Bisinlsh Ability, meaning that any creature felling the required MH will 
be Expelled From the matenal plane and broujjht batk to the Flow oF Souh 
or The Wiike, ThL* >lblilty may nKo tie used on powers the creature has 
<;nipinye<l to hiorm atht^ directly, it may on'-y be applied once pcrtrcuture 
as long as the character's Elan does not imcnsflM. The MR DlFFiiLUlty Ii 
t>v.te the CKorclsi'i Elart level. For instants, an exorcist with 70 Elan pphts 
wcRil^d pose a 140 M ft Olffkulty hf the creaturu atCempdng id resist the 
t^xorclsm, 

Cosb 15 RicqLilrembnti! El^ 50 

A'JKA', It irants the ability [o eKcend a characuKt Resiston'Ce banui to 
.iny Individual around the ctiaruCer he or phe do«G not choose to eiKlud^e 
■•.Ifilbcrateiy The abl51ty*s actfan nvdlus us hs^lf the character's Elan level In 
fivircis. I^r Instiince. anycino with 30 Elan pninta WOuld corlceeie a '140 bonus 
In flcsistances in a 40-yanCl (t2D foot) rattlui. 

Coiti 10 Hequlrem«nC« Elan SQ, Henvenly reslstiince 




MlRjA,CLEi Communion with Mikael enables characters to recreate 
any of ihe m\nor mlraties perfbrmed by sjiints us told by the legends. 
This h a imall effect ;itillliy that under no circijimstarce msij' Nply a h.nrm 
to anyoJig. (I.e. walking filter, multlplymg food...). Mirad*! Will be more 
□r less powerful oeponclng on the character's Eian level. 

GoBiCt 10 R«iciulremaTiti: Eliir 60 

L/kPO NEG^iiTiVE STArE5: This gift dispels any UmvM state {» 
described In Chiipt:«r \4: Stihtbt, Etitctt and Aceldinti] pref ent In 
any one individual, intluditi^ ihe tnntticcer him^elF. in the C4se.s of negsi^i 
pro(^J(ed by physoi dfifects. it does np^; dispel them completely^ bdi : 
reducEis them to half mmr Dr|g>na; visluc. Effftiis caused Oy iupamatu . 
means am not Immediately undone^ but the af^cted chanictir msjf repeai 
the Ftieslitante Check ijnce. 

Coit; Id ftequirem^rts: Elan 70 

SAV\o?.i Whenever chamtter^ perferm ar^ action tending to i^ve ^ h 
Mlk4el endows powers that rwJuce one level of Di-FFjculty on any Chi J . 
thE>y lEPd to mak:. Thoy also receive a 1 40 on opposed chctRs. 

Cotti 10 Requlramen&i Elftn 1U 

Meavenjlv Essence ; Chafactcns ijne so dose to Mikaai dint they can 
Invoke her angels when they need their heIpL Thi^ are uiually Maidens of 
the Light, filthou|;h other stmilnr entities m^ liso perform this task. AngeJi 
dre not obilHatec tcj <*be^, but they usually will ajgree to. anything they are 
asisad to do becciusn of their close nplationshfp with Mikacl. Characters arc 
entitled to one summoning per month, but they may repeat It, Htrtflclnp. 1 
Elan point permaner»Lly per additional call. 

Coit; 1^ AequtrBmanti: ELm 30 

Rise FkOft-l TI-IL Pb^sr- By adhering entirely to die concEpCs embodied 
by MikaeL characters gain die ability to j^ive life back to the ceao If they 
have died a|alnsi their will. Those wno have not yet received The Callkfl 
tan be brought back fer absoluiiely no cocst at iiiL On ^he conlJTry. bringing 
back those who have already returned to the Flow of Souls wiH cost 1 
permanent point of Elan for each monch elapsed Mn,cc their death. The 
ability is Lselesi In rcincariaceii or destroyed spklte. Beings with Gnosis 40 
or higher will not be ijffet^oc?. elthfir. 

Cowti 2Q R«q.ulrements: Elan 90 

Rf^L.^RR?^G^OI^; MJksaCj chosen ones are nover coo far from salwitlon, 
e^fen In dcdth. Thl» gift w-ll allovj the character h qitestlor to retum from 
tht dt=ad with nil af his or her fncuides untouched. If the body is completely 
destntyeo or has been Injured st^icrcly, li wiil be n:g,cnerated automatically 
at the time gf Its riisur recti on. This will only wor* iF the character s.tlil Km 
things to do In the world and has the dn!vc to live. SDuhdesttriylng effects 
like those of the 4poii Sever the EnlsCence miiy annihlLite the character 
comotetely, 

CpvC 10 ftequErem^n-bi Elan 1Q0 



Eton IB^HH^B^H^I^K 


Givl i^ |i,ji;i'. 'iii|-ji' In .ir irclMduil 




1 


Giving back hap^ to ^ Ur^e number nf people hUHI^B 


■i-jvlnk; ■jyme^.nuX llFti 




3 


Helplr.i': '^nmifor^ In ^l^HII^I 






1 


Undn 1 • ,] •! ^^^B 






Eian bieh€F than SO 






Helping someone a\, one's own ea^Pfl^^^^^^^^HHHHHI 


Undamf; j mnlor wranf^d olr h; 




a 


Pl«k>ing onc' l Irfie uci save sc 






G-vf ta.-=rt Ihe ^a-I 1 t^v livr |,. 


- ho nns lost It 


1 


Eton negative bonuiss 


1 Ci5l 1\> 1 ,r:ipL: 






Ifnorinj ac^meone In great heed 



Committtng a really evil ncllon 





Zemkl 



shajaet 

The Enp Of Pays 



Zcmiiil) the ikudcw of cxlstance, &\t 
rjunJen of all llfc - Biere are so many nflnes 
for 13 nighinare that fIevcf should have bucn 
named. Mi3ny nr^urrvnts art mode to wslalr 
<ili status u thfl grealEsi arnang fJie Shajads and Berj'lv bsJL OorknciH Itself 
SQ[t-i ha pnwcr l5 onl^ CDrrlparable Kls InSiUilt)'. Sarrw i^nds say that 
jftcT th-e War of Hciiven. he esiterminaiei] entire raan^ others say he rebelled 
apiinst hi!. er.vr. Whatever hilf ikct»ns rnajf hn,vti beur In the p^\. Time has 
vyaiihcd them The or^Jy filing we kncrw far jure Is liiat Gijir^i hlmieH 
Ictfkdd ZcmlEjl mivf In the darfc^iess to pi!t!vsttt him fnjm acting frcctjf upcin 
the wand, and chflilnca him m the WjkI m punljhmcnt for Kls disobedienccr 
The wery thmj^ht of the (LxlKencr of a noncept like Zcmlai is 4 contradiedon, 
It Irtc^matEi unchained destruction, despaJr^ and death without mcTnlnji or 
purpoic - It I? the end of ell ejfistence. He mitei no datlntocrt be-twwsen 
iJghl and Darkness; to him i\\ thai oclsts muit be destrqj^cd. Thcrt li no 
renanj oF Cijics who openly worshippred him. alth0Ui{)"i Chert? have b«n taaci 
orindivlduiils. sHghily sjrnchronizing with him. Thtsc Tire destrucUvi^ belnjp that 
nelliier leck nor need Justlficaiion far th«ir acti, aubjccCi with nocnlrg \Q Ipse 
Of gain in life and^ usuaH/, with soms degi™ of psychotic disorder. 



List of Gi fts 



Sm\TUAL Assault; it ensibles characters to- kill my kind of cneaturt, 
even one of in Immaiertal nature or one with Imn^unlly to traditional 
attacks. In gismlng teems. It allows ,i tnaractcr tn d.^misfie Enerj^jf m 
dsKsnbed In the Kr M^t-y Auni EKtensJpn 

Cq«« 5 Re^ulrementi: Elan t(] 

PeAlEMED YEAfi-NIINtj'; Once they *i.tvb kflled, tlie char^tters' killer 
mitlncts are iiwakenetl, allowing them to tjjncirc any ps)^holoalcal attempt* 
to be iLilmed damn \n m/ Vi^y, If they wish, they may rilvG Into 1 Ra;jc State 
and =rei:elve a '10 htmui xd nny offensive nctksn lei'dm^ to kill. The ability 
will lln|er for haff an hour after hwing psnovo-kcd deisyi. 

Cost: 5 RjequiremenCi: EUn 20 

Increase?' PaM/^GE; ft,'iy v^lo'ent action performedi by tKe character 
will hive a itnong; mcmased eff&ct. The □hlhcy ivlll ihel^hien Beisa Damajje 
on ^ny attack In a prtsportlon equJvBlent no b,i\t the ch.va£lfcr's El^n le-^el, 
noundlni?; the number down to the neircsc five. A character with Elan Ttl 
would lncreasE> h^a or her Baic Damage by S pointi. 

Coib TO R^quiremsnti: Elan 30 

AmMIC DjS^MACEi The characters' attatki not only affect ihelr vIcUm'i 
body^ they also have a direct uffeet on his splriL Damage protfuted tnrpygh 
this Ability will not be nscewircd naturally, and wtiunds will not heal thnnugh 
corventlonnl methodi. The only way victimi cnn receiver Is through ipells 
or rnystlcal afilHtlei. 

CoiCt 10 Requirementi: 40k Splrttual A^s^lt 

pEST^XJV'ERi TtiosE who pos-sest this ^ are nble to destrcy Inorganic objects 
iff mere contpin, turning them to Jishes of causing them to burst into plecei. In 
this way, diey ane ?iblt tc dlaniegniie Jiny e^bjed vwlih a Presena? luwcr riian Jialf 
their Elan ktiml plus 10. For instance, chamciaiirs with EIgn 60 wousd be able to 
moen^Kally destroy <>bjectj with a maximium pnesemcje of 40. 

Cwtl 15 Requinamentl.; Elan 50 

LOKP Of DESTHt.'CTloN (Towch); This grants the ability to 
dfistnoy otfier tneatiures simply by touching them, Uson the chamrter's 
wish, anyani! In cg-ntact with him vyill neesd to |>a3tH an MR or P*iR Check 
with .5 Drrfkulty edjual to h« Elan plus 30. or suffer a bss of a. number of 
Life ftjinti equival'isnt to ihelf PHlluine LcmL The laffected ones must f^peai 
thie Chick c^^ry five twms far ^ long as contact cohttnues. 

CiMt: ID Requirementftt Elan 50 



BtrERMlNAUNG PrBE^CEl Ihe chv^ctere' mere presence is like 
poison to ivll that cxiitj. Anything *i few feet wHy from thcrri uvlH die cr 
vvtakcn sicw'y, plants will wither whenever they go, and people's i^ieoi'th 
will deteriorate, 

Coitc 10 RequJrem*iit>; Elan £0 

lOU> Of pES IHUTnOK CSiqrir): The flpld Ol .laior is wiclhlU^; I'^ir: 
ability permla n character tn inflfee dam-ii^c Just by stainng, In this case, rhf 
Dlffltulty of the Resistance Chesck Is equril w the charBcter's E'.in ksrvti, pj^ 
SO. l-ixing the Eiare upon the same IndividLa will force liie vtctim to repeiU the 
Ql«k every five tun-is, Those vyhp pass the Check thn» BTiCS ^n a ppw will be 
considered Imm-jne. rn!!i girt can not hp actlviltcd slmurtaneously Wltfi Ibuch. 

Coiti 10 R«[^ujrementi: Elarv 60, (Touch) 

lorn Of PerrflUdTlCiN {AjKA); Synchrwildty wieh Ze-riU^ has 
reflchcid such proportiuns thias the de»tnictltfe essence of the chiir.ii U ' 
extends tp his or her surroundings like an aura, prwoitlnu damar,: 
everjrtjnc wlchln n JD-fiJot nadliLis, The eff(fet has an Mft Difficulty tqu.i t<3 
the chDractcr'ib Elan lev^ei, plui 40. The Chctx muit be rapegteri tvfiry rivi: 
turns for 31 ion| as the victims remain Iniide thp aura. Those abJe to pasi 
li three consecijtlvn times will be roniltfered immune. This |rft can not bn 
actiVTitsd limultan-DDij^iy '.vUh TbUch or Sight, 

CdsI;; 10 Rc^glnennenti? Elan TO, flight) 

pE-^rR.L/cnVE ASSAVLT; It gnjnt5 tUc ability to damafe any creotwn;- 
regardleta of power, supematurnl presence, or special Immunity. Tnose 
victims wJijn a Gnosis Lsvel lower than the a^reisor whose lives ,irr i; |i. 'i 
tiy him or her will have their souls tomplclcy dfjstricyed Initead of n?1ii. n 
to Ihc Flow ai S«ufs. 

Coiti 15 Requlrementtt ^ian BO 

filoon Of iNiANITv'; Zemiol's blood of {Jemcntiiii runs thmugh ttir 
diBTBCter's veins, .I5lqwlnj5 ihcm la infect others with it Whenever drinks 
it will suffer the consecjucnces of a Level BO supernatU''ai poiion with An 
inSitartanco us effect ana' a l^D VK Diffifijlty. Those who fall the Resist^inee 
enter a communion sljtt; with Zemlal. thus jjiaining SO £lan poiinti from 
the entity (<a<tjeptk of course;, if they already -posscwed a higher i^kie), but 
loiing their mind in the pitjcess, from then Qrii thfl Jiffectiid characte-r^ 
w|/| (urn into m.idmen obsessed with ki.'ling and dcsunoying everything thai 
cno£ses their path, not minniiijf, their own personal Mturlty iiitai'L 

Coat: 20 RaquEremeints: Eldn 90 

B^REft Of OiTASTIWDFflb; In this level, unch^ltied deitpJctipn and 
misdnesa are one with the Incarnation. Ttie arrlvnl of ZemlRl'i chosen one 
brings brth all klids of nistural catudlysms a^id di-iifljcrs. Volcanoes *njpt. 
earthquakesp hui-ricanes. iind hnW lash the earth, the ieas go mad. raulshlng 
the toast! In Bs, r^nd firr falls from Che skies wherever they go. Terrible] 
consequences will always ensm: frpm thftse cventi, and ^housandi nf Hires | 
will be lo4l tragiciilly far no reason, 

Catt; 10 Requlrementis Elan 100 



Elan lawKt than SQ 

KlMli' i; '.r.ir'i'or.i' tnr 'Iri iXt'^DH 
Prf ■ . .■ I li n -r ■■-'.Tion 

ln".:r- I >l II : I- . I.- 1 11' 

Loii lice ovtr 10 Elisn pqintu) 

r>rr^- 1... ■■ ; .11! in, id 
Ehgaging In lelf- dab'ijctlvc beKavler 
Eioit higher than SO 

Exterminnti-iji ;i rirr 
froinTjikii ■ 
□estrcylii;, • • 
Scf^kin^^ il'.-.ilh 

CorDCIOU'-iy ',iTVir-.!,^ n Ilic 






Uriel 



Beryl 



The Spimt Of Frleepq.m 



The Fnee Spirit and The Rebel are 
some of the figpiES Ur|c'; La kp-cwn by. He 
\i the only Beryl ba lake an a. msscullnc 
Identity. Inside the itnjcture oT mWtf, he , 
inc^mwte* independence and fTEC will; he Is therefore opposed to tjflfiinrsy, 
slavfrry^, and ary law dnat mki to limit ihe aLftonamy □{ people. In spite 
thli, he betlevFS chere ire certain naiunJ kw; itiai a^I llv^n^ creaiures should 
ihide b^', flJid th4t individual freedom should be limited only to roipact the 
llborLics of others, He dlsHkcs violence, but appfipves of It ew a Idst resort. 
The Beryls thsnit greatly of htm, Especially MikacI and ArraGl. whpm he Is 
4.jlte cl(J4e 10. Even in spite of this^ his dei^rc Far absolute frecciDm may 
ta!^K him to sllRhtly oppox his n^ntes lometlmu. Generally, Hi acuoni 
[,md all of tilmseH) are entlreljf unpr!Kl»ttable. Ke has inspired nnany 
rchglarsii although never m the farm of an or]giinlzed cult or chuncK, Oddly 
i^vou^h. 'ie wii". nhrf} wonrhlpped is the god cif chbevet, & c^c far which 
he h.-ii ■TJ TipL'iL'd m4ny time* with the Shijjwi Ertol. Those who oppose 
Ly nry ard "he fnce spints who Hve with no string* flttgched are the iMSt 
I i ididiiC£S far iyncKrOhli-lty with tKK entity. 



List t'if Gifts 



t N'lTiNcr Of LlUF.KTV; Characters have a great abl'lc^ for F1ndln| che 
wwiy out from wherever die/ may be. The-lr *iiiturai instinct Ailowi them to 
escape from places th«^ do not want to stay, and to sense what dne most 
(.■^ ublc-frce:, aKillablp rOute Will be. This Ei why It Is said U*'Ib-"'5 ftjIloWers 
Afn the Hrvnte^^f t>i.cjDi4li m the world. 

Cost 'i RequlrementHE Elan fO 

UNNCJMit.i p Someone lnjnefited hy th's ability rn^jy chooi« to go 
unnoticed amani^ normal acople, attracting very lltde attention.. 
Cotb 5 Heiqulrcmenti: EUm 20 

hs'rn7Ml l.AhL t ^r" R.iT[ The chirMier possesses an Iran wllf. A sp«r4l 
bonus, cquivalcfit to his Bar[ Icve?, Is applied to Resistance Checks ag^nst 
arrjf form of domiriatfoin. 

Coits 10 neqiulrementi: El^ii 20 

Fs.LE Sgljl Those in contact with the character will |ain a new sense af 
longing for freedom and si desiri} to fqiiow the*r Impulsej. h man)'' uperts, 
their behavior is cofitagious, and mcy push their acquAlntnnces to pursue 
Ihclr o-wn dreams and rebel ajSprnsI oppression, 

Qotti b nequEremfinUj Ekn ^0 

VlSloMAJiY; By nc<iuirlnE tJili gift, tnaracoers begm to receive vlilons 
about possible future events- images m^ come ii any format the CM 
df*sir« - dreams, whispers in die alr» or water ref<ectkjns. The higher the 
Ei.-jn Iwel, the clearer and more accurate the visions. The iimiti of this 
ndvartage must be interpreted by the CH. Niturslly, pnedictions are not 
entirely safe and only depict possibit: qiitcomes ifHEaily liable to n^lHcatlon 
by the charafieri. 

Castz 10 ftequiremenUi Elan 4D 

ML/NN^ Oj- Tl%ASI5P0kli Chanicte*^ alwsiys havt a siuitiible mean* 
of transport at hand when they need it, As If by mjilgt. they will find 
an ii^jprOpnatC form of travel ta wherever th^ need to gQ - be It on 
hor^senatk, caravan, or ship. Naturaii^yK this ability may be impalrtsd by 
certain cincu mstanccj. 

Cott^ S RequiremenCg; E|ar 40 



S.SLEAKiiNG The ChAJMSi Th«lr union with Uriel allow? charattcrs 
the JiiHlty to free others (and themMlvesl frio*n any type of lupernatural 
control. In the form of rrTstlcitl, Psychic or Summonmg Alillltle*, that mi^hi 
subdue them. This power requires the subduer to p^ss an MR Check or hu 
wISl free hii pn^ from his con Iroi . It can only he used one bmc per subject, 
iis long as char^ctert do not incneasc their Elan level. The MR Difficulty a 
equal to twfJce the chanurter's Elan, far instance, n chATjctsr with S5 Elan 
Would generate □ 130 MR Difffcdity. 

Cotb 10 Requlremerrti4 Elan SO 

EvB Or Tl li: Ft^'fi^kF; it grants the ability t& foresee cermin lmmedij« 
evcTjEs, thus making it possiaie to alter their course. It operajes In the Jamc 
way A slKth i^n^ wtiuid, i\\cM\ng, characters to know what will happen 
In the next turn. Characters receive a +30 bonus to all Opposed C*iec«::. 
bccaiiSE they already know the intention^ of their opponent. The ability 
fna/ Se used once a day far every 10 Elan points. It mgy be used p^wsiveiyi fi 
the GM aliowsn to antidpatE possible danger or eliminate a surprise, Tho^ 
uses will count .as two initead of one. 

Coit] 7.0 Requlrvmentit Elan GO, Viilorvary 

Fk.I;E PASSsACn! No VwiJJ or gate ftands In thfl way of tJie resiplen?* of 
this gift. Characters are alliSWpd to move in and out freely, walking through 
any material physital barriers m if they did iiot exltt. Supernatural walls or 
barriers are not InclLdt^d in rhK ahiii'if, 

CottE IS Requirement: Elan 60 

QCMMUfilDK With UkIEL; Characters obtain 1 eictrii point In their 
Ftwef, WiNpcwer and Dextenly Characteriifities as s nenectlon of their 
direct relationship with the ■ipirt of freedomr 

Cost: 10 Requirement:: EIgn 70 

SyPElLN/^TURAl Essence: The chamcterls Imbued with Up|e»^s power. 
LKus obtaining Gnosfi 30 nd ctll the advantages this implies, 
CoiCc ID Reqylrement: Elan 80 

A 5eC0SP Q-IANlII; Charaocri are antitled co a lecond roll Uipon 
lailing any Resistance Check that would subject them to a negative state, 
CoiCE 20 RiBqulrc<ment: Elan ?0 

The Ts/W'ELLH; Uriel'i chosen ones aiw^ find cJiemseives eitactly 
where they need to be, regardless of distance or obsticles that woutri 
separate them from their dcsdnation. Once per turn, frHwelErs are abii- 
to transpon. themaclvcs Immediately to wherever Ihe;?' ma^ wish to bt, 
ignoring ali p^Jtection. or barrlerj. Only Che most powerful rrrjftticai w^nii-, 
are capaWe of stooping them. To transport one's self « am Active Action; 
chgractem must must hgve the Initiative to execute It, 

CiHt: 10 Require rfKsnti: El^ 100 



Modifiers 





Fi iM. iiij;_ ,1 MimK.i'U j/i'l^rtMi 


i 


Freeing ^ group of people HH^^^^Hl 




Acting frct'ly. w LhouL tics 


3 


Endlhrg tyrannical l^iw^ 'H^^^H 




Rebtili-iH iiHuri'j^ upuri.-iiiori 
Showing people the value of ^reedorrT^^^^HI 
Eton higher than 50 


1 




Freeing 3 nation fro hi an s^HIH 




injtip. i'.iP F; rebel lion .ijr^.ii ■ :in 


3 


Living In abiiolute freedom 




Elan negative bonuses 


Obeying unfair ordtiri ^HHlHi 


HUB"'' 


Obiryir.^ ty:i iricnl orvfcrs 


-1 


Bonding to something forever ^^^^I^H^^^flPPIiiiM 




-1 


EniJaving o-r iLbduing Sdmconc ^^^^H 






slmiad 



Jed:ih W the puppet master, the moit 
matiipuliitlvc and^adiiavclllan aithe Sh^j^s, 
Hi» goa' \i to cotitrol Ihe h Story of all living 
beings, gnd w yse thcrr. n.-^ phwis In ^ms. 
The purpose af SUdh rnart^pulatlan Is ndthln|; but tn prrvDnt spclGl^ frarn M\\r\g 
Into chjos. and deitruelten. Even though h« does noc lipln? to ii pcrfctt Drdra-i 
he triei to lesid people into what he believes to be the best of d reel Ions. To 
this cn<ii he WEarts m ImmEnse spider web In which everyone Is Inwrtabi/ 
trapped. He arvtslils vjecnte and leans tn rrcpc subtle rricthgids :k much as he 
can. However, he will not hesttoct in use coercion If all else falls. This '& a prtwd 
enoty that vwjyid riither see Its piiins frustratee thm have » face humlllackjfi. 
Jedah Incarnates dominion, politics, .intt knowledse. To i lesier extKnt, he is 
a4S0 QSMciated wjth the shadows Re Is one of the two most powerfrJl Sh.ljfld? 
closest to Galra. He 14 very tnUCh reSpctled me fcanid, and has until nqrw 
ney»" been defeated. He posseises a gigantic necworit of influence bodn In 
mnrtaJ clrilcs and gpeat pnvvcrs. He Is salcJ to control the most power'ui dark 
entrtlcs. Those who s^nchrtinte wlh tilr*i are pneclseij' ihcaia powcr^u, njid 
inCcMigen? enough to influence others iind harne t<iem follow their desiins. 
Jedah has a special apprKlabon far particu liirl;^ vj^ak beings tlvit fuct up to 
Impossible iltuatlorj and manage' to overcome them. He bcilEvci thai, is the 
true meaning of strength and will. 



L/5t of Gifts 



The GllT Of Politics; it confers a disproportionate tapatiiiity for 
Influencing and persuading. It g>vcs n special bonus [equal to a character's 
Elan IgveI) to the Pbrsuasion a-nd Leadership Secondary Abilities. In other 
wordiy someone with -40 Elan points would get n HO jxinus for h^s or her 
Ch«£l!i using these AijiiHit!;. 

Covti S Requirements Elan 10 

tNCRFvVSEP PoMlNATiONi HJnion with iedgh allows Che character to 
use the forces of the Bmi of Souls to subdue supernatural hcJngs. Because 
of this, a user of th^i g\k will Apply a fpeciai bonus, to his or h£r Control 
Symmoning Ability equ^i to half the chansjcter'* Elan, This gift will not worfe 
against Lifht'-based bein^ 

Coftt Id Raqufremanti: Elan 20 

SHA\?ov<''\ Through supcmatunal meanSf characteri sre able to alter 
thdf shi]dow^''s appearance or shape iti ar^^ way th-ey lite, 
Cgit: 5 Requirements Elan 30 

PAJ-fc AfFIMIT^i': ThE rEceivcr of dnis gift will obtarn ssffinit^ with nls dark 
supernMLirai beings who will recognise them as one of their qtwii. 
Coit: 5 Requlrvmflnti: Elan 

ThF Pci^'El^. Of KfMO'L'VLLt.iGL: tc in-creasef the chamcters" inieHectuai 
Ibctillles conferrinj[ a honus to ail IntEllEcbjal Secondary Abilities equivdieni: 
10 half the characters" El.ir level, 

Ct»%: ID RequlremenCif Elfsn 50 

The POMlN^TOk CSpIiECHI; Chn ratters are able to subdue people 
dirou|h their voice. Al'i thosE listening fbf more than five turns must pss& 
an MR or PiR with a Difficulty Equal to dne Dominator's Elan leve^, piui 
&d, to .svoid bein^ don^lnatfid, Subdued indlvtdudl:*L are not conscious of 
their state; still, they may *ioll again for Flesistonce upon rBceivinn an ordEr 
totally contrary to dneir bEhgvior, 1^ they pass t^e- Ftesistance Ci'^eck^ the^ 
will beCDm.e awaTi: of their having been used as puppets^ 

Cowb 1D RAqulrementt: Elan 50 

CmAIi'W Of CoM■^VtND: Oiaracten expand fhe control ovier peofiiff and 
Crtaiuresa and dney am now able to transfEr some of their power to Ihcsi* 
who a<t on th!hr behalf. They are cnitded to pass on any gift they possess to 



I iubondlmtB with the purpose of carryln.g out spccflc orders. The power 
glinted acts as ^f &\e -^sars Elan was 10 pornii less dian that of his or hci 
master^ AJtliQugh both can c(>ncihue u*ng it, eisch gift can only Ik attntn-tec 
onca:. if the charMtcr wants to gnjnt if tn anodier servant, first he wouW ha\* 
to remowc it from ihc Ore d'-at currEntly holds IL 
Coit: 10 Requ(rem<ini»: Ela,n iSO 

U''^Li O'' 5| ",-vI 'i:ta"i; Ch.tmirterv pcjisess -ruch coenmarwi of the darkness 
that th^ are abte Co invoke ciark creaturES and subject them eo th^ service. As 

1 general rule, b^f^gsfesponefini co die call will be Shadows, minor Eicmcncais of 
darkness. However, other endties of b similar nature alaiiliy m^jf aJso -nanife; 
dT«smsElv& CharactErs ma^ invoke and sustain control ewer one being *»■ cvw^ 

2 Elan points they have. Whenrntr an cnd'^ is dcstnayEd, A shall he necEssiry to 
waltfbr a v^hola new day until a new bein^ can be iummor*d. 

CofG IS Requirements] Elan ii. Dark .iffinlty. 

D^^K-K PciVV? R: Charricter's who receive this gift will obtain part of 
Jedah's supernatural power and incncasE their ftower, Willpower< ar»d 
Intelligence in one pcilnt, 

Coit: 15 Raqulrflfnantii Ela^ 70 

Tt \Y. DoMiiMATOli (Sight)-. Dominion cjntcndi to tJie sense of sij^ht; 
characters are able to control others bf sturlnfi Bt them for longHr than 
two turns. In \h\s caie, the MR or PsR, Difficulty ia eqyiviient to their 6lon 
level, plus 40, 

Cant: 10 Require menta; Elan 70, The (JomJnator (Speech) 

l5ij'P5R.hATL'<A.L [i5^1;ki;i:: Characters are imbued Widi the spirit of tho 
f\jpp«E Master, and they obtain Gnosis 30 with all the .idvantages that comr 
With tL 

Co^ IS Requirements: Elan €0 

T' lf Df?MlN ATCR (A'..'t!.^J; The characters" very essence become* sc 
powerful that it subdues all tbosE less tJian 3D fcEt away frwn them, Anyw 
ir^side chat rndiui must pa« an MR or PsR widn a OifFlcuity etfuai to theii 
Ellin i^vel plui^ ID to avoid bein^ subdued, If the fle'^stance is passed, it doc . 
not need to Ge rEroiicri unlli .irtL-r an hour 

Coftti 10 Requlrementi: Elan 90. THe dorninaCDr (Si^t) 

,M/^iTER, Of PL'PPETsl Those who tynchronizc with jEdah comploEciy 
will obtain the power ot nwiipuiatJng their subondlnat« ai mere ertensiopi 
□f themselves, lihie a puppEt maslEr pulling puppret stnngs. They will projen; 
dieir ,iwJri:r<efiv over iiioir afjenls and act through all of them simu tanEousiy. 
rEgardless of number or distance. Ever, thouj^h the^ all retain dxilr identities, 
dTe puppet miaster knpws v^at tj^jy are ih.nldng or feeling, anS he IJ entitled 
to malffi- dEcaions for thsm anydms he wants. Thcae individuals wtf keep their" 
own fvbllrtlES, but while undErlheir mastEr's contm-^ all IntEliectual knowledge 
h-e mc^ poisess. will bE awaiiabb La diem. In addidon to this, ail creatures 
myiitlcaiy subdued by the master will lose die to free themselves fnam 
him even uflon receiving orders oppcsed tjo dTelr normof behavcf. 

Cofib 10 Rifequlr«mtorit£F Elan 100 



Modifia' 



£fen lower thqn 50 

M. inlpi. 1., un^- ^•■t'li"". i.:;w;M •' i 

Obtaining nr Important p' 
Acceo'.inE, lhii ■n,!",'; L'r ' pn ■ i . , ..'i .!l>i; 
Imposing order jinci ■stability rn wiety' 
Ovii""("ni"i|-i^; 
ftwnoQngicf.-; 
Efon higher than SO 
CorUraHIng a Idirfe number of people 
Obi liming ;in importarL ,i-naunl oi pc-rsDnal 




Eh ft Ttt-gritlve bonuses , 


□ -Mi 


,.\ .|i |:ld 




Ul.M,, : 1 


li 1 .1 ii. 1.: pel un kncwiri^i y ^5 


ConiSuccin J 


jteif stuplti^ly err trratlonally ■^jj^^^ggggg^^^ 



hfin^. numii nlijd or lo'j np. one's pride 
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Gahnd 



Beryl 

Lapy Of Feelings 

Gabrlfl, the Lady of Feelings ii 
undoubtedly the &eryl who Inciimates th-c 
bluest number of posiUw rcclln^i, It Is th-B 
lady of IovCh fMsndsh-p, arti, arid poace. 
Them v^hQ know the tme Identify of D.iughters of the Light ihtu^ 
pf her gs the purcsl amung thErfl. She fcda devatloh far al^ living beings 
and has alwujrs Irtaci! to protect and help thiem. for years sh-c hai lived 
tmoTti niorctii un^r levcfAl dlffenerii identities to feel lntK|ntbed In tiheir 
iDDBt^ and to be al^re xa tindentand ttie-m. She <! ivd hnvc become 
ctese enough with me^n as to ^wen fall love with one, a'though tils identity 
I) unkno^j Gabriel pwomotCi [ieaCCi ^ricndahip, Id^ ind crcatbu feelings 
among artiiti and pMcs. She thinks ihe beit way to reach the draan^ of del 
li ta trfiate an awareness oi the Importance of these r«e>ln£9(, Her CAp.'vclty 
for forff>f\ng li Itmittesf, and ifit ususl^ tries tQ ^Id violent solutions, 
Artists and InVcrs and tfiosc WHOse lives arA ruled b^ &\c most pQlftlVd of 
feelings lynchronLce with her. 



L/it of Gifts 



ARr:5tlC Af^TUtiE-, ThI* gift, will Increase nn indlv>du.T's creativity b^i' 
cfidpwinE a special bonus equal to his Elan Icvtil for the Ari and Music 
Secondary Abltlties 

CMti h RequlramentiE Elan 10 

Gi^ACE: Whoever posiessei thli g\k will appeitr beautiful In everyone'i 
eyes without the need of altering his or her outlookn F^ople w|t| find 
j;''.icefulrrB55 cwn m the mos* monster-llliB of Individuals, 

PosrTlVE EMPATHY! It I ntcnilfle* ii3l positive CeellnEi those indlvldutils 
chtiracten: one In contact wfth. In ^ yvny, the beaner of tfils gift possesses ^ 
stror-g aura that trings out the best In ever yone. 

Cofltt 10 Rdqulrem«nlu: Elan ^0 

Peace Makeh: OiJirarters create a state of hinrron/ that pacifies imill 
quarrels nnd blckcln-g. and large-scale conflicts can not be stopped 

with this ability, hul consequences of these co-nfllCls W,|l be milder Wherever 
the character ii. 

Cflit; 10 Require menCij Elan 40 

PsvCHQiociCAi Immunit^: Thli pEwer enoows complete i^nmunity 
from ar^j*' negatiive psyctiologlcal State - hte fe^r. anger or sadnesi, h case 
ihEse are supernaturully Induced, charactors may aad iheir Elan level to 
their MR Ciietk ai a siseclal bonus to ncilsi them. 

Cc«ft ID RequirQments; Elan 40 

FE;:LINCj PcWjCC'^f IPN ; It senses any kind of positive emotion present Ir 
tfie surrciuridlngs. T>ie higher ihe Elan leveL the more exact the porceplloh 
will ^e, and the wider \ts rniim, 

Coftr to Reciulrpmenti; Elan 5Q 

iiMt^'JlN';] FeELI.NGS; This gift infuses positive feelings into Brother 
Individual. |r^ order for the gift to WDrW, the character anc the target s,tiauld 
taik far a long time or spend Mme ttme together. The MR DUTttdlly k 
twiEC the gifted ttiaractsr'i Elan level. If th* natuf* ofth-e target \i especlj'ily 
contrary to the specific emotion, a bonus betswieen -10 iind '■40 m^iy be 
.^pp^ied to the roll, as t51e GM dctermi-nes, Ttiasc who pasi Lhc Cineck wHI 
r o Icinger need to repeat it unt-l :he char^ter'i Elan i-lses. 

C&tt: 15 HequiremcntK Elan 50 



Bond-. Qfted characters tie their lives to an Individual ■extncmety 
Important to them; a strong bond is cneated between the Cwq. based or 
the feelings each ans has for the other Froqi then on-, they eoth iicquirE 
Dertain spetjal abilities that spring frtim that relaiiORship. To begjn wilJl, 
thiey can choose to uic whatever Resistance of the pair Is niffhei', ai if^ 
given Prcumstance. Secondlj^i bs lofig as one of them llvw, ihey will both 
lUtpmatically ^ass Checks to exit die Between Ufb and Death State. LasXif. 
they will be able to tummunKate with one another simply by exchanglnt 
glances iising thek 5upem()itu»",iJ connection. For gift to be activated. It 
Is nccESiary that the character first finds someow: who Is drawn LO him py 
strC'Ji^a.nd mutual feelings of ^c^e or fhendsTilp. 
' CdvC 15 Requirements; Elan 60 

Hfi.H; No matter Kow difficult things get. the gifted ehiracter will alwsys 
find someone to lend a hand in any WiSy they can. Oftentimes, he will onljr 
rieed to ask for help to be asiisted by whoever may be amund. 

Cott; 10 R«qu<rem*nti: Ebn 70 

Peac E SdnG: Charuclori hawe the capacity of singing a song diat Intamates 
the very nature peace. When rt^Ery do, Giih<"(er5. voice VJhngs from d^r 
throgl with an Indescrvbahle melody that enraptufcs everyone who hears It, 
Stripping diem of tticir will to fight- The song can be fiearts ^n a fiO-fbot radlu* 
for ev(?ry Elan point the character possesses: ifeellngi are transniltted straight 
irnto the listener's soul. Whoever hears it for longer than half a minute must 
autiorinaL'ially paiian MR Chetk agalrtit iwlte the i^nger'a E<An polr.tJ, to swwd 
being sub|<s:T to his <x her pflwcr. If chanicten hnve developed Music ai a 
Secondary Aollrty. each Piiff iculty Ijsvel above Dil^lcult they obtain in a Check 
will IncrcaH: the MR Drfflculty by 10 points. 

Coit: 15 Requirement!] Elan 80 

Pl^TECnC'N: Due tc their cloieniai with Gifar«el, c<iaracten are 
protected tjy n strong pnewnte t*ial acts upon any one who may try to 
harm them,. Every boi^ig capatilo of entertaBning feelings needs to pass an 
Ml^ Check against twice the Elan level of the tharatter with Prtitecti-on in 
order to tiarm him cm- her. Once pajsed, the Reslitance can be Igrvored until 
the next encounter, 

CoEb Kl Recjuinem ent¥3 Eia.n 90 

Paiwi^I5Ei Gabrlcl'i chosen eme possesfcs the quality of entering the 
heart of good-natureS peopi* in o poslpv?! influence, fbrewer njmowing all 
riegaElvB emotfons from them. WherevEr bo or she is Will be heFfv^n on 
earth, and no one wlfh n lower Prcsentc ttian hi* wlH be able to cause 
damage to others or lah prey to dark pasilont or emotioniii. Neg^tlv^ 
bemgi will be forced to leive gut or>ce, or else be purified und Inevitably 
transformeci In^to tenign creatures- 

CoEt'. 10 Rjequlrementfi ElaT, 100 



MCliifkrs 



Eion tow^rthan 50 

Luv'iiij^ and cnnng lor others 
F^r:if:p iiji T conflict 

:, i-one's life 
Prometlrtg positive feellhlS attloni people 

E^iin higher than SQ 

SlOppinp, .1 -fJir 
Creating a maatefpioee 
f indinj? someone specini to iovr 
PfOtwdng ill ftjrms of life 

Elan negative bonuses 

Stardngiconfllci: 
H .1 1 1 ng ^.rirTih--r>n?- 
Belrrg overcome by dvk feefmgs 
D-estri^i nj? '□o.iuiy 
CauilPg unnecessjlry death 





Noah 



Simjad 

The Paxk Wa.^rioh 

Up-dajbtciJiyi rsf-Qfih h Ga-ra'i moit 
•,f\tl dlstlplc. AbovG iilL he values sErcnj;^ 
itio drive to succeed Ehac llei within 
f:vpr7 li^ns creature. No*n Incamp-tei 
cornijerltlvcrrtsis, edrntig.1, aftd dietary. Orr the other Kandr he i^lsa rspresencs? 
darter ciencepti - luch as war nnd violence. He bellevti ttie oflly trul^* weak 
tielnss BTB tlK« wrthout the \^ill to fight or to iudviince; such cneatune* are 
iTDthlng but an □hstacic |n the wsf Qi Eiffllutipn ^r-^ untver^al pragreii. All 
mcFlns jrr: ilcccplabic wJicn It tomo to dcttcrlng ore's seK. He ^pjirOv^ 
ai jtll cMifllcu, vviir, a.nd th« mosz cr\6CA\ of fltuatloni no matier haw Ira^ii: 
or terrible. In Che Chouj^ht that thoie brlr|; out the benE In peopltn iind load 
them inio fesrning. Na^ih tnernendpusly dlsllSies those diat stupldlj' obuie 
their pcwcr, gnd LhpjE unable of cdntrnlling it. He has opened mar^ fluflS 
igalnii the Ber^li^ which he conudcri w be a weaknesi (or che world, M:ify 
cultures hhtvc Mwjrshlpped him In hi& tK« fenown aspect as ai |,od af war, bjt 
he has adopted many other Identities thrnyghouC hlssory. His. mgln fcHowvcn 
are Lypicaily gftiat warrturs e< gcnerali, b*Jt even flilnkcn and Jircists majn ^io 
4)fr<hrQnlH with him piwlEted th^jf are competitive eneuj^h- 



Ust of Gifts 



In Ti lt R,IGMT HAiS!py, ThiB gift pravl(ie5 an exceptloncil ab-lllty to find 
th-e neceuiiry equipment for every drcurnsiiancB, In th\s ft^y. hI swordsman 
who has lasit hti Wciipon fleeing ftfim □ group of enemies will be likely Co 
iiumble upon a svAird on the w^, while .t Lhief wldiadc a pickiDdc wlh 
ton^ ncnosi ii devltx ttint will iserve his purpose ver)' cloie to the door he 
Is iit^emptlng to open. 

Cotfe S RequJrcnlEritl: Elan 10 

The WiU. To LmpSOVE: The compcllilve splrlE of the thiracter is 
eaill^ tmnsmitted to others, and he be«im«i a rtrcmg Influence to the 
people he Is Ir- mgulBr cantact With. Everj^ne nraund him wflnCs to Improve 
and better themselves. 

Coitt >a llequlrementi: Ekn '2Q 

R£fil5TANt; The jjfr n^^i excwindvinr)' reslEcance co physacal dama^ and 
\s cansequcncES. CharsdEnrs gpt ii PhR bonus equivalent to half ih&r Blan, 
Cost: ^ Rci|uFrcm«ntfls Elan 20 

I.VHUiVV^N; It allowj the bearer ta reach h human Dlffjcultj* Levels in 
whatever fields the chiiratter excels or sp<:clallics, 
Co9t: Requtremvriti; E ;m 30 

lu^■oN.E Penalties; the grft wlll automiitiuily E^Hminate on amount of 
pBita.ltHls tjG action. eqUiuaJent lo haJf the character's E':an leveL As example, 
ara'one with Elan 60 suffering the combined effiecti of penalties that come 
to 3 totnl qf -^0 wou'ri xin y Pipplj' a -10, thanks to this nblHtj'. 

Catt: 10 Requirements; Elan 4Q 

Park PovvtRl characters are able to enhance the outctimes nf iheir 
actiuns In certain morrienw try uung NoaKs power. Thrs ^<ft will |rant ai 
rr\a,ny points as twice the subject's Elan Nfvel and they can be spe-nt In the 
feim of bonuses tn noils. It is left to the chanmter to decid-e the amount 
to be imtestetj priC3r lo rolling the dice, but there Is a ^poinl- per action 
llmiL For Instance, anyone with Elan 70 vrtjuld get 140 points, 25 eould 
he Invested In a temporary bonu* to Attack Abllll^, while T13 wtjuld still 
remain to tie spent at q Igter itgge. Bgints spent are reccvertd at a rate of 
live pc<- da;^. 

Coit! 15 RoquiremenCiE Elan 5{) 



EquipWEnTI This gift puti only the bBt resources Into the character'.' 
hiinds.. Any d^l-ce he employs w|i| sutomiitlcaHy acquire -10 Qi^allty, .^r, 
long as the character Is using It - tre thi^ wfiaponL, paintbrushes, pr simllrvr 
objects. The afiiJity vwll not bear ajiy effect upon artifects witJi n prt'^pxlitcni 
higher bonus. 

Co(tl 10 Requirement*!^ Elan 60 

Im The Face Ok Aci'VEWiTY: characters .ire able to give the besr of 
themselves whtle fisted with the leait favoralale of drcumstanccs. When 
h«u|ng to deal with is 5ltuatJon Chat deah^ defies their ■imitSp o*- wJien dejlmg 
vvlth an |mpQSEib*e c^ialli^ge. tJie receivtir of the gift win apply a bonus lo 
the nblHty Jn die. In a zaWhvA slLJaUan, he or she will rctetvc - 10 hcinus for 
Attack and Defense. Secondary Abillt<M are aided with ii +20 bonus. 

Coipti 15 RvqulrementsE Elan ?t) 

War Ai^'PJ^; AH iOlaiers or subordinate* commiinded by the character 
are imhijed with his warfare pcwer and receive a special 1 10 bonus to 
Attack and Defenw. The action radius of the ^Ift Is equivalent to the 
character's Ban levol In yard*. The aonu* does not allow any member of 
the tTOops to Jichlevc a Combat "Sikrll higher than the character whh Wnr 
Aura. Gl\nen sucin n case, the +10 bonus would not apply. 

Coats 10 R*qulremenci£ Eliin 70 

OahJn AvAtak. The gift provides fuH communion with the darknaa: th* 
CharaEte('''s body ttecomes a porti) thrxjugh v/hlch die power of darkncH can 
CC channc^d. He can invoke hlii strength for a 'imited amount of time, dunng i 
which he turns into i ah-istly avatar. By don^ this, his pbfi\^ fisrrri is alttrrd; j 
tie otrtaini natural we.ipons. n ^30 All Action bonui, 3 to all OiaractifHitici. 
antJ <;an achiewE ^en-DifflErulty actions. The gift ciin be used at jmy 
time, but svlrl only hold for 1 turn per Eian polnL Once Ume Is up. power i 
overcharge will prndLyce a - JO All Action Penalty for as mai*^' dajiK ai turv. 
the avatar was active. No tninjforrr.atlor will bi2 allowed during dnis period. 

Caitc 20 RrqLiirEmenti; tian 60, Inhumw 

The Sl'lAPOi^i Of WA'.; It brings out tne war instinct In all of ll'-ose 
in cantact with the character fo"- a prolcin^d period of Ume, Their path 
Ii chiJi flhed with violence And war. Small quirreli and large^^le battlei j 
break out wherW.'iir ttiey go, 

Coit: 15 Requlremaiir^tt: Elan 90 

The VAJVflWSHEa: Onlij' the very beit can cMsr become NoaJi'* chosen 
one - the one who can never oe defeated. From the time the Ii awnrdeil, 
dnaracterj abiomaticaliy reoewe the Primary or Secondary Ability of diose they 1 
beat, Far ImsumCEj upon deftsaling on opponent wth a higher Defense, they 
will automapcally Increase their own iibllity until II TiaLcjiesi tnal af the victim. 
Opponents are n"gjrded s defeated wlipn characters pci^on-illy beat ther-i m 
combat or a bnlar<:ed contest, Bwling an enemy who Is under the effecB of 
negatives to his acUan will a/fofd Vanquishers the opponent's AhlllEy wth the 
Riime ptnaltlei. The Vtsnqulsher assimilate the essential abl*4llei arvd powers 
of ftjpernatuml beings <^mi^ for knowlcdfie-depe'itlanl abllltiK, 

Cofb 10 Requinerrrents; El an 100 



Ei0ri lower thtin 50 

Hr:iijJ ,. Ill ' ■:: II 

Qwrro'minp i rnmplex challenge 

I ■ r,||i|j.rl 

I . . . , uiirncnt drWi!_l59.|Nijjjs 
licLttrnnx ont;'j jl-H 

Elan h/fher then 50 : 'fj 

Drjfcnllnj.; n ixally dilTiLuH opponent 
Inducing war 

C'Ti-Mn^' 1 m rilLTpircc or letting nn' 

Elan litgatlvm bonusts 

|L-Iiyrjr^i ,-, \is:iy\: Icir i,i;nr of laiiure 

Bdnjt dcfeatec! 1^ a op{3onent of cqua.'' or |oM«r stand inj[ 

Lfjri'nj', I he will to betlcr rmn's self 

Abusinji power foolishly 
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Beryl 

MoTrlEP. NaTVRE 

Ufe awd natifre ane the awectj of 
creation ihat Ra^l, one of iltie rTVi3st 
independent Dsiuahtert of the Light has 
chosEp. lo IrMTRmiTite, She Is rtitilnlj' deified to * 

I I : . anirrtsfe, and plana thas fcnftatiit the TiatLinu iwDrid, hut deep down shi; 

icrv-ei. li,II ih/lngcneetiirmE equally. Even thotj^h ihe r«sp«iiti ma^ic and the otcuit 
pcNVEr?^ ihc regents them as unnecessairy In MHripiw-ison to natural elemertis 
iQnd their laws. The □nlj' myvtlcnl cnEatures she openly S)frnpiithlZtt with are 
UiOic doady conricdcti to nature, iUch as spirits qf Hie ywcids or be»ngJi 
rtssoclat'Sd w.th ve^ic-Utlon . She open^ opuses thasE who destrny natuTic or 
even yvorse pervert lire. Abo^e alii, she dtslltes nciromanBt entitles and al^ they 
stand fcfi she tonslders then as. a de^latlon^ For tenturlci ?hfl ihas iiruggled 
Vi/Hh the Idea of InldaTlng acCwe confrontiitlDn ngiinfl; Itiem for felf of 
►in importa-fit part of htr tonsclcrwc *n the process. Many drgids ririd wltyres 
assodsised with fonesls worship her us tht oMKln tjf nil life and think of her as 
a prkngry asptit of croadan, fhose who prctBct nature find llfft achieve the 
higheit teweS of ij^nchnonicttj' wltii her. 

list l4 Gifts 

MOTl-lltR NaTUPvE KMOWLEhCEi Thli gift will endow a ipetial bchnus 
to the Herb^ii l,ore Seconaairy AbWny equivalent to the characEer's 6|an 
level. For Inslante,, anj^ianB with 35 B\tn points woulct ndd up i +J5 bcnus 
Id L^ic AblilLy. 

Coib i Rdqulrcmenti! Ekn 10 

AnI.^'^/^I KnowLEPCE; A cfiaracter with animal kneiwlndjc will develop an 
instinct to IPitErMt with all kinds of Efnimals; th u itTunslsioes liico a ipctlal bonus Lo 
the Animals Secondary Ability Equivfntent to his or her Elui IWiPl, 

Coitt 5 RaqulrcimAritf: Elan 20 

Healing; Charnctefi are able ta heal thatr cwn, or iomtbodf' else's, 
v^rounds bf m posing their h^nds, Recover)' rate Is 5 LF per turn. The 
maximum amount of points per day thEj^ j\rc allowfid to he^-' Is eqya! to 
their Elarv level, and ihej' tan be diithbutcd frtjely among several subfccts. 
The gift will QP\y work on living creatuM55n If applied on uneead cneaturcs, 
their essence will be consumed and healing wll' turn to dairniSge. In this case, 
charatlefs Ibrte any necromandc being, thc;^ tojch to past an Mft Cheek 
4£ainil twKt.' their Elan level to avoid foceivmg eamage equrwLiert to tticir 
Failure tjevcl (mu Implied o/ ''bB for creatures wrth Damage Rdsistance), 
Pbint loss cannot be hig*isr than point! allowed "fDr healing per day. 

Cost: 10 Reqirii'vrnentt: E.an 10 

Fun LITY ClOAAi The tharatter's mere presEncE intensifies an im »l and 
vegetable growth and expaniion In the area. Flanis sprout with rencvved 
strength undl dney r^ch thesr maximum splel^dor^ wh«le anlnnals Mve stronjj 
and healthy, It atso has some minor effects on humsan Iwlngs sind limrlar 
r^ces. 

Cast: 5 RequlrempnU; Elan 30 

Eij.'M.'^JArh NAi'./ii.AL Ve:Nv;a-i&; It e^inbles characters to dlip^l uit; 
effects of ratjral vcnorns of of Level equal to or Icrwer than their Elan. 
Zmx: 1D Requlnsmentsr Elan 40 

Tii^JlTMt The character establishes sl ^omimiirtlon with ngturE. attnwS<n| an 
.Tinlmiil spirit, or Totem, and for|lng In an unbreakaJile bond. The GM must 
cjiDDSc n n^lur^l animal (Ses ChupCcr IS ffer r**Brenee) which will appear 
i.a the chartder and iaccampary him from then on, <n n.^ny wny?, the Totem 
will ,ict similariy to IFt Fa-mil iOHi as ChaplMr 12: Summontng describes, 
i- lOhVi/vir. chanicters wl^h n Tpfiem will not hold tnni puv^r over i (ald^ugh 
[ fry ;.in request its help voluintarily), The anFTipii's chfll'Srtcr SCClDStlQ WlH 
I ::• I ■ ii i,| lo whatever level the Spedcs determines, but his Intelligeiro 
Ci i.ii MLihfi'.Ui: will be Increased by 5 pomca, Whenes'cr the itharactcr )?.nif.i 



level*, so will the Totcrit who wilt be Jiliowed toi spend hli DP In Kqulnni; 
any asendal Ability or power ss □ Spiritual Being with Gnosis IS would. 
The Totemn has IdiepOLtiic communication widi his or her master^ and they car. 
connect thesr sensei. In caj* the Totem- is destnojwl or killed, die master can 
bring him back to Hfe by swnflcing ID Eiar polnti. 
Cuiti 20 Requirements: Elan !S0 

Exr-'ANPEn HilALING; It Works exactly as Hcalinjj, except the chjriicser'"5 
dally LP maximum to heal is muitlplied by ten, Asterding to Ihls, someone 
with 50 Elan points woulc be able to hea:' up to 500 polr^ts. 

Cast: ^b Require menti: EInn 50, Heain^ 

MOTPtLR NaII'RE EVEil; It allfJWi the tharacter to connect his or her 
senses to tfiase of em animal, thus obtaining che ability to le* and hear 
diroUgh it. This fjift can nc used once a for every 10 Elan polnits. 

Cfiit: ID Require rn^ntB: Elan fiO 

InV'OKIN'G AmMALS; This gift grants the ability to mwalte an^d camrr.nf\d 
n group of animala. Tne number of animals who wlil respond depends on 
the species being summoned, Fqi" '-t^wf level, imall iiie animals - such as 
mice* cats^ or snaka - wi|! respond; their nun^ber will be equivalent to Ihe 
cnaracter'i Elan. The largest animals - such as bears a>r evE-i elepKants - will 
tiim up In a a*ie-to-f ive ratio. The gift Is rrstrlcted to a sin|ic species to he 
chosen at Che time it is awarded. Those doiest to the character will rtspoAd 
ta the calL and tticy will *iurry to him as much as they can, This gift will 
wof k «nce i d.iy. 

C<i»t3 10 Acquire ment?!; Flan 60 

AniS'AI Tl^ANSFORMAnON; It enables a tharncter to cransfenn lnt& .i 
natural i^^ilmaL acqtjlrlng all rts chnractEhstlcsand physical features, Chni^cterj 
may choswe to l«ep their cwvn ihiiitles In case thejf are his/her than the beast's. 
They coukl. for Ipjtance, trsnsforn' into a wolf to take advantigc ol his senses 
and speed but keep the^r own comDfit abilities (not tfieir dam,a^ though), A 
new species can be dlosen eVery lO tian poiritSi 

Cottz 10 Requlr%m«nti: Elan 70 

JnCU^E/^EP tNVDO\T:i:iK; Th-fi Charactef -nay choose to invoke an 
BcWItionai race for every S Flan points he or she posseueSn or to multiply bv 
ten the number of the species origiraily chosen. For instance. If a character 
Kbj Flan B5, he cjin invoke up to 170 bean. 

C4tt] 10 RcqulnemcnCu Flan BO, Invoke animals 

UnlI-i^iTEO HEAtilNC; At thl» 3evel, the chafacler htj an unElmsted 
amount O^ LP to heal with per da^, 
Cotb 20 Requlromerrtu ElAn 90, Eicpandied healing 

NaTL/RE Conscience; Rafael's tnosen ones tjccome the soul of th-: 
wooSs, forests, and Jungles, and th^ are made aware of t^tfyching gamm- 
on Irtslde 11- They can aJso pcroelvE the feelinjsj of all the plants, ana animni' 
of the world and communcate with them lndepen4ently oF the diftDncr 
b&tween ihem. 

Coifa 10 Requlrementu Elan 1DD 
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shajad 

The Sha:»ovv Of PftfAMs 

Erebui 1$ Cine af tbe moi? cnlgmaDc 
af ^h^ijai^i; his actlens and ^aals arc alwa^ 
wrapped In rrrj^ster)'. He Is The Loitl of 
ShadowSi and he hu ^h<3^n to InMirniite 
ihE tjccult, the supemitunl smd fear. Th^ioughaut histar/. many culturEs 
have wnrihipped Kim as a gad of magic, dniims, isr wondera. He ntmaHis 
gmt^ of the oLher Shajadi' tonfllcu for power while conrentratlni on his 
own myiCerloiJi ernttf. He is whlmsiciJ artd unpnedlctahle, but he fpMcwi a 
ss^ngc iet of sei'r4rripo5ed rulei which he never brciiti. He supports the 
followers af thrB accurt and magic, iW wzU 15 all those dnsamcrt who arc 
able to crtate wandtf^ in thek sleep. Surprlsinglj*', hij infliie^ica li a* bijj in 
ttreams u it Is In nlghtmiirEs, although he is much mof^ Intcrefted In the 
ktter. He has » peculhar faadr^ation witii itA^, which he copsleers to oe the 
matt fundaJTiental and primeval emotion of Irving belngi. To him, this Is the 
secret drive behind all acts in the war Id and even Ehp grlglnarar of existence 
\\se\t. Hs who not afraid, and \s not ablt Id understand this. h;ii no future 
and is dtmmed to disappenm Whoever masicrj ^ear will Kavt- crdatlcm at Ms 
feet. Those who emps-Dy supematucHj ftjrces and dpljb'e In the ocGU<t will 
sjf'nchroniM with him. Ha li alio drawn lo those who leam to master fe^r, 
at well as dreamers and poetS. 



list i\f Gifts 



SUPERMATVP^I KMOWi.i:paKi The dnarwLier <lcvfilcips an InngtE 
knowledjjc about the .supenaujnil world. This translates into a ipeclal bonds 
CO the Occult Secondary Abiliij' cquivqknt to the ciiBiraeter-i Fl.3n. Itivtl. 

Coitt i Rfiqulremitnti: Ekn 10 

J- tiiGrirJ-bl pfl-ll'if.NCK; This g,\k will creata a frightful aura around the 
ctiarader, ailawlng him or her to InSimldate tl>e ot*iers easily'. The will 
brlni a ipficlal bonut to tl^ Intimidate Secorvdtr;^ Abnllt^ equlvale^i to their 
Eijji I weir 

Cost; 5 Requlrementi: Flan 20 

The Path Of NiCHTHAKES; OiaractBrs able to influence people 
and pFOTOtee nightiTiaf**' They hin* the power ta ln?llot dark, and terrible 
dTOimt on whoever" « steeping in the syntiundingsi hCTwwer, triejp do not 
hawe a strict control on thi? content of the nightf^nres. The ability ;i-.sd 
permits them to ciiuse the opposite effect; to prevent bad d^eami. 

Coft; 5 n«iqy|p>ement9: El^ 30 

pREAM WhnsPERS: The giff allows the b^^r to communicate with 
other peoptfl In their ileep bj' transmitting messages straight inta the 
sleeper's sLibconscious mindr It Is meant to be directed to subjects the 
cJiaratter Is well Acquainted with, but mpsinges may be sent out with no 
specific addressee In ihe hopes of flndir.15 a receptive -.ndivlduitL 

CoBti Id ReqMirementi: Elan 40 

Nar/p^l WvsTjl;; Characters have become so atclimatliEd to the 
mystical world that they are able to cast same spells in nstely, \vlthout even 
ktiG^iving them or possessing ihe Gift. They will ha^ the equivalent to twice 
their Elan, tewl In 2eon points to cast any Ffee Acc™ spells they cha*jse. 
THpd maximum lewl of the spell is that of their Elan levei^ fthc maj<imum 
Zeon value, howieven will depend an thek intelligence) In other vAirda, a 
eharKter with Elan flQ would have 160 Zcan paints weryday to cut Free 
Access ^fleils up to I^vhI 80. 

Cotti li Fiequlremf^nta: EIrin 50 

SiL^fJERNATL^L InfluXi Thfl chiracters' comnnunion with ErcbLs 
enhances their lupcmaturzLi abilities. In this viny. th?y jg^et 2 addltion.il 
qotnts to their Fbwer or Willpower, depending on wnich Chamctprisili- 
their abilitici are mai^ily hwised on. 

Cottt 10 RcqulrBmeriti: ELin fiQ 



Pl^M WALkEfei Characters arc able to slip irttn peopte's dreams and 
f^-eeiy oisscrve thek oniric universe. They must Establish contact with the 
dreamer flrit In order to achieve this, but once they da, they hsue free 
atccss Lo pay as many visits lU they Wi.ih. Ir some decisions, the ability will 
ai'SO illij^ tmem to phy^tcaily intrridiju? themselves in The Wske, deperdin^ 
on how fruigiie the barrier between both worlds is. 

Cdlt: \Q Rfqulrementlt El.^r 60 

O^RDllSiAL pEAfii: There arc three phmej^^ai fears bey^ind comrtxin terror 
or Indivkldal fearsi thef arc the fufida.mcitol principles .md the wurce of all 
liuft^ttiera. Even crejitures Irnmune to ps^hoiogy arc prey ta these onginai 
panfca^ so th^y too have to laM checks agnlmt their effects. Umbra, is the first 
one. It represents the essential terror we all feel of darkness und ihe Tjmtnown, 
Whenever It Is called upon an individual, he must autom^tMfy piiss an MR 
ar PhR with a Difficulty of 140 or juffer [he Slind and Terror States. Falling 
will rtsult in a permanent phobij) to diir^n«H tnat will produce the Fear State. 
PasaJni^ three times will make an Ind ivid ual ImmunE to Umbra. 

M*yBr, Cheietond cardinal Rear, represents all living creatures' fe.iroTsjfferln;!, 
pnin. and taloodr Characters mi requ-red to pass ai MR or F^K with a Difficulty 
of 140 in orrJer to jmid f,3liln£ pre-f to the ternqr State ilnd c;(pcrcndrg terrib* 
pain. FrtHYi lhe mtimcnt thty laiL they w||l hwjf. a phobia of being harmed in ary 
possiWe wny. Passing three clmoi will make ari Individual immune to Miilyer, 

The third fe^H-'" Is Caedus, the fenr of death. All those it is called upon will 
have to pass a PtR or MR Ctieck with a Difficulty q* 140 or face death b^ 
sin unknown cause. Ttios*! who pass the Check twice will te tsmsidefcd 
Immune tq Csrtdu^. 

Catt3 20 Requiremen ts: Einn 70 

Sui-LRNATt/KL-Vt. ENl-lANCE^tENT; Any supematurfll abtUcy character 
rtifly employ will en^iance their potential as 4 consequence of Erebu'. 
influence. Every ^p<?ll, psychic diKlpllne, or equivalent power that requires chi- 
opponent ta r^| for feslstance wll have an ^ncreaied Difficulty of 3D poinn 
In othe' WDhds. th.s ^ift will lur^i n ?,pcll with an MR of HO Into onfl of 100. 

Cntt: 1.5 Require merits: EIjui W 

Nl'X, AftiOlbTE FeAJt.'. NLiX IS bhe absolute fear, the ineKpllsablf 
terfor that nOthinB and no one can fate. To confroht it is to dissolve into 
nothln|ness, to vanish from reality without 'ciwing s trace of e^'er hav>ing: 
existed. Calling; Nu.k upon an Indwiduai wl'j automatically put h^m Into a 
state of Fcflr for hojr^ (no ResiibJnce checks iiicfwed] by the mere ^act of 
^^llmpsing at the grimt^^ij fear, h uCdition to Ihii^ the victim wi^'l need to roll 
an MR or I^R with a Difficulty of 140 to ava^d meeting fijce to fiacfi with the 
absolute terrtfr and being utterly d^^itrtI}*d in body and soul. Nujf can or^ly 
be invoked upon the sanis person once, 

Coit; 10 Requirements; El^n 90, Cardinal fears 

DEMit;ftGE: He or she who completely lynchnonlas with Erebus wlH 
become the Demiurge, Lard of Dnjems and the Supernatural. Damiurgc 
can use ^It power to oi/ersiee and contra'^ anyone's creams. Ht obtHlns 
the equivalent to Gnosis *5 In The WaKe. In addition ta this, he nKssves 5 
Characteristic points which he can dutribute 3S they w.sh Amop-j; Intfillijjence, 
Ftwar, and Willpower' actordlng to what his gbiiitjes demand. 

Cgit: 10 Requlirementi! Elan 10O 
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Beryl 



QiyE£N Of Swdw^s 

AwTse* ES the v«f rifir of the Lljfht, t+ic 
tic-^l ^ho repreaenls lli-e conc^ts otgoGd 

and [uitlce. This Is. a com Dative entity' nJwinyi 

ready ti3 em^jloj' viDlencc in thb d?^en*e ■ 
of the Irirnscsnt and All ihe printiplci ihe personifies. Sh.e hBS a rather 
lunvijltuouj storj'. At the bcglrinln| sfie was m pespeful as MEkaci or Hafaul 
vnd dwti;d to helping '^ryane i:qu!ill;r. little by ilttic, shi^ it^rTcd to 
■vvl&icsi dailjf maieajerei of Irrnsctn? vlctirn* wha were not helped by any of 
the prlntlples ihe stood fer. th^2 pain, iuffcrlnji, and death Innuenced her 
deeply in her decision to *lght for ail thcM: -t^bo deserved protcrtlari and 
Juslite, Since then, her philflsophy hasi mcvetl ht-o a nignc violent dlrK:IlcIn^ 
\\\ goal beJng to eonfrdnt evH and d^rkntas evdn if ihis n>Brini ^oH^ a^ahst 
somE of C'hers loeas (whom she profcssci true dC'/Qdon for}. She Is the 
Beryl who races the ^hijgds and the forces af darkmiss most tjlnstly. She 
r gn^baU iSicir agenia, and folfchwrs and is at alNiut wnr -./v'^ih them. In the 
•mry few occasiona C'iel irequtres the use of violoricc-, it li usual;^ Aaraers 
.ii iI |i.i;adinii ihe rnlms op, She li the precept heroes Inpunatci as 
iwW M ^Pi those wha fr^ht to defend those in need ttftn the Mpense of 
their own llvci. 



List of Gift 



Le>\PER.; This ptt will increase the bearer' i nulUfal cKirf»ma with Di 
spcctal bonus to LEadenhlp eqyivalcni to hii or her Elan levcK For instance, 
anyone with 50 Elnn polna would jj)a«n a -50 bonus. 

Cam S lUqulramantH Elan 10 

The Value Of HerOEJ; The chisaiicter is armed wirti unusual courage 
qnd iii ihui aftle to rernaln undaunted whenc others vvotfld run. This grimts 
him .1 special bonus 1q the Composure Sftcond-iry Abll«ty equivalent to his 
Elan l^iel. 

Co%tt 5 Requtremcnt?: Ban 3D 

L'.vA. TATION Of The 5p|RI": The tharacl^r HelgKli^ns the seise, of 
li-'it r.o; f>f fimff usually irt cuntsct with him and lesd* dne.m to an awarenesa, 
of The importance of ^ood conduct, 

CoKb 1Q Requirements: Elan 30 

5enSE Of Jij^TlCE; It nltcJW^ the hearer Id scfist an urrjuic er evU dct 
tcin^ comfftltted In the qtcrnaundings. 1 1 riecs net provide ejtact Jnformitlan 
■ I I'.. I I •> trator, The hifjher the Elan lewl, th-e mati; pnicisB the abllltj' 

lie coverci^e. 
Cost: iU Requirementfi &bn AO 

SAcy.u\> S^'ikit'. Chanictcrs' closeness to Azrae I affecljs their essence and 
makiH Che^n holy beings- From then on, their w^iol-e tissence is inundated try 
J [jotent posibve energy, and th^y obtain a status similar to that of* pure 
!;ight cIcmenLil. A potent benign aura will appear as a result ofsupsfnati-ral 
detection performed or, the individual with Sacred Spirit. 

Cost: 5 Requlramon^ Einn 5D 

PC'iAiRh! AU-i/\- The rssence of ihe charicter s ao powerful that It 
extends to the surrountllnH jf'Sja. oestroying oJi sorts oMarK or evtl cneaiufiei 
thai may approach him or her. The ccATrngc of ine aura Iii equ'wient to half 
the charKter's flan IetveI in ynrdi. i^rry r'.f.'s5ative-n.itureo being in its radius 
of .ictlqin will be automatically fo^Kl to pa^-: .m Mft or PHR Check with a 
Difficulty equal to tWiCC the De^ircr's tlan level iNdfy fivc turni in ortfer to 
avoid diiTioge equiviiifinr to half the F^iilure Level per turn. 

Cost; 10 Requlrerribnttr ELin tG, Sacred Spirit 



iMML'.Nrn'i T>ils gift will j^ran t ion^e Immunliy ^rum evil nupernatufji 
powcri. Pr<>tjt£ted \yy She essence of Azrae;,. charafters will Ijinoine an^ 
MystitaJ or PSychw; Ability' that requirei ther!"i to roll Ficslstiince Checks 
lower tiian Their Eian IcveS, plui 40. Foir instance, a thJir^cter sv'.th Liar 60 
would automatical ly pais all MR or P-sFl j)j;ainsT a lOD Difficulty, wh' lean 35 
Elan charii£ter would be Immune to cantp&la up to T13. 

CoiCt IS RcctuJrementt: El^r 

Df.S TRDVER O"^ EvTL. It Will d&uble ary dama.^ to a daj-ii or nfllurally 
evil creature Idflicied by the cbsiractcr. The ablhiy will wafk for pyi^i '' 
attacks, ,15 wtll ta speJis .md special flOWcrs that cause direct damaer 

CiMt: 1^ flcquSr«m«n.ti: EUn 70 

BLt^^EHi The character ntceivei Arnsel's blessing whenever he cr" si"* 
attempts itj deitroy an evil creature or eo perform a trtjiy liair a,E-:iE}--. Thin 
tmnalaLes into a i TO to any Oicck in connettfon with this piirpoM. 'if hr- 
or she is spending fa permanent Elan poirt, the Wesshg will n^V^ i M fnr 
that turn. 

Cost; 20 Requframenti: Elrin 70 

AZRAEL WAfeWDft: RacDlving tihl* gift, characteni *rihl«n^«' communlO'i 
with Aiinad - thui Lnt;r?a5i;nK tticlr capABllltlEi with an extra poirrt in 
Str?ngthi Jind pExtority. 

Coit: 10 RAqulrements E^n SO 

CdnSECjIATinCj Characters 4re atole lo Intnxlute a pnrt ef tht- 
iatf^d essence Inte ^ place or objeci, tht*!; endowing it with their hlc^.M-- ,■. 
CornecrStad ^weapons will farry 50% addftJtMiai Base Damage again',' ■ ii> 
or cvll-naEured creatures, vvhile consecrated places will be protected ;i&,iin^i 
their intrusion. Ct^Wng access to i consecrated jiace reqjires them to 
pass an MR Check ^vlth a Difficulty of 140. Otherwise, in invisible harni! 
will SDop them, Consecralinjj will last 1 hour tor every ID Esin paints ih- 
chancer pfissessei. Consecrating permanently rcqylres iatrlficing 1 Elivi 
pqlm, The- conseiraEec weapon bonus can r^ot be accumulated with thr 
Uonua bf tne gift Destroyer ot ^sul 

Coit: 1S RequlreimentB; Elm* 90, Powsr Aura 

YlHA.-'L Airael's chosen one become's hcrrigiii hand in the ''ight ly.' - 'I 
evil ana darkr-ess, and she m cfnpowcred to dck litre holy war or Yn.1.1 10 
dEitri3)i or protect wiaicvcr is wtsrth fjrotecang pr destroying. Tihad wark* 
HI 3 call to all those wth a hlsh sense of Igstice and allows them to s«n« 
the maton why diey Jirt nc^^d. WhD<;yer responds to *t will be immune 
to she effects o'' Fear and Icrrcsr and will alio ^ain the capability nf fignOrvi 
consclausly ^ntj without ne^iitlve bonuies wen In s state [ietween Life and 
Death. TtiG outreach of the call lies ,it the hands of Aarael'i chosen ono; 
It rnay aFfett the inhabitants of a certun town or ee mode to cover the 
entire world. 

Cofb 10 Require ment« Elan 100 



Elan lower than BO 

P-^:! tccilr r, ihi' n •„„-.i'i i 
Destroying an evii/dark entity 
De^'i .i ,ii gL' num-^cr o* cf.i k 
fmven&ng an tv\ I act 
r5i'ii;"iidir,£; ju-itiL^' 
Stopping,/ dcstroylpj a ■Shajad ngi 
Hccom ri;=' 1 'v. i 
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5';ci>pp n-g a bhuac pluii 
Elan negotive bonusM 

CommlltlNg an <^^^•ll action 
Tiklji^;, ill I Ml 'iL)i;L'rl pcr'son'ii i-frj 
Cdl-iisflfatln^ with dna forcei of darknas* 
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Ahltaden 



shajad 

The Phi m EVA l Evil 

■ • ! 'hfldar, if/^3 originally Xhi i>'^\y Snajad 
II. i. ■x.i find i place for hlmiclf wflh ln llw 

I '.irjccuh' iirreiHty. Indiicislve, h« dndBt] up 

by nbsDrbing jr his essence all th« minor 
ftcptlve fcshngs not related io ha fompanians like disgust envy, Jifi|er or 
ptidc. HnwswGr, he did rot feel attnchKl to thtac Bmotlona and to lncren:%e 
h4 Iffipartanti: he decided to pEraonify ttie very firlnclple Q^ evil 'tselt. As a 
[Drr= i3\ moriwrj' » all what the Bcrj'ls rcprciErt. hh finvcii^^Te InciamaUcn ft 
t.Tc trad-tiDn.il CHn^llan devH; the n^Lifc of the (alcn anpcl. wh|r.Ti sjTTibollzei 
ill the tini of men .ti-nci where he dei-wei Kis nibme frorn, In Umc. he has 
Cfswe T£i fed oKcpticjnally iituicheci to Th--s rapraseritai'Dn, to che aalnt of 
co^aliSering It ihc main aspeci nf his being, He constantly' competing with 
the o^ier Shajads far pcwtr isnd toni^ilring agilnst Jed-ih rind Mefcgali ic 
crcirtiite! thctf prctHsnrnaPte. He if completely rihsoi'bijd the precept he 
lis thoitn and the rtsic he plays, so he de-ilghci hlrn^iflf ctuiln^ U-agcdlcs nnd 
sprciidlng c^ii, H|?i folio^veri arc usually sacoTilsts or warihipppn orcs^'l deciles 
fnjm diffcrcni: Djlturci, Tho4e wh& sj^nchronfZfi bett with him ^re low or 
deranfted Indlvldua-j whasc; Itwqa im; guided b)? evil. 



Lhl iifcifis 



OMk E!v,?ATh¥: It iritcnwfms all dark ^pellngs of those Individuals the 
diar^clftr Is In cortact wltih. The %\h acts in ihc farm of 4 ^trarg nufji af evil 
that brings duE: the 'jvont In peoplc^ 

Cast: 1Q Requinements; Elan 10 

EvE"] Of The Lvu; it enable? character! to pertLiw; the evil insidE 
pepp^. Tne hijjher the Elin \ct/c\, the more accurate the abi Ity. 
Cawtt i RvqulremenCi: Elan 2G 

lon]) Of blt^b: The fhiiracter «irs ttie -iLipiial sin most dGcpij' rooted 
individuali. TJlc arragant will be consumed with toncei^ and the 
l^uf^nd will be overtaken b^ gldttony, The intjpnsity nn?) durnrjon of the 
iHfcct vMtll Etepend on the failure l«vtl In the MR or PsR Check agnlnsl twlc« 
the Elan level of the tonf qf sinj. Tbp actluBtlon of thfl ability requires that 
thtre t» nt Icflit a couple of minutes talk or o«hQngG of glances, 

Coit; iQ Itw^ulremenEit Ebn 

T-'AkR BeIHGi Evil hai taken so baril|)f InEO the chju-nctcr soul thnL It 
qantaminatEi him qprnpitcely silqwly turning hir?! InLa an cjvil cre^iture, 
From Then Qr,^ he achieves a status equivalent to Thai of n dark clemEital, 
bniTiwins w\\b sheer twlL A poEcnt evil flLrn will appear a* A reiuli of 
wpematun?l detection performed on the Dark Being. 

Cottt L RequiremeinEv E lBn 40 

Soul CoRRUPToa.; Chifactcrs ang able to ^nflueflce people's saULs 
pervertng tfiptr jplrla with fr/IL Even the purest of Indrtflduals will bctomp 
hvli^ .ind ctfll IT he should fal. fin liR Check against the soul qprruptor'i 
level p'us AO. The effects wrll be temporafy unless the victim laiis [di^ 
over 40 points. It is necessa.ry to talk or look mto someone's eyes far 
a king period of tinie' to corrupt them. Tuaso passing the Check wHI be 
tdsnsldEred imm>une to th« ability fof as long as ihc torruptor maint.iin^ hi* 
or her Elan cvel. 

CoaU 15 Require menti; Pnn 

Pea'iCNIC tNCAkK^*ill-5N. tvH tnnsfdfmi the very essence of the 
■tf^ractem *nd turni them iriio true dempni to ail prgcticil aurposei. 
Dsmonic IncisrnBCion grai^ts E*itirac»r!S tv^i*t their Elan points in DP, 
iy*th allows :hcm the chance of choosing nn^ of th« lupernatural powers 
dcstrllj'.xl m ChiptKtr 24 hke □ Gnosis 15 crcatur?; v«iuld. 

Coac; 1D H«qu rement: Elan £Q, Dark Being 



DESTItovEit Qf The SACIlEPrh doubles flfldBma|e characters msy inflict 
upoi^ a creaciirc of llj;N: or naturally gocd. The ability id il opcracc on ph^lcai 
attacks and also spells anfl special powers that cause- dlrscl diama^. 

Costi 15 Requlramentr Elan 7D 

ClR Of Evi:.i Like an ovi'i n^ajjnet, the bearer of the gift w<ll iittract 
dozens of crnatunis and people ofa nej^tlve nature wno will feel iccfucEri bf 
hli or hef preserice. They will not bo abligetj to obey but will oe FdscinaLcd 
enpugh by tils, or her empathrif with evil as to he receptive So directions or 
su^est.'t3ni. 

C«lt; 10 Require mcrt Elan SO, Dirk Being 

LH:^'|ul.^Jiu Si,'.ViM.c?NiNisr-: This establishes ,t link betvvefn chanctfin 
aid the Ab^iadon demons, (illDwinij, to aummdn dnem for a variety of reiKons. 
These arc supcnaturqj creuturPS of varied natures, hkc fjords of me Darkne^5 
at the ner^dce dF Ahbadon or a^^r unTltiei of a martofialy e^-ll nature. None 
of Uiem are Santed lo obcj^ but thn^ gEnqrrilly guided by alood piitts, in 
fsschange of Kwl! or other Icims diat may awaken iheir mte^^t, Whfjcvpr 
taills on these beings rm^ do so on iJ^lr cvi^n behal^ or simply to connect thcrr 
with other ntcncsEEsf parties. CKvflCtcrE will bc entitled to one summon 15 
per men^i 'Mlb the aption of safinffcirg one tian point per Kummonoj^ iF they 
should wfih to use the- •vziillty lurther withm the same period. 

CoatE Rcquii-ernon!:; Flar SO 

Soul PevOI/RER; Already iransfanmed Into n demonlE entiHy, chanicter^ 
are granted the caoabllity of fieedinj^ on tJie souls of wii Indivlfiu^i i with 
which they griiatly -ncnease thesr own power. In oiidcr to devour a ipiric, 
they muit la^ iame nght to It, in the form of ,1 pad or other kind of 
dominion. A,t the time of d^e individual's death, the devourcr claim* h^s or 
her rigfits to the soul »ind feeds on it immediately or keeps it for 'iiteir. The 
dcvoun:r will rEcovcr 70 LP or Zeor point* ftir every point the consumfid 
csvente had In Power. If ?hey ire both alreaciy at the lopi tnc devourcr m 
Increase hii or her crwn characteristics a r^ts of out ^ fivfc Fv, 
points of the consumed soul. This method wNl not illow cnanictefs to ■ 
15 In any of their attributes. Ad«intaj{ei acc^uired through this pft will w.i n ■ 
at A one point gef day rate. 

Covta 15 Requlrem«nit: Etan 

The Seep Or- THS P!!j:'.4Li Abhadoin is the very asgencs! of enrkness, tt 
prlrn^JVal evil that eren dernons f€sr. Th^ \i '/^by^ ante the chanscter attains 
this level efsynchrDniiaUon, he is enatiled <x> pass his seed unco othors, thus 
perverting their souli until they are tmnsrnmed Into truly demonic enutles. 
Anyone rraceiv.ng the bapHSi'Ti of cvH wl l become a Bc-ng Between Worlds or 
Spirit, i(Vi[yi Gnosis between 20 tP 30 and *i maximum af 200 addftiani'; Dp 
■with wlnth chtJoae Essetrllal Ahlllties ar>d Flowers of supernoiural creatures. 
The chosen tine Oeodei the number of DP and Gnoss level he will endow. 
He may later Increase them up their ftiil value if he does not gninE; them 
all at once. The seed of the CRVil may only &e granted to really evil pcop^ or 
creiiturti who wish to otenin the onwt^r It entails. 

Cost; 10 Requrrementi Elan IOO 



Eiem Jower then JO .^4^^ 

tleinj! svytipt iiw,iy tj,irlf. let'linRS 
Com-mlcting a really rvil action 
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Originating evil lar devil worsJilpplng curts iflUHHil^B 
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Ban higher than SO JHIHH^ 
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EJod negative bonuses 
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Barakiel 



Beryl 

The Perfect Gov 

BnnLkJel Is □ powverfu Bqryl who Inciamatc? 
tne fontcfia of order iwd parfcttien. She 
friinka of her?pir the ireatDic an<l highest of 
all pdwErSj Dutdone nnl^ by C" Id hcnc^f. ttic 
onljr Emttty she ulnnlm and wur^lp^. Tnt t^.il of her philosophy ^ lii^iid 
all civllizatlans into .i perfiKt order of Ji(]sq|ute equsllt/, Sht thinks the WBJi' to 
achic'i'e this -J by establishing stfid lawi that govEm cwery Ojipect of humnn 
lift, ^ihc abhors nhnos cint; Ihstnblllly, and fosters tJic advancEmcrt of the ejoicL 
'-f N'-uys, l-kf n,Mhem,^llf i jnc niethiinlci. She hai a lepAC i^elado^shlp with 
he'- 'sisner^; m he^ opinion iill of thern wveak nrd ImperfccL Her ,iltitudc 
h.is ciuscd severe.' open conMlrts with M'kael. who*a pr^vllegied pDSltJon nestc 
to ihrir Master she tflvcts. She la extremely strict with her chOsssi ones 
k3\i&mr% and demand* them to maintain a. scrupijious order and new-r to 
rn^ake mlttiike*, ThoM who fa>\ rarely roccrw; a second chance lo pfease her. 
^hc Is vBin and H kes to ^1 adarrd ^n all of the udentHdes she tiik^s or a deity 
orotic, \m ard the SClcncm. She Synnhroniics with narclsslsdc people who 
[ir« enwwved with great ,itillitlci or poweri and who above all tondatt their 
lives m an orderly rashlon. She also ^vors scientists V]d thosc who worship 
her In arr^ of htr feces. 



List ofcifti 



Aesthetics: Whatfiver the cKaractiir docs Is beauttfiiL This gift 
translate} into a spcval bcnui to the secondary ability equivalent m 
i+ic chEsnscter's ELin Iwfl- 

CdsH: !i ReqiiirementiE ^hp- fQ 

AtTR/iCTIVE: Bpi*Miera <jf the ^ft art capable of 5ttrHd»ni #tEntlnn tewirels 
thentsclves ^^herewer they iga and to ralie tho Incmat of dl thoic tht^ moct, 
Unfprtunctteiy. chancteri can not help bcilng the center (^fatiefitJor at all tmeiK 
which oan he eidner a benefit or a disadvantage depending, on the jituatien. 

Cott! 10 Raquirflmenti: Elan 20 

SciiiNCi: KNCn-VlltiCir-: Th,inl^s ta Barsklci, ehanicLrrs have a viut 
knowiettge of all scientific fields, this allows them to develop ttieir abiiitle:! 
bcj^nd corrimon standards The gift Virfli endow a ?peciJli twnus to the 
se<ondary ability Stiente equivalent to '^heir Elan level; a charBcter with 40 
■ l.ii |.i.ii i' ■■■ii.ii<l jJr:"i .1 '40 Ixinus to Checks. 

CosL: 'I.! n.«quirQmenti; EI^jji 3D 

Sf:N5IN(j LmpRUFKCTON^: It gnints th(? posiibliit^ of stroR([ly icnslnj^ 
impErfcccions in et^eryore's b>ehavkar and body. The ch^r^cter will easily 
recoinlte perSMailty Lra>ll in the Ottiers such as an unstable or nervous 
dispiDsltMnj a duproportionate fftce reature^ iH-haiithn etc. 

Cast: 10 RBqutrem^nli; Han ^ 

^EpMlilNiJi OrPEH.; The Rift al'o^vs character! to penceivn the natural 
order of thlngi as well ess ;\t\y chaotic or supemt^tur^ alteration In tliclr 
^urrourdinis or in the peopt« around. The filler the Elan \Ki/tl the greater 
the outreach of the ability. 

CoiGi 5 Requlrementi^ Elan 40 

PERFEt-T BEAbT>'; Once thb ^jft k granted^ Ihc bisarrr's physical appearance 
bcjjns to change sicwdy until it rcsiches an unpanslitslcd beauty. From tner on he 
or she will Ptdd one pc«nt to AppeaMnce each week L^nD- it jjeii to 10. 

Ca%tz ^ Rec|uiremenCs[ Fif^n 50 

Pe HJTl' I boi'iV: The gHtwiH opcralE cnangEs on ?tie bearer's boCy until iLii 
fninsfarrncd IniO the ideal pr^3tOtype ol □ member of his or her r^ce '.n hcfuht, 
- it,nt and pnsporeons. in tha v^y, diaracters can reach ifihuntan etflFlculcy 
II Lhocks: iind no longer be affected by hittgf^m (eauivTiierit; to essential Ability 
Untlrinj^). On top of thil. ihi^ will not roCriviG agmg ne^tive bonus«. 
CoiC IS' Requirements: Elan 50, Perfect Benuty 



OtPER AUjIA: Characters with order awm nrti ablu tO makjc chaofi 
disappear gradualy from thel'' surroundings. Thin^js fell into place anc. 
unusual or stTcingc cvct^is become less fnsqLenL The effect wll', also operga! 
on people with Grosls lovwr than ID m contati with Lhem; they acquire a 
greater sense of order ^md a new resjjcKt for lafws. 

Gocb 10 Re-qulremBnti.; Elan £0 

Bafw Kiel's Essen cei By the time the character obtains this gift hu or 
her cswince will be 50 cl'^se to Bnrakfel Oiat ail weaknesses. or diHdvflntajjei 
will fede at a p'ate of one per month until they cnn he cornpirteiy igntwrCi 
Thii Irxiudei negatlvt bonusci of both natural anc supcrnalUrai creatures. 

Coiti 20 nwgulremenCtL Finn 70 

UmAFiI E Tp EfUi^i When characters jicnch thii point, they vti free frwn 
making misLikes Or iiccount of ead luck. They will no longCT be capable 
of incurring into Fumbles even with results of 01^ 01, C3 result of 1l5 in 
Opposed Characterlitk Checki does keep iti negative bonus) 

Coitt 10 R@qu)remenCu Elan W 

PiV'INIt^ Jn hc'i's An;^ So\A \ This glR will puih charactci-i one step 
beyond In tticir physical gn^d SfPlrltud evolution aiiowing them to rea^h ,in 
almost divine pcricttion in all aspects of their tielng. Once grajited, the gift 
causes chnraEteritCics to rise .it n nte of one pomt per mor-th until ihe^ 
reach a natural base of ten. to which v\ niotJiflen or bonuses ntcordir^ 
to rate are to Oe added (in this way, a Duk'zarlst wtiuld have 11 jn all of 
his- attribute*, thanki to the race BonuMi). It doei not affect dioiie with m 
a! ready higher va'ue, 

Costs XI Rcquirfements; Elan BO, F¥rf(?Ct B^idy 

iMMcmTALTTV: Whoever caches this synchrani^ation level wlH 
immedlJitely stop a|lng and bMome Immune to any disease or natural 
VBfiomr In many way* the char!w:?er hm beton^e an Imn^erial entity, keeping 
ail of ttie abifides Ir tnri nio'i;^ the yean until it die* of violent caiJiea. 

Cost: 10 R«EtuJremEnti[ E:bn ?0. f^r^% bcHjy 

APiSOLt'TE PERFECTiaLSI: Baraklel's chosen one becomes a divine being 
whose iictJoni utterly perfect from the first o-ie to the lajst. Once 
th« definitive gift has been gninted. the chanaafjr wlH stop roiling dicei, 
automatically add 100 td all ability orn^sis^nce rolls and get 1 1n char^cterisdc 
rolls. For instanc*. anyone with an attack abiilty of 1B0 polnb will AWayt be 
considered to have a final result of ^0. ThiB 100 in ^^ F^sistance Chec^^; doa 
not Imply that the charactC'- wiii pass It automatically. 

Coit£ 10 Requirements: Elar 100 

Modifkn 

Elan lower than $(} 

fleing ttie object of pmiie and Admiration on account of his/ 
he .tcllons 

'^mtilpphg » dlv<ne Incarnation of iarakici 
Hmmfill'ig iavi- iirii unli-r 
tjndoing n chaotic situ^tlor 
Mokir.|i^ nn Important sclont fic advancement 
Making a public dispia}" of extraordlniry, ability 
Elan higher than 50 
&B|fif conilcercd a divinity 
incucin^ society Inljo orritir nr.d 
Showing the true meaning of perfiectior 

Eion nfigdtiVe bonuses 

Showfn^ exienai wciikness 
Ati|-ig I n i.HiM'ir/.-nii)' ■ • • ' 'I'y^ 
Breainhi the 

□HJectl'rely falling aomtfthing importnnt 



Si 



Erioi 



shajad 

Angel Of Qmoi 



The Angel Qi ChdOi fs Dhc ni the 
■.['Vingeil Lflrdi □( Darkness, His phllCftOpfy 
ci^njsses from the principles of balance Chnt 
both the ShjjfHdi Jind iTit Beryk hav^ trletf 
lo lustalh. Hg Is v^ 3ir.a(rtTilc tntHy wha, litmlcally, share* mswi dcjctrlinci' 
Wi*h Urid ihan i(jFifyE[r.c would corr eijmit, Ht very Fickle arKj will rjiuH^ 
chii''ie his rnind accondlni in his moDtf, In iprte of ttiis, ht Is has b prafagnd 
bend with Galrr^. to whom ht li totally faithful Erwjl IncarJifltti chaos and 
lutit, heih goDd and tjsid. Frcjm hk itandpolnt. cKlsEence ii, an Infinite set 
a^posssblntl» within which anydihfi Is possible; the truly intei^tlJifi bhln^ 
It to discover which these passiblHtJcjs ■jvIH accuall;^ maEcrlaliza- to him, 
tfisrj'thhg ^ A ^firne h-t CiiJls "The Law ofChiince.'" Controlling |i is wh-it 
maki! the dl-tticfenci; oetwcCr^ ^oed or bad luck- Thos* who sifhcfirnnLEc 
With hirr are peapic who do not nespect ottier rules except Tom" their cwn,, 
and Xhim who IfUil luck ta gyldc their li^i, Throughout history. Eriqi 
and b's flgcnU hiwe Iniplrcd several culu assoql^ited with the principles he 
uphddi - iuth m luck» l^rtun«> or evsn ^aoi lt£ei r, 



Lift of Gifts 



'•.Tmnting M-iSFOfcTij.^Jir: Aw Di5CR.a.cei Wha&ter nai thii 
li nrmod With Ehe ability to influpnce atiicT peopfe'i luck ^[aDsnlvelji' 
or negatively) in the ^horc term. Fntd-nslty isr-d duration can be molded 
actording to Elan level. 

Coaii 10 Rei)Liircffi«nbi; El^nn 10 

A. It. K INC Th'i L^i.v Of Ci-ANUi; Th\% abinty cxceptioidly alters ;i 
rii.ir,ictDr> luck. Increasing his chEsntcs of performing gr^itt FeatE cir fulling 
tiifci tragically, Neces^jiTy results for DLsalnin|r nn O^n FloU vvlll dnoc two 
ii^pHri:!:; Ffir every 20 Elan pflint? and wlH EKtencr Ir one for fi Fumble. In 
: ii'. -f/^, iomSDPlP with 30 Elan pnints will lncr^.m- hb chahces of getting 

■ Open Roll or ^ Fumtle by 3 and 4 respccbveiy; hn would |^ct an open 
result itarunji, Fron^ Jind would Fumble with 7 or less If he is. a m^iiter), 
ti \\ up to trie character to decide whether en Uie this nblilty' before rolHns 
the rfide. 

Codct 5 Requir^menCtt Elan 20 

SE.S':. NCi Q iAl is: |nc|ividu.ll5 with thii gift Will sjpern^itur^Hy 'xnti the 
itiaraltons In nBality taking M<^^ ciround them. This perception vvlii ^llow them 
i' to noUoc tfie intensity ciF thaos in the suj^noundin^ or, at timeis. ever -n 
^ pMple, The hl£*ier the Elsin iefrt:l, the Wvder (tie ou^nsach of the ability. 
Coab 5 RBqutrcmenbJ Elan 30 

-SteALj^JC Li-^Cku Like a parasite, dhe character haa the power tp steal 
ft« Ibrrun* of Diher indtviduals. lEmponvrtly beneflthf^ friDm the good 
kick of th-n athen.. ConsecjUcml;^. thoie deprived of thdr jjend luck wlp 
ks UAlcirtunnle for a short penod oF time, Lntii their raturTll luck LO-mCi 
i»£x. MethcwIoiDj^y vnrics frorn bearer to beiiner. Samo peapii; oniy need 
ta touch their ukiim's; In other cases, a mori; camples* pracesi is recjiilfetl, 
Avoiding luck tihtrft requires nr* IniTlvldunl to pass ari MR Check Wllh a 
DlFnti,lty tMijunl to twice tbs thief's Ehri level. 
CcHtt 10 RAqulrtiiTiBnli; Bm 40 

CONrJUING Vr P^DVIPcINCF.; This gift allows ch^iriictcrs to .ilter tha 
' ofOiance repeating one ai their noils and using the scca-nd njsuii^ 
.tonce the ability Is used, the character is forced to go with tht SKond result, 
',lwin If IL is ^J3ss favorable th.^n the flrit one. Conjuring dp flng^.'IdeiitG may 
waad only once per |ame session For every 10 Eiaji paints the p^nyer has. 
: sime rest/It tan riDl be modified twice. 
"mb 10 Require m«nEi: Ehu 50 



Ch AOi SttcMATA; This gift provides character with an amount qF 
□Pequiil TO twice tncir Elan level to he used In itjlMting ary supernatural 
power descritied In Chafitiar 16 as if they had » Cnoi'^. scorn of 2%, 

Co4i: 1^ Requfremenb: Elan SO 

Chaps A'^fHA; The chBinctcr's prEtcricB strongly influianceji his 
surroundings, jEradually cnhancinig the EJCistm^ chaos in the anea. When j 
charactjcf stayi in a place For a pTOlongcd period of time, alf kindi af uhusual 
ewnts begin to happen. The effcKti will also bo fe'i ij^ tharactt-ri with ;i 
GruHlv lflWsl ItSWTff ihan ID; thesKf lndi<vldU-lli vi^ill become more rJinotIC and 
tan* to ignore |,^w^ nrd rLlei. 

Cottt 10 R«qiiirementit Elan 60 

A.tEkiN'C FaTF; The Bbirity enhancei the powns -n Conjurlrig up 
Prnvifier^ce, Allcrwing another charBCter or htflvidual to repeat their rolls. 
Forcing f, third party lo reroli consumes two uses hsiead- oF one. 

Cott: 15 Requlrem^int: El an 70, Conjurinj? up prwicence 

FOUCINC LuCK: Wf ualn^ this ability, diivncters mafy force ane qF their 
rolls To be automatically Qpen, riejjitrdlcis of ihc rpsulc. The Jittion must be 
decJpirfd pnor to ^niliing the dice. There is a oncc-pcr-gime-sesslon IdmJt 
for every 310 Elan pointi the character has. k cain only be apfsljed once to 
each Cheot. 

CoitE b RcquircmenCii: Elnn BO 

T^VNCATIMG FATE: Chwwiters are in caflftnol oF igmeor*e cIk's fatit 
Kt the pC5|r*t of preeietcrmlnlni; them ta fail or ten nMke n stajjjferlnf^ wrnpii; 
decision In ttie short term. When Ihia abilitj^ ii cmployiBd. tar^jiets must pais 
an MR Chack wiih a DhfficulEy equ.il to twlrt Lhc Elan nf the chpiracter usln| 
It, F^iiiur? turns iheir r^xt roll into a fvjm.b^, no matter how high the rusult 
Is. In F.act, the result thtr^ gci on this rail wjII constitute their FuTible ievrl, 
The ptftVcr wHi nsmaln arllw until the vliitlm perfonri^ ah action^ or a full 
minute by. This can be applied to ttiE same lncslvidu.i' only ante a 
day. Truncating Fate will only effect Actions Checks,, not Rcsiat.ince Chf-<>.. 

CdtC: 15 Rcqulremftnti: Elan 90 

LtiJtD Of CHACiS: Eriei'i choisn ones will otjuin tbwylutc dominion 
qwer chaos, and lie oiile to alter the normal course of ei^jnts m th«y oleaie. 
The gift nilov/^i Them to control everything that ^acs or qnound them 
throuj|h luck an-d chance, ho\'vtver unusual or strange it may iecm. They 
■ire not ctp^bhB of modifying; the surTOUntllnj^s by producing ImpoSMtjIc 
evHJiiSi hut Ihey are abls; to bmg about any event chance may orlginnce, 
For insLgjice. ihey could eaiMy cause an active vOH;sf'io to erupt or nave m 
old chair fail to pteces when someoni" sits down, but th<5y woLflo be unabla 
EOcatM somethinji naturally Impossible to happen, like Kavlng someone fly. 
The low^r the chance there Is for somethinjj to happen the more time and 
effbrt the Lord oF Chaos r^Eeds To put mXQ nuking It comt ta pass. The ffft 
does not opcr^ite on pcopi's psyttic or control their jctlons. 

Cwti 10 Requrreinona: Elan tOO. Chactd Auir^ 



Elan lower than SO 

l^ncir in^, i.VhV .11 K.I (.ii di.T 
PronKntmg chuotle sltuatlom 
Lc^^ving an impor1.-ni i-uitu up ciunci; 
Shffw'h^ athrri Iho mnn'rnnn;' nl fhnnc8 

|^ti|i.,^.^l,• iii I I |. II- 

Eton higher than 50 

l^.'.i III iy i.i..ii|i i,illiri.. i-ic iiv.v I! I ii- 
Unieashinij5 crhaes upsn thewtshd 
1*1:1' ifi iroinp iTiiy -ii ud L:^ tlh-.n-rc 

Eltin negative bonutm 
Ci JiKkK;ilri.; Dii-r''i self in .ii 1 1 y i 

:FQtlBWirij.*r«k!Jfi t>f 
Disregarding ch.im. l' 





Ehmiel 



Beryl 



tHESpraitOF Emptiness 

There li no ShiijwJ or Beryl as. 
ii'iErLftahlc ilic unfecllnji ai The Splrl' o\ 
EmpUnca. EdamlBl \t fcparated from the 
vvorlfl by hpr Qwr choicer unlike 
■ilitefi, fhe If not Intarested In b^ommg intEgnitcd yvlth It, In the bcglnnlnj*. she 
-ned to nramntn ptcaaurcK the anl^ fieding iKai bnsughil her iomt AiUifactlon. 
■Jnfartur\aicl^, tile saoh fcaliZGd not thai wha cnoujjh to fill ttie wid she 
carrlccS Inside, and she slowly drifted opsrt 1rom reality until she disiippcancd. 
Th\i li hew siK Involmntartly carne to represent ^itrmi notJnni-lllas Ignonancc 
ind rwthingnes^— Oiiit netther Light nor OaHt ^Aranted to [yck up. 

In ^ wrey. ihc h^a 3 va^ut tonocpt of how Impossible it li for living tscln^ 
iQ rnnll^ Jchinvc happincssn, sinte however intense tKat feeling mi^ be. It If 
mranl. Eo bdc. Actordlrjg to tier, the Qr\\y w^y for every being Is to bcDomG 
one with emptlnew and dlsEippear fdrevEr wliha\jL fjUilL, I'jffcting, <3f grief. All 
dF h(a- sistej^i iin: horrificEi by Kcr isnlcude and cry td help her4 but unsll mjw, 
Lhry have lolertitttl her uvlThout admitting the ;pMt ttire« Edflrnlel ptrtes to 
■ ■...iMrnw. On<re In 4 while, she will fii^l back to her cild IncarnaLiGin and ici 
pli'-iHiure and desiTi; base in the ^warld, but she often usestli^m m enotons to 
confuse E^ie senjes and throw people Into nochlngness. She has worshippers 
iih-iong flnany cultures, wher? she has gctopted several identiUta m b del:/ of 
dfiflire ?ird pleasure, Alarmln|.y, the nijmtwr of Indlvlduali i^rthronjzing with 
her a a ioL higher iJnan one would ewpact-jnon^ people govfimod by worldlj^ 
jil&nsyrct lo loneV litlnp- v^rith to Intentum o( Intfsg^^tlng with the vrarld. 



list of Gifts 



pLirRAISLEi SomeEhing in the bearer of this gift u sexLi«l|^ entltlng. &*n 
without belrig attractive, chaTzxCer^ Will stv«^ken thd libido ind deiire Df 
Everyo-no araund [hem. The ability whl generally affect ehti« of the opp'Q*Jte 
5ew of the benrer more stroingl^', 

Cdie S RcElullrBrnontS: Elan 10 

pLfj^SUfiE AmP-I^IER- This gift allows the tiearer to Increase- pleasure 
far th-cisB he ks Involved with In anj' way. Even mere Hp contact with a gifted 
person hA'III reiUlt In .i much mDre p'oasurable expcTl&ncc. 

Coit: 5 RBquiremehts: E>an 20 

The VoICF Of PieASUFLE; The chiracter-i voice wHI enraptune 
Bverjone ilstcning la 11 for a prolor((i;ed period of Ume, They are nllow«l 
to add th^slr Elan level to the F^ersuaslon Secsndary Ability whei making 
Checks for trying to wduce an Individual, 

Cofti ^ Rjequlrementi: Ean 30 

Ftl-'llMJ nil's ULtL The character Is extremely perceptive to peopled 
desires and pisslons. In a vray. ih^ are arrned with a supernatural mstlnct 
to tune intC) ihose emotlans .iid guess their caysC:, 

CoqC: 1D RBquirementl: E-an 40 

pffV'CHOLDCrCAL l,*k^MUNITN''; Chamcten Iok a great ^art of their 
emotions and obtain full Immu nfty to the effects of any psychological Statt 
If^h^y are being Imbued by on^ supematurally, their Elan Icvc; can be added 
I-: I heir FWslstance Checks, 

Cosib 10 R^quirementBi Elan ^ 

!..<KlN'.j \ I: K| iNLs Art AY- TT-ie yjFt wlh ^rant the ability to eradicate 
a spedfic feeiln^t from any [^Iven individual, wiping IE comp etely s^vay from 
"iK or he-r memory and spirit. The subject must be wllilni| to be rid of 
iho feeilng and let the character tear II fiifln'i within. Once descfoyed, the 
I emotion can not be it: I ij?,-.! n, 

Coit: 1D nequiremenUi Elan 60 



pAiSlVITYi Edamicl** esience wilt luppfeu the will of all those wne 
talk to the gifted chsracter or took Into his eyes. Ariycine doing anj^ dI 
the two must pass an HR Oieck with a D'.fflcijlty equal in iwlcc lh« (Kltd 
per.^pn'? Pan. or he numbed Into complete Int^apatltyK uraWt to execute 
any Active Action or even mcNfi. Passivity will last for m long iis the bearer 
rem aim in the presence of the tirgeCs, A n-ew Check will oe awarded If Ehe 
Vittlrris ar^ the o bject of a,T attack or suffer any dam a|;e. 

Caici 15 R«C{ulraiTienti: Elan 60 

Sl^PPRMSIDNl Whoever it gifted with suppression is io cl«s« to the 
■fiold that hfl or she tan neutn^ltjie a«iy actlor performed bj^ chose Jiriiu-"<i 
them. The ability permits the bearer to cancel afl Active Acdon executed Ijy 
another Indt^ldual durlni^ that lurn, as well n% ii ny Immediate c^nt ensuing 
as K conitquence of tiiat acbon. If the tftrget eoes not pa» an Mft with i 
Difficulty of W, Ttie allHTwved frequency I* once i week far every IQ tan 
points of the bea rer 

Cosb 1^ R^qulrfimflnCi Elan 70, Pluck Peelings Awt^ 

TfiANSITION To EmpunESSj Qmaf this point Is rwtJiecT, charijciers 
neld^ier alive nor dead, but Bomewhere Pebwer eKlstence and emotiriEffi^ 
Their body is rea'iy nsthlr^ but a shadcjw of their old Icksnclty tF,at sUll tiia th«n' 
to die world and allcwi for ntcrattKS^, h this WDy^ even tiiough they can sdll 
SLiflcr phj'Sical damafie normally, they ars unadle to die— no m^ittcr how much 
damage they suffer. Even if decapitated, they co-jld 5.till p«ck up tneir head and 
continue ^ act [with the tfimESpofHiln]^ n«?gatiVM), They are also immune te 
any Spell or mystical ability that MwoU'kl cause a direct effect of dead-,. This deei 
not Indude soul<KStrQylng, spells like S«er the Existence, fhe ability will not 
aflfcct weapons or supematural attafcks with a Presence h(^ar thiin tCO, w^ndi 
will be able to exterminate l>ie chiinKW!r completiEly, 

Ci>it: 15 Requlrementi: Elan 60 

Va^TBKi ^ becoming one with Edamlel, chanicteri temponirlly turr 
their bodies Intc* a vorten of rothingness-a hole in e>tlitence Icae'if that 
I* capable of airaarblnfi all mattori (p^r^icai t?r splntual) around it. The 
effects of the |l*t arc equivalent to the level 90 s|jell Void from the fath 
of E>estruction, and it Is cart wltJ\ its 2ebnic base value. Unlike the speti, 
however, the (character will not be swralicwEd Intn the viortex oeeauso Wi 
o%vn body Is 'ihe vortex. The ubillcy Tiay be used once a day for every tQ 
Elan ooints the character has. It will last far fh« tyms, 

Coit: 25 RequFrBmenti: Elan 90 

Am.VA. Of NCifHINC^NESlil The fl-i-rlval of the thosen one Is 
preceded by a serlci of strange events that wlh affect snyo-ne living In die 
arxra, Uttle lay llttia, cnsatlvity wlli fade from the areEi. iind all d-ilngi -(vJl fall 
Into obllvton. The first signs arc aarely r&cognlzahle— although stl l somber, 
W^ek!( before4 people stop having dream.s, a.rusli Iom their Inspiration, 
and poets are no lo-nger able to write in verse. Once the character finally 
a.rrivcs; the strength anc intensity of events nre heightened. As time goei 
by, 4!veryorie begins to slowly forget their lives until thi^ can rot remember 
thfk own flames. Then, thi^ *ose thc r omoulons until, In tpic end, U^ey turr 
into empty shehs Without even ^ soul, 

Cott: 10 Riqutramsnti: €lin 100 




EJan iowir than SO 

Ccmductiri,- ontj'b 'jch vvilli jp.ilhy 
Surrendering to the p*ea!iL;rei of the *Iaih 
□ rawing ',Q'Tic;^nc in Id tin.- world oi dci rK snA piSfi'SilVfi 
Completely wiping something, off from cxsitenee 
p Lire; ■,>,i|-' u iiir|.„n-in ''i ^■TlOlll.■nb thnDdjjh pleasure 

Eton hlghvrthon SO 

EJuitriif I gi'C-y ,im^iiirr ai milter or sou' s 
Driving; a popuUtlon or culture Into desire 
Suppressing stjmeone's emotions Oy forcing them to emfar^ee 
roEhsngncs!! 

Driving Q population or culture Into apathy 
EJan negative bonuses 
Taking decisions that promoca p<SQp|e'i being sttlve 
i-topressmg one's own worldly deslres or those of the Ottiert 




Mesc0s 



shajad 



The Umeistt Of Pasjcness 

Mcscgutt. the Uioy of VengejfKC, 14 the 
onl^ S*iaja(d to haift adapted a fcrnaie Idcntlt;^, 
She li ^t^pKiQ^AWy powtrfijl and, to^lier 
with Icflah, ihc has greac iqruepce en GJilra, 
I h«r«asice, she has put Wfjether some of the darkest ana mflst ccincFgdlctorjr * 
fccllryii; of M:in - iuqh as hn\Twi. pain, find sadness. However, ConUiiry Id whit 
cnc ^^Tj* ^pori, she has a profciund dislike for these- emotions and is dmifSi 
fy [--^ io >p,ln.' u'l frofii ihcm. She feds that faqjking Esnd fongelJirig is never 
: ppotl curv for ibv very amB reeh^Tjjs she incarnate and ablnprs, It cgn onV 
prni'idp ii tempof^ry J*iel6er frt^m hatrsd and sadneii> but It 'a never id!;Fl^itl^« 
•dution, This IS wty MicsegMLs Is «} obsesscC wl6h verjsKinee', iicKirtiihg id 
!•■ Diirk Lad^, this li the cinly trvc far ariilevlng peace. So it li iKit these 
r.ucriumpd v^lti"i hatred swd sorrtiw art; dbic to synchnDinizn w-th her only rrjlntly, 
w'':ip HiDw- who reijiy believe ui ven^-ance and iit.' willkij^ to help athcrs in 
their vendettas can iichievc q trvie mmmun ipri. She l5 Mid to be <T nielarth&y 
oiUtf, ohan jpavtr^ed bj-' her cn^otloni. far bctus* or for worse,, Somciin^!, 
ihe will i;t7 ij£3 protect tht Vi^ak. and at other times, her enwsli^ will maich 
m^it*ipamnblo prapDrOons ewun to the godi. 



Lf5t tif Gifts 



' I .iTv Of MF-LANCHOlV; Thraugh this gift, pain .vid sarrow 
i< ..ii' tliamcteri, ai'lcjwlr'ii them td suffer stoical iy through iltu-itlon* that 
.■.i:.jid make anyone loie their comp«i4une. This jf|,irt vwill endow chnracten. 
i.vtr p ipcci,a^ tianus to Che Compoiure and Wlthstar d Pain Sccandar-j^ 
AbllitMM equi'^a^er.t td their Elan i-eye^ 

Coit: S Req jlr«iinenCt: Elan tQ 

111 P,A!i| Ot VlnglANO:; Guided by l^lteegLls' hand, tti? gift will 
wdc^ chanjcterii with A natural instinct to sense the bes-l dircttion to tiike 
■ ".'"*ir rtvehjjt!. This Is not tn J.ay the^ will kqa-iv cxKtl)' what to do, but 
i-'f.y ffW always have M least a clue dn where ta start Icxjking. 
CoEt; 5 Reqyir«meaCi; El.in 2Q 

Eves Of SojlRjOvv'; k rilows chsnictwsns sense thewrnow ar*.d httr*d in 
L'^BOpte, The hijjher a tharBccEr's Elan icveL the more MfiuntB hk ablHty. 
' Coft: \Q Requlramants: Ebn 30 

Tims For OtHSSi: ttenablos charaeteri td hfluiwee odntrsfc^ mnking 
iJielrMdness and sorrow more bearable, aJthou^h not Lomp-ctely t:iklnjr 
lt*W?^K' from them, The more suffering the cha,T&tXen ellninnrD. ihc marc 
Hjrjiw they will chrnw upon themsetves. 

Coitt 5 Rieqjifemeats: Elan 3-0 

rMMti,''''ii;TiNCi PfWf-i- It ailcw™ thlrartcrt to pais their o^vn fcclhgs of 
pBln and sontw on la others {h son>e cajtM these close to '.hem). In order 
far thii td happen. lihcrc should be phy^^gi Contact between the tVAS parilca> 
and the tcirgeteTJ individual must, have fai'-nd an MIH or PsFl Check v^Kh ii 
Diftituity <sqyal to twite the Elan oftiia diarxter usln^ ihc ability. If tne vlttlm 
i^lis &\c flesi£tance Check, he shgl! be immediately iubject to tKe Pain Scate 6r 
IX affiicied hu^ iddncss, the intensitj^ oF which dependi on hcw^ deiepy 
rioted and strong the oriijirial amatiani are. The ablli'^ can be ejtercjjwd only 
while the charsicter or someone thsf care about Is suffarlng. 

Cast. !Q FUR^ulrernents: Elan 40 

bh'.;-',r Of VpN^EaNC?;; The nature ef a character rieache!* out like an 
iun, influencinii the people ihey live widn for a pr^jtcjnged period of time. 
T*i«e Indlvsdijflls shall become (Mtremei^ vindictive and act accordingly 
Itven the slightest qf opportunitlts. It the gift beArer's Elan LcvgI u higher 
thar iSO. '.hcf wil= be able to intensity a specific pers&n's thlrit for revenge. 

Coatt \Q Rifiquliramftnti: Elan 40 



The VosCE Of The DcAP; k tnalJles characters to contact those vyho 
hjTve died In forrw vwl tVifhfVig. They will onij' be allowed to henr then- 
begging Of to cngijEe In ic&nl <9»wersatlan dc^cfidlng an their tUn leviei- 
The ablMcy will onlj' worlc on spirit? who have not recelvflsd The Cal1ln| Jflst. 
or on spirits oF the W^ke . 

Cost: ID Require mdnti: Elan SO 

AVENGEft! Csmm union wth Mek^uis endi^s the eharacter witli 
the obacur^ btessini of the Lady of TeuuT, Nourished by ine power of the 
dkirknesSr he rctEivcs a spcOal MO aonus to euery Action leEiding to nevenRe. 
.CoitE 10 t^equfrem«nti; Eia-i 60 

ThE Vci:CE Of pAlN: The vwjrds of the char^itter transmit suffering; 
he ar she Is able to -nfl^ct pain on those who listen, Listeneri are compirlled 
to pass an MP, Check wlt+i a Difficulty equal to t^e bearer"!^ Ebn Level, piui 
60, ba Hvoid being ijbje<:t to thn? F^ir. State at the hearer's command. IF they 
1^1 by over 40 points, the fipplkable negative State Is Ewtrcme Pain. P34ing 
the ChccSt three times w'li -iflord them Immunity, 

Coft: 15 REqiilrcments: Elan 60. Transrnlttjng Piln 

fiPrONP PeATH-. Not even death Is an abstscle for revenge, E^«n If th^ cl*, 
character^ will return fnam the fftsi bcyttnd wtchin an undetermined peritxj of 
time to Fulfill their vendecta, Tranifermed Into beings hd'vAi^' betsvecr life ard 
d^nth, they shall autar^atlcaliy otitaJh JtX> DP to acquire ptjwver? and es*enUfil 
jjbllkici lllof a cresiture with r. GnosB score oF 30 would. Unfartuna!»;V- 
imount of s, llmtted^ they will lose \ Elan point Eath passing da^. Whoi their 
Elon points run ou'h or their rovenge Is finaiy <ichleved. they die. 

Cmti 10 RcqulrQinetitfi: Elar 70 

PAW^ EsECim^ii; Belni close to Mtteguis, the |;lfi^ v^UI Incneaie thi 
l>ark AvBnger boni.j5 up to -3?i>. 
Caat: 10 R«qulrenienti! Bar SO, Dirk Avenger 

P.ARfc Mili.^fc; Characters are nb-ie to maienallM the wry osMnce 
ftwenge, reFleLtlng an ihe soljIs gf ottiers their wn sins and regrets ti • 
destnay them. Tariiets will ajtoniatlcally need to ptas. an MR or ft.ft Cher- 
with a Difficulty tjf 140, Eft^cts will vary according to Failure LeveL Failln|.; 
D;f less than 40 will ci^usc Paralysis while they are nssituited Oy vlatona of ii I 
those they h ave d .i ma jied . I f .1 LirT(.et's Fa iIl re Lirvcl ts h igher than *0, he iUa 1 
be dcWured by hk z\r^ .ind ^056 his so jl, whicti wlH be Lort'iired for c ternlty. 
Depending an the tnr^t's own feelings of guilt or fear, the Dif'lcuity miiy 
be 20 polnti hijjhcr or icrwcr. The ablilty can only be performed once per 
indivlciuii Lintli ^ 1on|, time h.is elapsed. 

CaitE 15 Requirements; Finn ?0 

CoMMuNiaN With The Fallen Onesi Tiietr link to the spirinwho 

claim revenge allowa tfle chosen ones to commune v^ldi them, acq uiring their 
kncwledge, abilities, and aowcrs In the pmcess. Axrting as a dar^c gate to Ihir 
great be^nd, y/hin ffiong an opponent, tiey can invoke all those sous that 
dcepy hate the antagonls;t and desire to get even. Througn "his act, characters 
*ne able to gain any power or ability these spirits had wiipn they wnrt alive, or 
they can brl:ng then*, to life as lost souls nt Lh,Elr service. Communion lasts foi 
as long iu, the confrontstian lists, ii-fiO the pcjkVer* or spectral manifestations 
car only be usect .igaiisi the ipeclfic opponErt during combat. 
Coat: 10 nequlrament: Elan tOO, the vofoc of the dead 




Modifiers 



Elop ifower than 50 
Eton ill 



;r<Sf 




• njenne 

. jjj 50 
k person Liior revenge 
i i'. : > M^e ni" ULT-Reiirct: ir fii? :]thers 
ConsL*m firsitinj? tnc revenp? one has dedicated a3l otr's l^e to 
Btan negative bonufet 
Forgiving iomeisne 

lnflKtlr,g pain or suFferinjj Far no reason 







SlJPERTIAtlJRAL PRESEnCE 




Ny[ mII pwdp u hMm u^, yr lli iig'j lu^e Ihc i.irne iiTiporlancc far ncalitj'. 
Tllrrx arn iOmc IndiVWuals w*id grr Inn^t^'y rElwpnt CP cjfliterKc; th*lr 
.-ictlans and wishes cnale * greater impact on the werld. It ii ever" p&sslbJe 
ihsT iher^t ane bemss v/rioie mtft splrltu*! presnncc Is so •A'-c\r,g, thrd the/ c^in 
r.Dhirol Lhclr Surroundings at will. 



1 




GNOSIS 



G.-ipsls li tb« meosune of tiow much people tan lnF?uetii:t Lhi; splrnual 
will i| with thnlr thoughti. In i<Uific wnys, IL Indicates the power of their 
■ju;.n:mnturiil preserict and the innate atjiflly the^ possesis to thA.lgl? the 
nalunal rules. The greater the GrvosiS of IndlVldtJiVl, anlfeci or erttlty, the 
gnsster rttltvanct hl-k nctlervi will h%ivt 1^ the soul ilbx and, at the ia-mc tlme^ 
the he will be influenced by 11 In reality, this taJent has Mttle to do wlui tht 
abilities or knowledge a person pos&Bsses, it u perfBCCi/ posslblt ih-lt there 
.ire tirst level m.]f?tital entltltj* whd Kdve » Gr^W.i^ W ^rtHl th^il Lhclr wishes 
.il- i rhc fircsr of rciillTy, 



Ai a jr^cncral ruie, all iupernfl-lmTil cresLur«i poAnew a Ktjjh 
Cinoai^ given tliat tbif/ are btinjf^ whose rKiiience lumi out 
to be: an If Will to ihc 'iVtirle, NcvcrthcleEt, the™ nn: also natural 
Ihdivtduali proViced with jn uncommon jjoeendai for me-Ti ben of 
iheir ape-ties, |n these cmeiit they .ire alwiiys s^tceationd {.gbjectu 
bqiTi With the aJ3liit^ to iilter Piek dvivny a-nd those to who^^ they 
f*lfttp;. Finally, there itt entitle* with a Gncsi? so extr3Dnli^iU7 t*i* 
e^ can only cnnsidored gods or greqt pQwet^ In the ?ye5 ormorlali. 
They ^r? altnoil bto^nd tht Flow of SauK, *er which they arc able '^a ater 
bn\a\' parti of it as they wish. 

In gajTiE terms, Gnosis la nn flrrwunt between 0 and 50 [altheu^jh. 
theoret-icislij!', iT I* ptJiMb-t to go h ghcr thar that}, Dependhf^ on the r^urniar 
poia«acd ar individual, they ^ain various special Ablittlcs ^nd Advantage*. 
Niitunill^. each level mcludes tlie Advantiige^ offenwi by thf preVrOui OftH. par 
^ BJ*amplt. R being with GnoUt 35 wih have all the pcV^ers of sofiiccyio 
W'th il 25 or 30 Gracilis feiiilep" 'or the Creadon Boius). We have fot 
thown here all the innate powers that an entty ffln ha^e; ths GM ran 
invent his av^n It he deems It appi^pnutB. 

Gjwsls ill player duwactcrs 

Hcroci, choscii pnct, ccindem.ned - aW playe-r Ehfvr^icters hi-'-- 
rqm mon thar.ucferlstit. Thrlr Arc nc wr neH-mal. Over the cuui ■ 
!>f game SFStior.j, Lheir path will be coiitin jously niicd whh problHns. 
unusual circumstances, iind Qcher jjeopie who. Wkg chem«ivei, m 
f.ir fpsm nofmaL As if thii mi ml cr^aujih, iheir actons wtli hmjv 
j^reater reperCiJsslon In ficievant clients, a>id very aftenf oni^ th«y will 
be able to iotwe what Is wrongr 

l-et'f be reail^iit, Whc*i ii pipycr is -n a town, there cjtist many 
poaslbll llei ihdl tic will enC up crossinsj some jntoresEcn probienut 
or that, upon visiting voiiysno thnt h-v been in^cuve for ytart, It 
ui^e^pectt^dly bc^lni to erupt. Othesrwise, the sessions wchald be 
iKirng, tinct nb or.e want* to play a bbcksmith who simply spends 
his entire life working the metal in his shop, Because of th'i prindp''?. 
t>B pikers n-rc- a fac.si point for v^4r£<j ewna and urusu^i Indlvidu- 
iimong wl^ich li is temmon to fi id their own tomnankins. 

To rcpnacn^ these sen-es at cai ncdencei, wtiqc is recommended 
Is to nttrib-ute .^ certain amount of Gnoili to theise tiriaracters, thus 
■jhowin^ Ih.it thty art sp*tijl. As GM. it is Jp to you (and only to ynu] 
to decide haw -many points you ari^ going tp hi^nd oui? TO e.iqh nnr 
of them.. Normally, a IjM gives each th»iraeter an mlilal GnMi* Su 
of 10, Afiythirsg less would mikc dtem common IndivKtuaK whi 
h'jjier total v«>ijld Eurr, out to be eHjesavc - s|rvc* they VTOulc •' 
being trui].' human (or Nephllim). 



Gnom 0 mi 5 



Gnosis D li the equivQlerit to wh.i? natural bttlnj^,-. Ii.iv*-. -.ince 
their ei**nce lii not txf,\\y linked to mflglt {in the case of humans ana 
tn& grtit majority of aninals). On the o?;her hand, many 'dcjss of a 
mysdcal nature - like ctves, the Due'iarist, or die Dnim.=lh - uiUflHy 
have a Cinaals Score of 5^ Tll«e flru ph/aicfti hnng? with souls ttijt 
are hewHy -n'luenced by the supematur^ji. To have ihi\ level af GnuKs 
Axt not provikje any ty-pe at speda-^ advantage. 



Gmm ID iiHii 10 



These are ttle amounts tilat nore mysticql Pflces - Hlte minor ipirib und 
many Be-ngs between Wt'irlds (i£ir*ibiisi, ele^^cntals, and other animated 
creatures) - posaess. It Is recommendMt that characters recei-ve between 
these amounts (p*efe^Bbly ID}, given thjit they are ungulnr beings v^hi3*e 
4cUans stanes out amon^; Their own. Thefittt that a natural being rcarJics 
these levelb tsf Gnoiis implioj that &.tf^ are rtiuch mo** nsiewmt to reality. 

The^c Icweh ot Gnosis qIsd da not grant spepnJ ablFidei, C>£cept for thOHK 
dcserfbecr In Jir^ interpreuve levfji, 





cnosH 25 

Ofi\y the mofl, povvcrful a( ipklts and &elnjiy Between Worlds - like 
s£ime c'cmcntrtis of canslij'flt'iiblc fotxc, great specten, or nther alm^lbr 
cnsiitures - hokl a Gno-sii of iMb \cval, They are entltlei whOM essence Miindi 
out Iri",* "iK'lj' because of I ts iupernitturaJ pawef, 



An iffiL'ly w,th Gnosis 40 Is esi^nOifil^ a j^neiT Ftav^f that has r^o ties tP 
the earchlj' qr ipi^-ituaJ word, Hft c^icrals th«? imall tfw.nta of edsicnce .v *ip 
vvlihci, meldifig the n^iiure of t*iln-g5 ijnd unfolning mintw Events, In nni,.ny- 
wify5. thti score rEpjr«*nt be ngs tj"nt almost tguch divinity. 



Monster Perwara: f morr [his fjoint en. i\ being con J&e Kis DP to Frt^l^^ 
dnvelnp .my Pawrtir deserlbcd m Chsipter 2 A. if he goes up m level, ihe can 
brttPf Ihe QPES he hai or can acqjlnc new Dn«. ^cp \f they arc dlffei^E 
to his spccleg or olhniclry. 

Gmm 30 

TWi scDm represencs the rrswt remamJoible rnjmQcalsielrii^ In the 
vflarld. They a su^enqr essence and, evtr Enough they anc still 
linked TO dhc Saul FluK, they HluEnte It m that it-ei)^ ean ^ecI Its 
flu«;tUiitiopi mc Lenunui^y flfTKc. iome of Its elements. Powerful 
angjcls .TTud demons, anclifit dragons, or unlqun belngl She 
inme eMsm^K o( cnefitur^ thttt poam this Onoiiix 

fjicendeti Ptreeptfoni The being pprcdves t^Ms wdHd 
In ii ►Ji^lillf c-ttert-nt v^. Slecause eC his cle^nea to the 
iplrt^Lli p'ane. hf Is able to feel die alteratrana to malliy 
In ^ii surrauhdlHgi and the aura of peopie. This vw^. 
hm can e*Bly JppralSE the situtc uf mnd people tnxs can 
dlicen -t iupcmJiCLjral tihllicles hnvD b«en released 
(and Id iwhai e^writ) Ir particular plticcs. 

Elemental Central: W the crc^tune \\ on 
^Icnr.t-ni. iL hecan parilally affect the mtdiUrr th,i1 
he Ii tonncctBd to. Automatically, he Inrtuenctt 
H, number of flemcniyi li" lensltnis equal tii a 
third of Hi Gnosis. He also camm-ltlds a slight 
Ip.riucncc ewer anf tcing of hii same Blemenl 
Vrtth n Gnosis lower than his. It he ii not 
aj". tJemorttal, He tan dominai* ariy tji-pe 
a'f htcniity, but thij la neCueed to a sixiti 
mther th,i,-i a third of h|» Gnosla score. 

Crcatlan Bflnui: Thi3 grur-ti a/i 
*ildH?Orai CresitHjn flaint, or 50 txtm DP. 
to fibtain luperri^rQi cremtuTfi povven. and 
i^sentlfll Abllltlcl. 

Gmsis 35 

FrofTi this DDint an. trualures do not fird 
thDirnelves completely lUbm.lted lo the Sour FIuj* 
linden; able to Ignore many of its rules. Their ipirtual 
ptniffr ia (HtraonJlnary. w much so i+iiit ',+iey mak& 
|mj)ll ijlteraUons n reality by m-cre fbrcis of their will . It 
amount cif Gnoss tll3t the lower Ftwe<a wjIo 
hajfli. M well ^s those tiengi conslttered deimiuDds. 

InfluencB neallt^^ httse\a>f\t'n^ his pow«r, the 

entity T-,(x)|f'(;!> smjul jspeta of the surf^ouridlng reality, 
aJterlng fli will any Ipanimiile object with a Presante Ifflss 
?haP vhelr Gncaii (If he had a Gholli score of 35, for 
raampie. he ceiilld influence thlnjjs that hixd a Presence 
of 3D or !«* ). Ho can only in^luerte one object per turn, but 
nntj* whan it is not \i\ contacL with ti llvlnjf being. This abil ty has (t 
imit of one use per duty for eath point o^ GrHwls pHteaBssed, 

Immot-tJiJ: The entity hm surpassed death m many inspects, and 
he ejn only be exfermlrmtcd uncer tertain speciql c'r^umstanpes. 
Evft^ K he recelvei damage that would redxc his LP tawtr than Stiia StMe 
Between Life a^id Dead'., he '^ili simply remain uneenscioua untji he retDvera 
■from Hi wounds. Only beings vvl^Eise Gnosis l^i not rr^>rc thfln 25 pD>nt5 le-is 
than his will be able to defln.tiwjly 'cill i'lm. Therefert, m kfil a creature v/lth 
Gncisis 35 requ'res soniiKifie vwith a scon? of 10 or nv>ot^ d^e £arr<e wi'^ □ being 
with 4CI wauki only die at the hiine* an Indlvltfual that posseticd 15 poinu. 

PreiencR; The:r mere pnjscnoe mDdifl« their surfloundlrgs. n"iiklrij5 it 
flkin to the-ir nature. For ejta^iplei a dnrk elemental with Gnosis Of Jt^ater 
Vto^ld IrtfJucnce the cnvinenmept rurrilnji it sark .ind somber, 

Creiatlon Banua: T>iis grjnu 3 additional Creation Ftolnta, or 1^0 CKtra 
PF: ic ■;ii|,ji'maturat cre-l^ure ptwviers -md essential alJllillci. 




Ausplc*: He la ,ible to influence his surrdundingE ard cc^urse of 
evenu so that It bocomes fHvorAiale to him. Therefore, he gain in j 
at'lomatlc ^unceis on any Stcondary Ability Chock iliat does not ! 
require ktitiw.cd^ or th.ir is directly ©Opoiod by another IrdiVidLli, 
Auipice doci not diew him to aulnmatTalljj- pas> InhumpinHcvci 
Dittlcult)' or higher. In ttiti case of Qppased Checltt, he gains 
a -10 tjonuj [inciu^lhg Cambg.t Abllit'etJ hr evory: 5 pointi of | 
Gnosis aho« Hli aa-(«fm''y'ji, | 
Avutiirt The cnbty Ci3n raise many avatars^ presetting ii 
p?.r". of his cqniClousnEss at a distarHze. He createji one for ' 
every- TO polntL of GnoMi he p*«sesiei, hut he Ii unablES 
to gfrierratc ?wp of t^iem in the iar*iB placQ. An iwatar 
bec^veei 5 md lO level? below that of rht origin a being, 
ane it posscises 15 fewer Gnosis pointi. Ili appeirancc and 
shA^a Is varlab>lBp but its powers and ■^biilt'e^ ruusl at 
east jippear to be sifTillar In &II of h'l ir'tarTtations- If 
the »ouJ of p.n S'tnL^r s. jn-mehow dejtrc^. or it 
n assassjn-ited by a being wiih a Gnosis equal to 
or higt'rr Ihnn its ov/n, the entity loses the ahillcy 
tii rii.jniies-t that nVF>i.nr forever, 

Creadon Bofibti: Th% grahts 6 ^dlo&nai 
Crr',^^^! FtMrts. or ^00 cactna DP. with which 
iLi yoin iiupm''4tlJ»^l creJilurB powers nid 
i2£$erUal abilities. 

Gmsts 45 

In a mere p*tJnaunccd way lihan the pnevitiui 
level, thil stor* 1^ v/naL those er-tltlos jsually 
cilled "^da" pcMdis. These Delngi carr plcteiy 
ijjnonn influenee from !+ie Soul FM or tht 
spirlcjfti woridj and thuy tan contrcii n pjrl of il 
as they wish. Siome of them, aitnough not art 
iso .ible to grant Elan .n i limited way {but \i\ generiLl, 
\i Only minor gitris). j 

Vl^h Between VifiQrldl^ iQeinji beyond Che 
inllLCjiCi; of thu 5ou. Flux.K ihe entity is able to rtwc 
ffwiy between vhc iflirituil wrldj the- rin."i?erlnl gr*, 
and The W^isw. Even 1^ he d*es, hff can .n.^nikst 
himsef i'l^an with a 'I his p^Tum after a certal.n tmc 
(deoenjinp, oil ihe nature <3f hia death, Ic can take him 
simply ,| Tew days to eni re centuriei) - eEepl If hli 
5DM' Is acstnsyecl or if he dio at rhc hands of somtorve 
witn a G'lD^I'. r'ljLiiil or grnciter thai his, 

Cresieiqn BtinuiE T|ils granti ID atkiltldnal ' 
Create n ftints. or $0/0 extra DP, wlt*i wh ci' te obtain 
r,i4|JTrn-itural cre.ilijiT pov/P^'s n^d cssentn .noilUca. 



ll^hX I5 4f? entity with 
fdnormou* spirltttal power 



GULm 50 

The up-ritual pciwtrr of creatu-^ With GnwlS 50 ii 
qr.ly cquaied lay to thAt oftTie gn!,"i".*r gods. We' ?,rc c?callng 
With cntitie-l. who are alrnosl (amnipoten'n wnose siijjhleiil 
thoujhtv or dcsrfEs ton trealc greai chan|jn in thif real.ty 
tiiBt lurrounds them. Although t WQukI possible to 
descflbe alt the ibHItics and powers that this score ^nt\ \i ii preferatlp to 
len'/c It up w t+iB GM's IrjtBrpretjtJQn, in gcncmi, (hpy can da .n/lhing Iha'. 
they prcpoae to do, without regjrc w their ansajonlstSv Beings liVilh rhis scorK- 
can ^nt Eiftfj 10 their fdiiavvun. 

Creation BionuiJ This grants 15 additJoniii C^ation Point}., or 750 extna 
DP. wl:h wh.th ro gain uperniiturai creatur? powers arrd eiscfitiai aBllttis*^ 



ComnQn Charac+ers 




nrc yiecAcA }yt tA^ H^^tyA 



CHARACTER EXAMPLES 

When the time cpmes to Ciirrj' out yuur jpb a« Cj.ime Masiei', it vvlll 
b< nctesiar}' for /pu i£5 cr"cate hundreds of nor«-pla)i'cr chara^ten (NfCs) 
thnt Intervene In your game ane ^ay oi- another. In ihli chapicn wc 
present a reference guide with ni^njf qrchetypc^ th.Tt J'OU will HiO doubl 
rind ver^ uscFul. The follovvln| Chirac tcri chat nrc sh-cv^'n arc only generic 
proJotj'peE, Find fou cm change then at ^■ou ^biin dependini; on what 
yog think la ^ppraprlatee All at them arc equipped wItK the weapons and 
arnidt that thc^ would narn-nallic use^ although nothing l^ stepping )«ju 
fram intin3ducln| pcrtlnorit modifiers. The fol^iawing rttords have been 
put together wirtigut taking mto flcCQunt tholr Crefltiom Pointi, txtcpt For 
those archetypes with mystkal' oflglHis. Therefore, yoi* are free to j^rar-t 
nn^ pf them simpljf «|nore thcrn. 

Cmmon 

Thii caccjiar/ encompajiies ^ great mnjoficy of normql ctiarijcters, 
from ilrnpte farmers to high-rflnking nebles. Thc^ are commDr^ people 
who dQ noi hawe the nted to csrry out grcnt; feat*. 

RAkMKI^. — 

Cntcjory Fn;clrin>;!c; Level 0 
IrkiatfvB *D: LP 7C,; AT NA; Attiick 20. 
Dod^e 10; Weapon i NA; Djimage 10 

AG!-, i DEX; 5 ^OH; 5 UK: 5 PER: 5 INT S 
WP^I POW; 5 

Ahi Ikies; Athietlctim 3Di Jump lOi Climb 20, 
Notice 2D. Search ^0, Animals 30, Herbal Lone 30, 
Swin^ 20, Ride 1Q. 

Heiiitancej PhR. 20. DR 20. VR 20, MR 20. PiR 20 

Hunter 

Category Fl.ing?r; Level ^ 

Initiative bO/xi; LP IdD. AT NA: Attsick 40, D^dfe 30; 
Witapani Lon^ Bo^: Daniitf « 30 
ACI; fi DEX; fi CQN: 5 STR; ^ PER; £ INT 5 WP:^ 
F'OW; 5 

Abllltleti NctlCB 30, Search 30, Tr^jck 35, Animals 35. 
Herbal Lore IS, Athlistlwrn 15, Jump f5. Climb 20. Ritfc 
30, StMlth 3f5, Hide Trap lore 3D. Swim 10, 
itt!feis»ntej PhR 20. DR 20. VR 20, Mft 20, Psft 20. 

Category Freelante^ Lav«l 0 
Initiiitlve 40; LP 70^ AT NA; Attack 10; Dod^e 
WeApons NA; Dam age ID 

AGI: S DEX: 5 CON: 5 ^TR: 5 PER: £ INT: 6 WPl5 
now; 6 

Abtlltks! Dance 20, l^lde 20, 'Stealth 5. Notice 
20. Search 20, Hide 5, Art IS, Music 10, AnlmflJi 5. 
History 10, M-e!fnorij:e 10. Persuasion 30. Appraisal 20, 
Conriposure 5, Intlmidii^e 5, ^ityle 20, Leadership 20. 
Reitstincei PhR 20. DR 20, VR 20, MR 25, 1HR 20, 



Bl-ACKS,MITH 
Category FreL-lnnte; Lev«l 0 
Initiative! 45/5; LP 3Si AT l.i-.i^:hi'f ; Attack ii;. 
Block 20: Weapons HArnmen Damage 1-1 b 
AGl: 5 DEX: 6 CON; STR: 6 PER: 5 INT: 5 m.'s 
POW; S 

Abi Helens: Notice 20; Searcl 10; Art 20: Forging fii- 
Appraisal 30; Feati of^LfenjjLh 30: Ride 10; ALhlclic iii 

I 

nesi stance: PhR 25, DR 25, VR 25. Mil 20. Psa2f3-. 

MlNSTKa 

Catej^ary F^cdan^er; Level ' 

lnltlBtlv« 55; LP 30; AT NA; Attack 10: Dmige 20: VVeapor>i 
Dilgger: Oiimaae i90 

ACil: fi DEX: fi CON: 5 STR: S PER^ 5 I NT: 6 WP:5 POW; « 
AbJIItJeai Acrobiltici 40^ Dance 30, NtfUce 30. Search 30. Dlsgvlse 10. 
Art 30. Muvic 50. Sleight of hand 40. History 30. Persuasion 30, Sty:« 
35. Theft 30, 

Rsilitinca] PhR 30. DR 30. VR 3£i. MR 35. PeR 30. 

Monk 

Category Fi-peLinct; Level i 

InltlBtlve -lii; LP aO: AT NA; AttKck 10; Dodge 10; WeApens 
Handi: DarrtogE 10 

AGI; 5 DEX; 5 COM: 5 STR; 5 PERi 5 INT: « WP:4 POW^ « 
Abllltleii: Netitc 30, Search 40, Muiic 35, Sdcnct 30, Hnmii Lore -i J. 
Ulster ry 40, liedlclne 40, Memorize 50. Persuas.on 40. 
Resistance; PhR 30. OR 30, VR JO, Mil 35, PsR 35. 

Cmtegory R^m^er; Level 2 
Initiative 60/55: LP 115; AT LL-nilKT; Attuk 5:i: 
Dodge 30: Weapons Short Sworr]; Damage 45 
Afil; 6 DEX: 7 CON: 7 iTRl PER: fi INT: 5 WP: 5 PCW: !, 
AbllltiaiE Ride 30, Jump 2D, Stciiih 40. Climti 3C. Ntnite ii;. 
Search SO, Hide 40, Triick 50. Trap Lcre 40, Anirnali ^v. 
I lerbnJ Lone #0, SvVim 23, Poisons iO, 
Spec I lit Hunt Module 
Reilftance: PhR 40, DR 40. VR *D. MR 35, PsR 35 

Fa,mol's Baud 

Category FrfttiJEince: Level 3 

nklative <i5/fiS: LP lOO; AT NA: Attack 2D; Dodge 
50; Weaponi SlIkLLo- D a,magfi 25 
AGI; 7 DEK; 7 CON: 5 5 PER; 5 IMT: 6 WF:5 POW; ' 
Abilities: Acrobatici 40. Dijfice 4C, Notice 40, Senreh 
DiSitLUisc 3D. Art 30, Muait SO. Sleight of hand SO. Hlstoi ^■ 
*0. Pcrsu.iskin 40. Style 55, Thtft 30. 

Resistance: PhR 40, DR O, VR 40, MR 45, t\R 40 





Category Freelance: Lbvel 3 
Initiative 55, LP 70; AT NA; Attack 1 0: Dodge H 
Weap^anf NA; DamnEe 10 

AGI; i DeK: 5 CON: 5 STR; 5 PER: fi INT 9 WP:: 
POW: fi 

Abilltlet! Ndtke 30. Seiirch 50. Art 
Musi 1 4 5. An im &b 40. Stien cc 1 0 0, Herb. 
Lore 40, History lOO, MsdKmc iSi: 
Memorize fiO, Docult 50, PersuflUCi 
"■lO. AppralSrii 50 

RettitanceE PhR 40. DR +0. VR -ii 

MR 40. PsR 40, 



Prince ofTheves 

Catena r-y Thlef;^ Laval S 

Initiative 145/140^ LF t15; AT NA; Attack 1SD; D^td^lt 
200; WeaportS Sliart Sword: Damage 40 
AGI; 10 DEX; B COW: b STFl: S f'EI^: 11 tNT' 6 WP:6 
POW; 6 

AbEllttea; Airrotatlcs 70. Athktldsm 50, 'SwIm Klde 
50, Stealtli 150. Climb 6D, Natite 130, Search 130, 
D.sBulst? SO, Hide Lozk Picklnfi 120. Theft 200 
fri^p Ijorc ao, Sleight qI hiind 120, Appr^issl BO, 
RfitlatancD: PKR 70. DR 70. VR 70, MR 70. PsR 
70, 

Hi?re arc g^itl^ered various jrcHet/pei ^elated \o 
milit^iry cnvirpnrnents. Thcj' are Flghtcrv nnd 5olcfiri 
frDm ^'3x10115 place*, ns wcl^ iis sone of the r' moi. 
cDmrnon leaden. 

MjL!TIA/ToVS'N GUAR.l> 
Citegory Fr(?(f|.incei Level 1 
iMtlative 45/2!i; LP 75; AT Lcathor; Attack 40; 
Slock 40; Wftapani Long Sword- O&magB 50 
Ai^i: 5 OtX; 5 CON; 5 SJH'. S PER; 5 INT: 5 Wr;5 
f'OW: 5 

AbilitieiJ Athleticism 20, Jump 2Q. Qrrnb 20. FeqL$ of 
Strengcti 10. Notice 30, Seanch 20, Animali 30, Hercal 
Lo-rc iS, Swim JO, Compasttre TO. 
R«ihtancci: Ptifl 30. DR 50. VR 3D, MR 30. PsR 30. 

GVAKD 
Cate{r<iry Warrior; Level 1 

Initiative 'iQ,- 30; LP lOQj AT Hardtned Leather; Attack 70; Bio-clc 

fO: Weapont Long Sswrd: DaTnivse 55 

.A<]l: 5 DEX: 6 CON: £ STR: 6 P£R; 5 INr: J WP^ PQW: S 

Abllltlei: Notite 30. Search 20, Feats of Strctijch 30, Compcsurp 20. 

innnidn tf lu. Wlwstjind Pnln 20. 

Specials Wcafian Module fnarmnilj' SaStllcrJ 

R«!lttancfr£ PhR 35. DR 35, VR 3S. MR 30. PsR 30. 

R.egl;lar SainiER 

Category W.^rpor; Lev«l 2 

Inittativc ^iS/3i; LP 12S: AT Studded Leatlier; Attack 90j Block 30: 

WeapOnt LcjtijuL Wor-d; Dafnajje 50 

AGI, DEX; 7 CON;: 7 5TR: 7 PER; 5 INT;. 5 WP:5 t'OWi 5 

Ablllttet: Noture 30, Search ^0, Feats of Strenjjth 40. Compasure 25. 

lnlirnid:ito 13. Witfiitnnd Pain 25, 

SpDClal: Weapon Module (nonjiiill;^ Sqidler) 

R«9litince: PhR 40. OR 40. VR 40. MR PsR 35.. 

PoiKT Man 

CategEiry i^anjJF'r; Level 1 

Initiative ^0/2C: LP 105; AT NA; Attack J^O.. Di^dge SO; WsBfloni 
Shore Bow; Damage 40 

AGk 7 DEX: 7 CON: 6 SIR; ii PER: 7 INT; 5 WP;5 POW; 5 
Abilities: Ride 30. ^wim 30, Stealth 40. Climb 30, Nptice 75. Search 
75, Hide 40, Track 70, Animal* 40, Herbal Loi-g 20, >gp Lons 40, 
Sp^cliil; Wp-ificins Moduk (n(jrn"iall;^Hur>t) . 
Resistance: PhR ^0. DR 4D. Vft 40, MR J5, PsR 35. 

Knight 

CatEjJDry Wcaponsrniititi^r; Lev^l 2 

Initiative 55/3 1^^= AT P!irtial Plate; Attack 90; Block 90; 

VVeApoHB Long Sword/Cavalry Lanct; Damaf* 55/85 
AGI: b Pt->(: 8 CDN; 7 5TB: 7 Pm-. 5 INT: 5 Whfi POW: 5 
AbHItles: me 40. Notice 30, Search 10. Feat^ of StrchBth 30, 
Compoiiurt" 25. Inbmldate 25. Witinttand Pain 25. 
Spetiai: KnIghT Module 

Retlstance: PhR 4P. DR 40. VR 40. MR 35, P*R 40. 




PROFESSIO.NAL SOLPIEk 
C^te^ory W/iirrior; Level 3 
nitiative i5S/45i LP 140; AT Ci^ainmaii; 
Attack 1 '0; Block 110; Weapon* Long ^^rd; 
Damage 55 

AGI; Ij DEX: B CON: 7 STH: 7 PER; 6 INT: 5 WP;fi POW: 5 
Abilities: NotJcc 50. Search 30. H^ti of Scn?f^h 45, 
Composure 30. IntimidatE 30. Withstand Pain iO. 
Spetrfiil: Wi?npon Moaule (normaiiy Soidrcr) 
Reitstance; Phft 4S. Dft VR ^5, 
MR 40, PsR 45. 

SAM'l/R.AI 

Category Aci-i5tja.iJc Wafriar, Level ?i 
nItlBtivB AG; Ul* IJ-i: At NA. 
Attack 110; Dodge 11D: 
Weapon t Kstiinn; Damage 6>D 
.. ■••■Gi; 6 DEX; 7 CON; 7 5TR: 7 
■ *'l R; 6INT; 5 WP;7PQW;5 
Abirttles: Notice 35, k^^rdi 
25. Fcits of Str-engtr, ID, 
irU>::-'^uri' 30. Intinld.itc 30. 
Wi:hsi.^,nd H.nin 10, Stea th J\ 
Hide 20, Ride 20, AtnietJciiri 
40, Atrobatks 45, Sleight of hard 
4D. KlTip 4CJ, 5T?le 40, 
■- - Special: A martial art (Shgtokan-). 

Rcsiitanw: PhR 45, DR 45, VR 45, MR 4D, 
PsR 4.')> 



El 1TF-: SOIPIFK 

Categoi^ Warrior; Level 4 
Initiative 60/55; LP 170; AT lircastpiatc; Attack 125; Block 11S;> 
W«apont Ldrig 5word; Dama^ i^O 
AC): 6 DEX: B CON: B rTR: 9 PER; 6 INT: fi WP;« POW; 5 
AblliltIeK Notice 50, Seaixh SO. Feats of Strength 60, Ccxripcsiwre 30." 
Intimidate 3D. Wi:hsiiifid Pam 30, 
Spectah Weapon Module (hormally SoldlEr) 
Resistance: PhR 55. DR SS, VR SB. MR 4S, PiR 50, 

Elite Knight 

category Weapon imiiater; Level 4 

Initiative 6.V45/15: LP 170: AT Full Pl.ite; Attack 125; Block 
Weapons Lonjj, Sword/Cflvalrj^ Lance; Damagie 60/90 
AGI: L DEX: 3 CON: Q STRj 8 PER; fi INT: 6 WPifi TOW; 5 
Abllltlei: Ride 50, NoTlct 40. Starth 20. Feati df Strength 411i-; 
Composurfj 3D, tnnmidate 30, Withstand Pain 30. 
SpeEztal; Knight Module 

RetlitancA: P^iR 55, DR S5, VR S5, MR ^S. PsR 50. 

Praetorian 

Category W.h trior; Lcval 5 

Initiative 60/65: LP tfiO. AT H.;ilf plate: Attack 145; Block 14Si 

Weapons Lonf, Sword; Damage ^0 

AGI: f, r>EXi ID CON; Q STR; S PER: £ INT: WR;B POW: 5 

Ahllitiesj Nodcp 70. ^P.src,h 50, Feats of Strength 70, Compoiure 60, 

ini. midatc 40. With&L.nnd Pain 40, 

Sijus-clal; Wcn^an Module (normally SoirflerJ 

Resistance: PhR SO, DR (SO, VR 60. MR 50, PiR 55, 

Captain/Li elttenant 

Category W;irflcr; Level 3 

initiative 5D/-ib; LP MG; AT Bfe,Tirtpiatc; Attack 110; Block nOt 

WeBponi Lor^g Sword- Dan^afe 55 

AGI; DEX; B CON; 7 STR: 7 PER: * INT; 7 WP:S POW: 6 

Abllitjesi Ride 30, NfJtice 50, Se^fch 30, Fcati of Strength IK 

Con-posure 30, htlrnidatc 30, Withstand P,Tln. 30. Lcfldership 50. 

Special: We.ip'wn MoEtuie {normally Soldier) 

ftesisuncei PhR 45. DR 45. VR 45, MR 45. PsR 50. 




Commander, 

Cattgary Warn or; Level 5 
ln4t:iAclv« 65/£0^ LP MC\ AT B re astpljitcL Attack 130; Block OD; 
Weap^nt Long Swor"d: Damage ii5 
AGh 6 DEX: B CON: 7 StR; 7 PEK: 7 ^NT; 8 WP:8 POW: S 
Abllltlati Ride 40, islatlce AQ. Seiircli 40, Feati of Stntngth 35, 
domnci^ufi? 40, Intimidate 40, WlL*isLand Piln 10, Leacterslilp 100. 
Special: VVcipop Module (normal I Soldier) 
ReilttiincM] PhR 55, PR 55. VR 55. MR eO, Fsfl 60. 

Here Is Jin tiisoftmcnl d( pnotot/pEi for waHocki, ipelJcaiter*,' 
lumnnoJier^, and other charactBri ratated with the suparnaturiiii 

APPkliKTICE 

Clta^ry Wizard; Level I 

inlctiitlve 50: LP 75; AT NA: Mngic Projectinn 60 

AGI: ^ DEX: « CON; S 5TR: 5 PER; (S INT: 8 WPifi ROW: S 

Abilitiei: Notlctr 20, Search 1Q, Science 20, HlSLory 15, MGdiclne 20, 

Hcrrorrtc ICI, Occult 50, MjgJc Appr.iisal SQ. 

MA: 40 Zeont 560 Level dh P^th: 20 

Reiiitance; PhR 30. DR 30, VR 30, MR 50. PsR 35. 

ExfCF^r jMage 

C^tegor/ Wi2'ird: Level 3 

Itiltlatlve fi5: LP H?i' AT NA; Magk Projeabn 1O0 

AGI; 5 DEX; CON; 5 STRl 5 P£R; fi INT: TO WP^7 POWi 10 

Abilities; Not\zt 25, Search 20, Science 35, History 45. Medicine 35, 

Mcmonz-c; 50, Occult M-'igic AppT,iljal 80. 

MA: 50 Zeon: Level an P^thi 40 

RsiliCMCi*: PhR 40, DR 40, VR *0. MR *5. PaR 45. 

Mastfr. Wimp-p 

Citegory Wlz.7rd: Level 5 

InltiAtlvh 70^ LP 55; AT NA; Miiglc Projection 130 

k^A: DEX; 6 CON; 5 SIR; 5 PER: 7 INT; It WP:0 POV^: 12 

Abilities: NdlIcc ^lO, Spa-xh 30, Stitntc 45, HIstarjf SO. M^dEclr^s 45. 

Mtmariit 60, OcculU lOO, M^l^lc AppiMh.ll 110. 

MAt 75 'Loom 1,liSD Level an Path: 60 

llBiliCiince-, PhR 50, DR 50. VR 50, MR SO, PsR fiO, 

Al^CI IMAGE 

Citegery W z,^''£l; Leval B 

Initiative 85: LP HO; AT NA: Magic Projection 175 

AGI; 5 DEX; * CON: 5 STR; ^ PER: * INT; 12 WP:B POW; 13 

AbillClei: Nobcc 90, Search 40. Science 10, History 70, Medicine 50, 

Mcnui'-I^e 70, Occiilt 130, Ma|[lc Appraisal ISO, 

MAt 90 Zeon; 1,*00 Level on PatK: 80 

Reiiitance: PhK PR 65, VR 65, MR 100, PsR 75, 

5UM,.MONER 

Categi^ry Summoneri Level 2 

Initiative 55: LP SO; AT NA: MESglt Pro|ectl<3n 10 

jftGI; 6 DEX; 5 COW: 5 STR; 5 PERl h INT; 7 WP;* POW; 10 

AbilttSeti: NoTke 10, Seanch 10, Ammals 10, Science 15. History 15, 

Ned it no 20. Mcmqrlzc 2S. Otcult 60, Magit Appraisal 50. 

MA: 30 Zeen: 6B5 Level an Path: 10 

Summon: Control!; 90 Bind: B5 BanJsh: aO 

ReststancBx PhR 3S, Da 35, VR 35, MR 60. PsR 55, 

Aninuih 

Theie are natu**ft( artNaJi ihst can cDm^nanlj' fTppear In gaines. 
M,A5TIFF 

Catenary Freelance: Level 0 

Initiative 55: LP 95- AT NA: Attack 50: Dodge 50; Weapons 

Nn^urnl: Damage -^5 

AGI: S peX; 6 COPi; 7 STR; 7 PER; 9 INT; 3 WP:5 POW: S 
Abilities; StcaJth 40. MqCIcc 50. Search 30, Hide 30. Track SO, tLimp 
SD, tntlm^dute 20. G^mb 20. 5^JrF<. 20- 



Speclal; NdLural M^copons; Far|5 and chyvs (Thrust). Acute ie/iieiimell. 
ResiftRnce: PhR 25, DR 25. VR 25, MR 20, PsR 20, 

WOL.f- 

Categorjff PrcBlancc: Level 1 

InfCiattve 6D: LP 105; AT NA: Attack fiD; Dodge 50: Weapon » 
Natjrn.l; Damage -50 

AGS: e OEX: 6 CON: 7 &rft: H PER: ID INT; 3 WP;S POW: 5 
Ablilclei: Steaah 50. Notice 70, Seiirch 35. Hide 50, Trsick 50, Junnp 20, 
IntlmiEtatc 20, Chmtj 20, Swin^ 20. 

Speelalt Np,turiil wGiipDns: Fanjjs and dtsws {TflruM). Atutc ionsc: 
Reii stance; PhR 35, DR 35, VR 35. MR 30, PjR 10, 

Co.M,viO,N Horse 

Categary FrEolancc; Level 0 

Initiative 40; LP 300: AT 3: Attack Weiponi Natural; 
Detmnge 55 

AGI; 10 PEX; 3 CON; B STR; 10 PER: 4 INTi 2 WP:2 POW; 5 
AbllitleiL Athiptkism 100, Jurr^p 2C, Notltn 25, Swim 20, Feflts o' 
SLrcn^Lh 40. 

Special: Damage Resistance, Niitur-il wBuppn^: kick (Impact). 
Resistance: PhR 30, DR 30. VR 30, MR 20, PsR 5, 

Cat«gory FrceLincc: Level 2 

Initiative fiQ; LP 760: AT Attack 70; Weaponi Natural: 
Damage fiO 

AGI; DEX; S CQNl 12 STR: 11 PER: 5 ihTT; 3 WP;4 POW: 5 
Abllltleij Athletldim 60, Jump ID. Npsice 30, Swim 20. Track 40, 
Climb 10, Fe.its of Stren|rth 120. 

Speciat: Damage Re5llt,Tnce. Supei'humtn phifslCal characterlstlcft, 
NiiLurn v/cipcns Maw and claws {Cut) fMntcii, 
neilitanca: PhR 55, 0R 55, VR 55, MR 3£, PsR 3D. 

Elephant 

Cate|ory Fr«lance: Level 3 

Initiative 25^ LP 1.60D: AT Attack 60; Weapons Nqturiil; 
Damage SO 

AGI; S DEX; 5 CON; 13 STl: 13 PER: 4 INT; 3 WPt4 PDW; 5 
Abilities: Ath^etkum 60, Notice 50, Feats of Strength 140, Swim 20. 

Ti>ir_k 15. 

Spec talc Dmmage Resiiitante, Superhumeiiri ph^si^cal charMtertillci, 
Natural v/fi;ipcins; thnrge (ImpactJ limhed. 
Resistance: Phft fi5, DR 65, VR 65, MR 40, PiR 35. 

Gor^jLLA 

Category Fruuhnce; Level ^ 

InlClACtve 60: LP 165: AT I; Attack /U; Dodge 70, Wcdpans 
NflUrnil; Damage 40 

AG J: 7 DEK: ? CON: 10 STR; 11 PER; 5 INT; < WP;4 POW; 5 
AblllClet: Athleticism 60. Jump 50, Notke 20, Swim 20. Aci-obatlcs 8:0. 
Cllnb 100, FcmorS:renji;ih 60. 

Special: Damage ReslscPifice. Superhuman physical characteristic 
NilUrpJ w^Fjpons; Maw and cUws (Impact) I'/niitiftf. 
Hei I stance: PhR 50, DR 50. Vft SO, MR 3S, PsR 3D- 

Imper,;al Eagle 

Category Free'nnice: Level 1 

InllClatrve 50; LP 75: AT 4: Accuk 60; Dodge 40; Weapons 
NaUJrul^ Damage 40 

AGi: t PEX; 4 CON: 5 STR; 7 PER; 11 tNTi 3 Wp;S POW: B 

Abilities; NoKkt; 17.0. Sefl''ch BO, Fenti of Stnenjrr.h BO. 

Special: SupGrhum-ftP phy.skai ch^iractej-ktlcs, Natural flight 12. Aruii 

itftise: sl|ht, NatLral wcipans: Cirsw* (Thrust) f^mitecf. 

Reslitnnce; PhR 30, DR 30. VR 30. MR 3D. PsR 30, 



CREAtiOn OF BEinGS 




BaLh imlmnis and S'jpErnaLural cru-nurcb jhtl- gcwernGd by njles ^ligliDty 
dlffcrEht to what r>Drtnnl chumctera 'JSc. In nddltlon Ed the gcnErIc NPC 
-met rhe monicer compefidluin in the follawln^ chripter, In this wcniiwi ya^i 
vvHI find all the 'Fteps needed to veate your owrt credturcs is can use 
them In irtxur giim«. 

STEPS TO TAK,E 

Developing ij creatufe is simi'in-r to cmeatlpg a character^ afthotjgh some 
mprtlflcatlprii IrtiTMJviqcd to the method -descrlbBd In the Pla^r^s Book. 
The HrTit itCfi ci to decide ^hat type fiT nnttcy you arc going to corKE^Vi;. For 
thain j*u wllf haw to determine the amount of Gnoaii It wifl hgve dassl^y 
It under cne of the three jjeneral typologlM: NJitural, Between Warldi and 
Spiritui\ As WE will 5e« laL?!r, egch ohg of them has certain sperElal pKuHiirltifSA. 
Now. give it A Level, chdasc lis Clasi, and auf Its Essenllal Abilities, Finnlty, 
irivrat iht DP that yciu consider appropr iate to ntqulni Its ftjwcrs and, from 
thiit point on, dehwiop It .w if jftJU wen* i?c,illn|, with n n<vm.il ch.iracter, 




Crmim chmukMlcs 

As ^he GM, It Is j^our joo to de£::>de wi,i'. l^a 
Characteristics of >*cHjr creations ^.rc. jflour Win 
criteria to [^rant the valut you consldci;;^ apprapnntc \a 
f?,u-h crpinjre ►ind ■churKcer. Your only limitation tonsjti 
in tti.T.t j^j cTrinnQt .is-sign them ii U4(ue gre^iteT thii' 10, 
lillvcn t>li3t to do lh4t foW Tieed to Irrvnst DP |r« Spme □' the 
EsientUil AtXilEkn that allow you to exceed Xhax atnounL 

Gnosis 

DeienfTilnhjij the GntJils of the entJty is very Importanl. Ymi hiwc tc 
give It A certflh afnount depending on its innate power. If intend '.c 
create a natural belrig without, speciiil ablUnes (I lira an exotic anima ) thi: 
r^QSt lo^fca^ i\\in% would be to give it D. \iV*iiiE if you are dealing -^vldi 3 
creature with rn^tlcal ptAvwrs. >tnj can Qiii^-i It ioniethiniij between '0 ar^ 
2£l, 'sVhefi yDU wint it to possess a much mere powerful e-isencc. gi^^ hin- 
even rnahe pDlr^ts. The main fjr^dion of Gnosis |n the creation of bclngt !■. 
to IndJt^te which powers It hu iKceu to ind; whidi ones he doei not 

Somie spelK ullow p castef to crc nte nniigical beln^^t uilng the rules ^rcfTi 
this chaptur. Hovfls^en ther^ vire two import^nl llmitstlons that they mu^f 
follow In tomipnian to the creatures th^t thfr GM creatra. First, ^',-zr thai 
they are mngltJt trcaiunei eonceivea from spella, thfiy cannot dcvc-iop ther 
Knowledp^flated or Intellectual lecondary ahihtlen -ibove the rtilue af ther 
crealDr, ariEl neither surpass hirn in Suminoning ahllltej, Nntur-ll^, 't \\ ?ll5P nnt 
possibte for them to understand spelii ihnt their lord does fiot krflw. Tticrr 
K also the p-iablem of their charnaeni'.itiu GIverr that it Is the warlock himMril 
who dpcldei Its wluos, in^cjcJ of dinavin£ dice or cNscrse them fnfely. H'- Ii:iv 
to atquire tfiem \rf Inucidnjg DP in th&m, Just la it i& Indk^^d in Table 61. 

Tav^ie 8 1 : Characteristics ex Magjcai ]Su\k6 
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ivincj the ne;ces5>grv 'At^. yau c-iri ;:r;:uiVc .iiiy C!c:4i.;irc 



UnifortuneiiLMy, a caitf^r does not hjvt^ the ibilit)' to ciKoosc qII oi' ii-.: 
abi-ities of his creiitlon With complete aoruncy, glvtn th^t m^igK tenCi tc 
normally be urtpredictafalt, Wticn he casts one of these spells, the GM ^'1' 
the nblhty to fnedy distribute tjetween 100 snd 200 DP of the crtaiur-.^ 
Thin Way. he can give It the Abilities. Atfvant^Jiges and Ditftd^ntages thflt In 
Gonsidcrs ncccsHFiiy, 




R,,>v v^^rn. '^-t-ATieN t»F Beings 

I -Decide on the type 

3-Granr. him a leve) find .sclctt hk Class 
3-Choose his elemervtal ue 
^-Acquirer his Essential Abilities 
5 -Choose Its ch;s(*acEc;rl!ities 
6-lnvcst hi i DP In pov-'ers 
7 -Spend the rest of the DF narmQily 

TYPES OF BEINGS 



riii .i-.i II • II 1,1 iu|,.i Lif.c Lhc wDrkI can be separated Into three 
ditlcrcin i in h- ,; N,iri.il,il t'ielnj^, Beings Between Worlds and So-uli cir 
Splnti. At the i^me Time, ewh one Df t/ie thctn caitalns thousnnd$. af 
different antltloti^ with thctr cAvn Chariicterlslki^ Powers and Abllitluj, Next 
wc will dntribe each of thaw categijrles, 



The&e cmtuf« sre those that bebng uy thelF' ngEurc to the toI v^rld. 
Wfe are iftallnj^ wicfi d? the races ttiat Ilye In it and arc aWe to rBprtsdoce on 
rhnir phvn, llbee humans and Animals, Thb Is -ilso the ciise of some supepYiatunil 
■T-ici (S)ft';g|n| DukVarlit, Dalmah, etc.) whissc Essence! 1^ mainly mittirliil^ in 
IJi'je qF rirrdrng itieif strDngfy llnlteij to tl'it: ipint wsrld. To creatH these xyp^ 
ni 'jeings, you can thoDse two different meU'-odi; uie the rules for ptaj^r 
r^qni^tefjt, or use the ona (mm itik i±np(ter. l-f you Intend ti& cr eatr □ *iumiin 
NPC or one af the priij'A'ble r^ices, lisb the gjjheral njlcs frum Chapter 1, On 
i-c other handi 1^ yoM VJHrt to develop finlmali or sim*'lrar cmfitune^ii use tbo 
■jmcifram this chapter using their DP to acceu che Essential Abilities thut you 
■:'3i;m convenlenl and dieir list orpcw^^^Ts. Thejf ciin hiive .ir^ Gnosis, bgt the 
-crt thing would be to grant therfi an amount hctweer O and W. 



BeUmn worlds 



Wt art: dealing with creaturEi and supernatural tntlties that rind 
themselves hair way bcrvwccn the real wprld iind tnnt of the spirtu. In spite of 
having Q ph)flicf ai form, they ant not iruiy n part of the rnintcrlal nettlliy. They 
cannpt reproduce In ^ nqtuml w/, given thni ihC'r own csssmcc f^qulre* 
for one to Be bcim a staedal ppDcesg. Ilka spccinc events or ma^.cEji rrttiala. 
Some ijjsmplea a( this catejtcwy would be clementjilSi deriKWi^ and |iD.lt3mi, 
although it Hn jito come dp that eert/iln cxicopEiongl mystical riKK are fihjnd 
hcfc. Ilkt dragoni- Any Be\rig ftetween WSsf Ith must haw; at \cmK n Gnois qF 
10. They use d^el^ DP to acqyin their Ei^entlol Abllllica and powers, If you 
mu'^ ycKJ cm mike It so Ihiit ty\Ey depend on ii certain elemerU fjmn^ing 
rhem the ^^IvwitP^s und pen^aiUes dt:scribi!d In the sedlon Elementak. 



Simh or Sinrih 



Conirar;^ to what the namp Height iUftgtSL, ttic souls are ntat only ghosts 
pr splnts of beinj^i thnt ha>^ passed awny, Cut .Ttw entitles that bctong by their 
rjtuFE tp the ipHrliiUiil world and who lade a physical farm. They ant unic|UB 
tntiituna that cannot reproduce bjf any means and wtiose birtn ii diie to 
very [;on<reic twenis, This would be the cnse oFn^ar^* various entlbcs - (brwt 
spirits, livjng iilghtmiiti&s, soub In sorrow, etc. The creation oF sou-ls Is the 
iflrne to that of &eln^ Between Wtirldi, although they possess certain 
special partJcu'.arlt'i^s. First, the souls are i ntangible by n;i?urp nnd rlney cannot 
touch or be touchecJ by bodies th^t iire not tnsed cyi cnErgy or thpt cnnnot 
n,irm 4, Thej' are invisible to Everyone that cJo^s not iiavt the ability to see 
splhtuiiJ bclnjp or Isn't able to detect their en&^gy, fird llKy Innritely possess 
'Jie Eiiien^iiii Ability Physical Exempclon. Giver^, that they lack j mittcnai 
brm, ihcy use tJicir l^owEr charnfireTl^'Ji' lo calculate tneir Life feints lnste;iiT 
oFCor'itlti.JtMjn (or rather, both attributes ^r? the snimtr svlth souls). Opposite 
tD phyatcal beings, they do not hold on to the Stiite of Bctweefi Life and 
Dtath if ihc-ir LP re^ch negative numbers; in chis tum, thty .tte autorniaticaJiy 
destroyed. As paymchl for these adwntQEes, th-ey muit Invest 100 DP l^y the 
ainple fact txf being J part oF Ulls ciOii oF boing; or whilt WQU-ld lit the samCf 
'hty have an adtiitionsil Iw^f because of IL Their minimum Gnoiit \u ID, 



living Dmii 

The Irving rieari anp ji ipeclal c,itej|{Dry oF cntitleL Wb are ^lei'lng wlt?i 
being.? that, for iupematum) re;?sons, ihaw abandoned the soul flux in body 
ami sou!, bKomln^ crc-aturts that do not Dehc-ng to die warld. They are 
divided into t-ivo tonpltfteiy dtfftrcnt types - animntccr tsodles ,md apiactcra. 

The first type arc bodies thrlt kvbpn? iillve bcicwt and held !l spii^lj bur dvti 
now vv.ilk die ^iVO^id wtthout having soul, They ^^^e t^ol ill* jiolerri or other 
rtnimatec c/ravurcs, |tven even those b&ojgs possess jplrlc 4Sf the material 
tl'^rtt tl-!<y -ire made up of, be- that rot\t\ n^tals or even the esserte of th* 
eiunxFnts themscives. On the contrary, the ^inlm^tedS-Vfij- dead oomplctely lack 
Ti Mui; empty h'jsic'*, 'nere sliadcsws oF their post life. The secornd t/pe of '^ving 
d&id 1^ file most powcHuL Thew nn* dcfund souls that hjwE beep sumnxioed 
die fiuJiH but that remain in the ^vokHe] eK3fllPJJ Its tall. Now, their cSwnce has 
bectjmff complucely Indepentknt, and they ro longer belong ta reality, if feir n.iy 
reiason l+iey are dcstrpye>d, they disap^jcar foreyt?- <i5 If they had rnever existtd, 

To cSevelop living de,id piF the First lypc, thnt « to siay, animaited todiei 
without sftuli^ d--c snsne rules for I5p|n}[,s Betwen Vsfedds arc uied, Htwevor, 
they have [HMlspecinI characleristici: thf^ |>-4SL'5i 10 phys<al needs (di<^ gain for 
free th^ (aspntJnl Al? iity PhysicaJ Exemption) md dipy stari out with a Kjvel 
o' Rdjsenciration D (willth mersni thai thiy ni?^ heni their waundl. cxtcpt 
by MJp>?r-i,-auml n-it'.tn5 or gRiniP^ wirt Fori'i of Rci^cncratiDn as n power). As 
fee spsctcri, 'Tiiay n>n lb<.- same rulia as S,p|ntuii| beings, If they intend to a£c^yi^e 
the Pbwver Spectral body, 'My only have to spend 2S DP for it 

EL£M£NTA LS 

Ar^ tlem*!nE^I iidng a a iupomaturai crpniurr wIkj-ju r.-s^cncc Is based on nn 
element. Therefore^ ttiene arc tcrtiiln iimitaront on trie list of Euennal AbiiiUcs 
and powers that they can fhoosa, dcschboc with e<ich specific i:ase. To basante 
out d^Bi riHadvaht^gc. It Is tmtin cpiSiier Ibr iticm to acc|uirc poweris therefore 
any pw-er they choose cos,ti 10 DP Isss lh,in a beln^ without e|pmenr,ii 
bounds. The pcwfirii that arr; made up of \siriou6 sclecKons, like Addt-.l 
MystioiJ Effect ^.thcit reqwrtt that Effeet as woU ftesiiscnnce ,5 chosen), *iavu 
thdr oasts reduced on'/ once and not is^cry lime that i is chosen, Elemontals 
h^ H bcnui of "20 a^inst any Fkssist.ince cffiKtS tftUsotf by the element w^lch 
they are attuned tov »if>d a -2D ,-i^ainst the one tKit Is directly dieir opposite. 
AddldonaJly. any dftmagf iJ^asefl tri itJi o^^poslte s automatJcfllly £loiil>«J, 

Only the BcinRs Between Worlds itnd Ssui* can be eSementak, Natural 
being.^, rto mutter how attuned they ^ts to one element or anochef, have 
too much of temeitripJ nat'dne, 

DAMAGE RESISTANCE 

Ai it h.9s 4: ready been men^iontd .ii Chapter 9^ diere cercan belnj^t 
rhiit exist that use spedai rule for dcFeMse, named creatures with Dsiit m^'. 
ReSfAlance. We arc diinjinjt with bcing?i tkit, b« ttiat because of their size or 
whatever specini coridinaHt, &c not aclicnd dnemseives from atti3cics> but rather 
itfiey fate them abstM-hing the damage they cause. Let us put d-i an example a 
drngdri, A.idiC!U>ih he can mtwe to m>\ti nttiicici, whrit would normal-y h-inpen 
li tnat they would sirike him, iiut thaMa to his 5I7* iind protection^ he would 
be aile to Ignore the dflrr.age, Eit}>£)r ^j^-, do not oonfuaj? younseif; tsnoirnous 
r*^aturts are ncjt the only ones who rnn have Damage Ffeslstancp. Other 
l^einis, iilae Eynbies or !«t>lems, can also be placed in tlii4 tate^ry. In the 
fb-'lowmg par,ij(piph. vve wil list out die WJu sponiai rule? that are used to 
distnbutc the DP of those creatvires tfiat hiive Damafje fktsistince. 

To be^n with, they cfa not develop d^ LP like other creatures cso. They 
ngrnvilly ciiiciuliitp their base LP by using thylr Consttcutlon (sceTAole 4}, bdtthcy 
Increase It through the Multiples of Dnmage Resj^ce^ an iimount tKnt a dIrKdy 
multlplted tiy the Dp that >'0U irwEisl, if, ks^ example, a liein^ h-is .i f^urilniij of 
D;ima^e Resistance oF i and :^pend^ ICiD DP In hfe Life tentL, >ie adds iiOD LP 
to his base, Tne F^'JiUpie of Ddmiajie Pn'.ist inro \^ dcV!?vnlned by the shte of rne 
creature by the Tiedifxi indltaied m Tahis 82, ruid not by 'ts Ciasi ( although vnn 
innate bonuses that he g;iln5 by isvel iontlnue to be added), Thw Is nti iniit tn 
the- .iniOWtt of DP d^at can be spent ta ^hcreilkic the LP of a being-w..th Qnm.3gp 
Rlcsl5C¥iCC, Given thilit the ainbunt of Lfte Points of 'M widi Oamiigo 

Rcsiilance (s t?ir gjri^tPr than those that of other bdriiP, th;^ mtA*tiply lly fl't* the 
speed of healing that is IndiDitKl by their i^ejicretnUon; and d*c amount of LP 
that dTcy fitrtnin rfirUUgh 5f.^ll5 or supEm,Ttural ciblilt«, 5e(ondl>!, d'^y car only 



■iljencl a fourth of ther eogI DP on their ^flsck ahlltty- glwn that the ah\\]^ of 
ciefense Is trul^ a grat tjeal gf fhe ncslstancc that thty ptaiCH, 

Fur e>^rtjijie. we ci-eqte ^ neccinJ, ci:q he|rjt| with l?4n7Ji|c ^ist5^3|r?l:c 
pf tlie thliidi Icv'sL vvhich will c4lv< 0OO PP to sperij! Giveij thgt 
we CUT} pnly S|«5i4 3 four+b of the PP or? nl^ (Attai:< AJjlllty. the 
fn^^iiTJiirni imount^ii^t wt invent i+i ft will be 200. It? hctia/Liji ta rih 
1.1'. thqt will Jc^enij on hi'-. '-.Hf^iinvl haw Ti^ny PP we use Lij intn^ise 
:l l|- far ejarrsf ic. ifwc &pend iOO PP-Uis] the bcln^ b of' Middle Size;. 
:\\>'\ therefore hqs a .Multiple cif Parriaige Rol^t^rrcc 0^5, he wacjlcl 
hive 1,5DO U^OO times LP to 4(t4 to hh ba^c. if or? tk oth<;r 
I; 1.1 4 he wj ^ of EriorTKJlts SiJ!£, he wouM have s.OOD ^di^ltforwfeLlfe 
Purnts, ^ivtn tii'jt iViLJitlple tjf j^^mgcjc R^iistgnce fcV^uM he fO 
ThiG hcst of the rcidoirij vwhjIcJi h; tilled out nornaiiy 

ESSENTIAL ABILITIES 



The Es^^ntiiii Abllitfc^ are «iquAl to AdvantD^es nnd DiudvanUiges 
chat players (ai M«ll as NPCs) gain Uilnjg CreritM?n Polrm, They jre the Innate 
abllltlrei of Che crcaiuresi the charaLtcrlsLlizi thai dcThc triclr ovvn eb-scncic. 
The AdvanLigcs ant gained by lnvestihiff the DP ihil Iti mst indkaiaa. while 
the Dls^sdvitntagei prtwlde iiddttloncii DP th.it c^n oe u^ti ta acqulne oqher 
ElienUfll AtJllltles ar ggyvsr^. There Is no flmll In &\t number Cif AttranUgcs 
□r Dlsaduantajjci that one can choose for a tJ^ature. 

Belcw 1^ i %i of AfJvflntE^i^es th:iT y^!-ij m-i seled for .iny type qf 
tneature. Unlus* Its descnptlon states oLtjerwLsc. each Ad-vgnLajjA tan aniy 
l>!j flcqukBO once. They ^^re rnmic up of Ihc follcwlng elemontfi: 

Coflt Th« amount of OP that nswc^ tnj be Invested, 
GH; Is the minimum Gnasls that ^ cloture should pmseis iq » to hatvie 
access La s.ald dblllt^. 
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FAiifue R^fttencas This Advgnca^ ^rtnti wfo addll3«nai points to 
l-iiilKiJc. I: L.n Mc rttqiilred wveral tlmeii to gsih greater benefits. 
Gift: Th^ being Is a.hlB so use magic. IF wc are dcallilji; W'th an elemental. 



he passcUES. i bumi of. +1)0 tD his MA on the path that he ti xttuned 
to, and n -20 on tht; oppofles ons. 

Acc«ii to n. Piychk Dttclpllno; The being can uh its PP to ^gcqulrr 
iin nfflnlCy W? in llngle psychic discipline and use irts power*, Fire Bltmenials 
carinot use cryoltsncdc pcivrt:n, and vice versa. 

Aecau to Pfychlc DttclpllFiefi: bwi^ .^^ th^ nne belcm^ except th;it it 
grants iirxf.V' to several diicip'inns. 

Acute Sense: One of Its frvc senses Is especially developed. Th'trdflrt, 
apply n boru^ of -30 la any percKptJon-Sased Sefondiry Abllttj' Check 
th.iT Implifc^ iu uw, 

Attuned: 1 he aelnji, Is attuned to 5DTnt-thlr,g spaclflcjily, ffQf^ a lypt o\ 
ban^ Lo iin elcmenL If II li .in elemifnt, II receives a bonus of t20 te An^ 
Reiilsiiinci; "thjl Is nolled sgalrvst effects caused by It. \f, on the other hnnd. It 
Is a cl.-ws of creature, any memhef of sa.id ipcclci will foel some kind of tit 
tcAVTjnds It, as H tDclDn^cd La the samie mcr:, 

SupBrhumsm PhfilcAl CharActeriitIcK It eKtendi the mjuclmur< 
Imit you tiui Lhinn^ for physlcnl ChorTtcterljetai tSTK. DEX. AGI. CON 
,ind PFR} rci -1 ^^;3!<lmum of 13. 

Superhuman Spiritual ChiracteriiCic^ )l eKtends Lhc n'.aKlmun' 
llmll you can choose far spiritual Charadterisliti (5TR., DEX, AG I, CON arc 
PER) 10 a maxim UTi of 1i. 

Super riAturaf PKysical CharBcteHitlcs: T'he same as the prc^'lcui 
□neii EJKcpl lh;!l fiu rrn-jr. iir u ni limit ^if the pl^slcal Charactisrl^iici '5 
Irercn-jcd iti 15 

SypernAturil Spiritual Chararterkdci: ll^e same as the prcvioid 
□nos. except d^at it jlicrii the vpiriluni CharacterlsliCi. 

Divine PKyikal ChAracterFttjci: The GM ran grant any vgluo lathe 
physkill Cli.ir.ifii?r:'£tK qT Iht being. 

Divine Spiritual Characterltttcu The same a& the i^neviaUl e»n«, 
G^Eetil dnat it alTctLs the ipinUjrtl CharaeteHltlCBn 

Attribute Incrvucd -i'l: This atilllty only Im acquired thrciugh ths 
use of spells; ihar grant rnpnstef nihilities or to create ncial mod-'fieri n\ a 
natural ethnlriry, in those crises, they ^rant a H to a Chamderisdc and 11 
cgr be acquired ap;ain to increase a diffCKenl ohc. k cannot be choftn ivyiu' 
for the same ChaniCle''litiC. 

Attribute lncren«ed +2l The same w the previous one*, eKcopt ir3\ 
It gn\rm 1 7 to the Chiirjictehstlc. 

Attribute IricnedJAd +li The siime ai the previous one», ejfccpt thiit it 
UriiK a 1 3 CO the Characterirtlc. This flbljtty urn be choten .again to inpTjass 
even further the same ChEractepitle, and in which case it gmnfa a cUTnulaiivc 
+1 to the previous bonus. Thai is :o say, 11 provldei a H if acquired tw<:c, 
a < 5 ir it is chosien three ilmci, etc. The bflsc GrHjsK of thiis naiiity is B, but. 
every time \K is selected again it Increases its wlue by ^ poinis. 

Unnatural alzeL The CM can inereaie or decrease the base Slite of the 
be nji ny n maximum of 5 paints. 

Ambldextroui£ k works the s^me es the crenClon Advsntng!! or 
ihi- 'i.mti mwii, 

InhumAnlty^ For al; Intents and purposes. It warki ch« aiiTie way as We 

K' AviMlty tnaf has the same name. 

Z«h[ The belni^ can carry out natuniliy physical actions ihiat have i 
difficulty of Z^r. find hflvt the full benefits of its Char^ict^istlcs, it vvarks 
like the ICi Abilitjf- with the same name. 

Aquatic Breathing; T*ie creaUjns cflr^ breaihe underwater withoi*: 
dim.-, u It/. 

Without UneonsclDusness: The creature canriDt become unconadou], 
r^:gard ess of wtinl Lrilicai resuiti or lUpertvatUi^l!^ effect* indicate, 

Tlralfct^ The creatu'^ does not get i;lred regardless of the amount a' 
physic.il or mfntal effort ejtenedt Howievier. because af dnat, the beir^i 
cannot use Fatigue points to tncreas* its physical abilltlM. 

Daei Not Bp^athfi: The ci^aiure does nai require air to live. 

Dcics Not Eiti; The creature do&s not requir? food to live. 

Do«f Not Sleep: The creature opes not possess the physical neec tc 
ile&p. k am brcDm.L' unconscious as normai- 

Immune to Natural Poisons.: No natural poison can affect thi. 
cTTatjre. HLAvcver, riy h,ii itiful '.LiLsiiLince ihat comes fnsm a be-ng with 
Gritjiis ^"^abff than 10, or thist; has been created thawgh m^Jc meanji, wih 
conTir^uiti to affect it normnlty. 

Immune to Natural DhcAEei: Jjst llkti the one belbre, only Chat in 
this case i:S i.Tini..iK- to j-i^' ii.ilL,r;il dhejie. 

Immune to Climatic Phenomena: No majierhcftv cxtneme the cirnait. 
Is. the being does not suffer any type of prOhJeni frorn belhg Oiposed to It. 




Phyil Eicemptf on: Th li ibWlly nepnesents si\ aflha nthcr rs4 urton 
of physmi nocds that h^ye been ■(!!»( pi iHin?i5. A IkIhr th.it possesses it 
can have any of the follawlnjf i^vunlH^gefs; WfthouC Unconictcuiniifli, 
Tlrflleif, Docf Hot breathy Daei Not Eat, Docus Ni7t Sl^ep, 
rmmune Co Natural Pultons, ImmLine ta Statural Dii^^iW!!, 
Inimune ta dimaitk Phenomi; nar 

NaturaJ Immunityr to an ElEment, Half Pamage: The being, ii 
part-aMy imrri'jnB to the effiecti caiiicd by a specific eicrrent- T^ierefore, irit 
UlcGi {jqiTiiige from thi? tj'pe, It \\ reduced to half. This ahWlt^ is not cffpctiuc 
If the clement comes from, or 1* g^nersjEed ijy, ^ belnjg llml. possesses si 
Gnosl'S sre.iTer than that of the creature. Nor will |e vjork. aignlnsir tfam^s 
itfiat ins proOuccc! RHlstanct Checks [although in thi^ ease, it c^r ^p\Y ^ - 
♦40 to its rulss). Re^i^iirrilng elBrHenUls* the choscn Ome mull bc the element 
that it la attuned to. 

Natural Immunity to in EtanmnCf Ctampletie] The as th^ Qf^c- 
tjefoTS, cxroQt rhM i:h« tliinviflS CiUMSd bjf Itle i^kTicnl i CDmplctotv nuli^fled, 
PsychDltaglcal Immunky: Th& mind of the beinj; i s noL able bei fed any 
t)fpc a I piychobgicgl State. ThcretDr^, If is completely immune eq psj^chlc 
crTecti, like Pi\n, Fean Terror, or Raec. 

DisdiiviVtln^cs 

The fbliQhving list deicrlbcs the nasural Duiadvanta^s thiit j^rtivtci'C 
addltlDnal DP \a »nvcst h other Rpw^rj m<3 Essential Abilities. They arc 
made ufi of the followiig elemencs: 



Bonus: the amount of DP that li gfllned from chaoslng that specific 
penalty. 

6N: S.int" .i» In A^z-mta^i. 
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Racial VIcet The creature hsii same fc^rm of natu.r»| vice thnt It cannot 
(StfCrrqmG Ij^ any means, .AH;rt)mc thai he hai the opportunity to quench It 
artd it does not, ciuses the being to suffer B -20 Ail Aetion Peiaii:)'. 

Atrophied Member: The being lacks us^.able CJ^tnemiti-es or the ones 
inflL Ijir pii^M'tdu-i CiannaL be USctJ cprrectJ;^, ap;]iying a penal^ of -iSO 10 
fliy ph;^vcal check Lhfit requires it. If the members .ire Its legs, apply 9-6 
□ennl'./ to it? h□vle^^^e^t Value, k c.in't be selected by souls,. 

ftaclal Fear: fho crcjiturE has an unwjrpas6;ilDle fear to sarnethini; 
"jpirtiiiL, \or vM\ch he suffers said state when fodnd in Its presence, 

fUcial Terror Same ss the one before, eiept apply the State of Terrotr 

Lack of a %emex The cr^flturc hcks & sense other than s^ghl, and he 
cannot mflkc pcnicpLion rolls that rcqijire |L 

Blinds h doHiS not povsebs a stise of sif^ht, and it does not havnj some 
lupciraturai way to s&e. It wll ^liw^iys flpply '.he penalty of Biir-dncss. 

Phftkal Need: The i]cin| has ^ need of H physical rutun? to survMe. 
Fijr i.'y,jinpk-, ii. r^rquires somethlnjj specif it, like consurning Iron, wrtthin n 
detcrriincci tfrne period or it suffers a cumuiaLivi& All Action Ftr-alty of -10, 
If she need isn't satisfied over 3 long period tif Umt* |l evrn die. 

Extmm« Ne«d: Same as the one before, exMpt, thnt if the being; does 
POC carrj^ It DuL on 'Jme^ it will die* automatically. 

Natural vulnerjiblllty id an islemefnt, SQ% mnrm, damage: It i^ 
r^turnliy Vijlner^iole to the diimni^c prydutt-'d by an clement, thatincn?ase5 
Its damajhje by ^lOHi. Regarding elurnon^nl bfJilgs. th<f chaser ulcmcnt has to 
bu '•'L- i.'JppOsili: of what its attuntio to. 

Natural vulnerability to a,n eJ^mcnt, Double damage: Same as 
I he one befon-:-, rj^ccpt ih.if il dQublt?^ ||'r dilin.'if'c taken. 

Vulnerable to a type of attack: This me:ini that B ipsclflc typo of 
nttack pronii i;s dQijble- dcinm^t to the beingi Hies for ustsiTvple. projectile 
Qr impact weapionv 



'iylvaii- pLii'jSii^ variin;mncrcni^rrte:i5 .^l:trrh:lic^ 

M^filml md Psychic AMwU^^es 

Thtsfl ablllLies work CMaciljf the wme ^ijf m the creation advantupt 
that have the same name. A- 1 of them are the equiva-^ent the more OSJic 
abilities that ,ine sained by investing pointi. They car only be chosen by 
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Natural knowledge qf a path: In i^lcm l?ri liil beings, the natural 
knowlcdjie has to be on that which th(^- are attuned to- This advantiJiidc 
cinnot be chosen througti spetis chat allov^- the ^cqulsitlph of nbllitief. 

M^y/Dtl misi Fsychk Pcndlies 

These penalties isct exactly the same as the creition disacvLintajjcs that 
have the same name. It is nognssar^ for tn^ being to posscii the Gift or 
ntceu tQ ps^hlc abilities. 
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BASE CREATJ0N 

NitW Lhiit ^Du hiivt selected yajr charaCLGnsUcs, adVi^ntJ^t;? ijfrd 
dh.idv.iiiTages for the creutdre, you vttW hiivf an Idea dI what it's going 
no tw I'lter NcKtt gIvEiq thiTt you knuw Its Strengcti ,^nd Canstltutlon, 
Cijlculiite Its ^\la nncJ tdnault Table SI. The dimensions of the oeJng n^. 
ii verj' IrTiponanL elemenii It: is nor the same i& tisce lW adwer^ary with □ 
hum-i.n it.iture thfin another thiit It a h\g n a mtjuntaln. Disfwsrt£llti| on 
I La prDportlons. the crnature wvlH find It^e^ In ont categorj* er snoth-sr In 
Ti^lii ttl, thdt urrlos with It some modirioitlQns to Its nat^raJ ^Hltli^ 
It 11 descrltiind next, there are seven cl.isfifiCintlcir-is ihiit tAlttr • 

Mlnuicul«3 ic-j^i than four inchta tall. 

Sfrtiilli: Bfhgs with Lie apprcMfmaic Slreof a mii your\^& than anc yciir 
■ il ,i/;.' v-'hich, In either ease, thej' never c»ce«d two fcot. 

Medium; Within this, am pi* csts-gory am foTjnd nil the creatunei whaso 
Si^^2 is iimllar tn tJigf of a humarii mwch If thtyy qrc viT)' Small o** very big. 
To havt! more of an appnaximate Idua, th^ are a|I th« bEin|,s that measure 
fou^hlj' t]ttyveen two and feiet. 

Big; This Slig Clin double th.it pf .3 tall huTn!in> 

EndrmautE II n3prcs«>nis ticlngi that h-JvE measur^rngjiti iimilnr to a 
^-n.iH bLillrJlnjj ar blf^ trt'E?. Geneml-yK \Li helghc is bttwteti 15 ind 30 fcct^ 

I id i-;in include erpaturHi such as ^i|^p^l.1nt^, 4nd j'ounjij. drag,oni. 
Gbant! Thil sl^e d£ser|bE^ o-catuT-es that can DisWy bo cgmpnrcd to 

towers or smah cmlns*; It li a vt*-y ortiad catcf.dr;^ that 'ndydc anything 
fnjm ro^ghl;^■ 40 htt ull all the wsj' up to 300 feet tall. 

CoIo^smIs Th-b mji^lmum Ki^c pdssiblc. They -in; bwilr^ji «j bl^ 
mourvti^ns, capable of darkening the honton. They n^ensurr more than 
iOO hundred feet artJ ihej^ tan reach thoLtsand* tif tons n wtlj|ht. 

If It doK not UJE weapons^ the base dam^e that the crcatun:: prodt^c^ 
depends on Its Size .-j-Tid it^ fbrtltgde. Depending on the caiCjjory that It 
finds Itself In, the being will causa a b^sc damage or nnoth^ri to wtikh iCl 
Strtnjith beniis muvl be added to. In Tabl* BZ there arr tvvo calumns thF^it 
Indicate the o.ise damag* !:h.Tt ;h9 bisin;^ produ:tH, if It tJoc^ mi pcjsseai 
natural vJcapam, using Its extremities or that with whTh I7 ;s provided \.Q 
attack. It win uie the n-jmber inditatcd In the Phrtkai attack column, 

II iiri ihr' ntu'\r.%i Y it poue^sei naturat weiipoiTi, use Iht! tiumber in ttit 
Nitural weaponi cililU.Tin. to which It will add Its Littrlbute bonuft, 

A min wi.'-i Strength 10 And wfih 4 Bw Sikc^^puU ciu^c 4 i^in^l 
4j|hi^ge oftS polnb H' It ^ttaclid pbysically wrbli Its i20 base 
pfiis 15 For \tf chat^idrcHstic bonuH). jnc| 75 in the Lns-tarcc *Mi It 
h^d a n^tuh^l weaporj iiO fat the i%'£:3pon f lt;s 15 t^c^use tjf it? 
StrentfthJ. 

II h .1 'nd t*iii"i, th-E blfifier that iht trertturc h, thi.- more It ^vll' cait It to 
rtjact ut lKd same speed thJin beings of a smaller siie and vite vsrsA. While 
that, as vWii Seen In the Piaycir'i hciok^ all of the characleTS pDSse^s a Pase 
Inltiati'rti of 20 (as It corresponds lo an Med-um be'n|,jH ihat o*. crcaiunjs 
can be mcHiified depcndmE on Its Size. Therefore, the h^n^ will have a± a 
base- Inltla'Jve the nmouht Indicated In the Column Qi Tftblc S3' 



Tabi£ 32: The CRtiATiciN c^k Beihcs 



Action Area 

Some beingi a,re 10 big lhat tiie)f can naturally aitjck with an Area 
Attaclc, Their bodips hiwe a dimenElff.ri that is. so colossal that when it 
Impacts It does not affect onljf qr^e adversarji'. but rather all of those 
art found wlthlfi. the action radius of Its strike. This giiiity is innate, and die 
being dE?es not need tQ d^jcl^re anj* spacKIc attack per t\ppif iny pt-nn ti.' 
to its ab'llty when esJiecuting It. In the Column tited Actfon A,p^ on 
Table B2, 11 h Ir-dicattHd if ttic being possesses the abllit^f id laux Aren 
Ati:i9ck£ And the ntnge It affecti. 



1 



Sped 



Like any p?ayer character, the Movement Value of thftbem^! \^ dt'lfirnliiyij 
by Itl Ajiillty' characteristic. Ncvf rlhdless, In the column MDyerrtEnt V^lue 
0^ Table 82 there w a modifier that appean that Is adccd or subtracted la 
Che base m witment of che tnsature, depending or^ lu Slie. 

Damage Rmstnncc 

The Iflit irwp columns of TaJjIe B2 nre- only used In those uses that 
the creatures poisessos damage resistance. The column ArrTWr IndiiMUH 
rhf base AT ihat the creature poitess, while the second sets its Multiple 
Damagie f^esJstsnee. v<vlth which yau will be aUb to calculate iti 11% 

points. 

m^nkaac mi Fortitude of trntuml \miKm 

If ji^U 4ft Uiln£ the Qp"tlor;ftl rulcl for Fortitude and Breakage, 
need to know wri<it they are for thu ratjral wei.ipons aftht bfln^s w^'.-w^A 
\n this casc^ you can use dnis refErenc? to calcuUte It^ If n being h.is V^w imm 
damage as □ pdwer, Increast by one pacnt d^n breaking point of its we^por 
tor everjf " 10 Ic has. 
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POWERS 



Now then? is onljf one more sic-p to lalce before devdapinjj the reccmJ 
as yuu would norm.plly, and it Is none mher th^in SEcltlltig what itre il-. 
powers. The poviAors are t*ic spec al ab|l Ibes that characterlje the Er?aR»a^ 
the atji lilies, that maws- diem different frtmi the rest. Ybu can spend ,1: 
mo-Kim-jm half o\ its total DP In ihe acqglsitlQ-i of powers. 

Keep in nlrnd that HNne of .the povveri ilitijd here siso have penLiltiP^ 
Thk means, diat chQaSinj; diat SpeCtfk dtssdvnntauei, Its cOst Is reduced z*, 
the n mount indicated. It li nor pxiKibJc to reduce the cost of a power In m&i 
dian half of lis tntnl vglua, no matter how mnnj' dlsaOvTintafes ane c hcisen. For 
eaamplCf If an hnsLe saeh th at costs 80 DP has die penalties of Condltiqne .; 
and FliaquHics 10 turns of prcp^tion [which would yubr.rjicL -50 and -3Ci DI' 
respi;ctKe|)f). the;/ could only reduce the cjcst of the pow«jr to 40 DP, ' • r r . 
half of its value. There are also wme dimrt l^i•..^^■'7lm."^F^^'.. llki? Degeiif r. iim 
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■ if llfcL In salij case, dioBiIng It irants uddltlonai DP to itra bning, th:il 
• '■ I 11 ' ■ ■ ; o acq uirt nthdr powers. When at some point you •mnt ii- 

I II I : -.vera that a trr^iure passesscs, it li rnst necttsar)' thai ytn 

pay ijli or Hit DP that it costs y^M to acquire a new one, on^ the difference ir 
point! bcswoan this one .intl tne one hs aircadjf' hias. ir, far example, tht entity 
pQfsessci n Mysucai f-ij^ht 6 (wKh a cofl ijf 40 DP^ .tnd v^anis ta intnriae ii 
up to MystiCDl nigjTit H {60 DPJ. it would pn;/ nEied tq 20 DP. TKis fulc 
becnmEs. spcclall)' important in the cjuei af fitriflinrs. 

Next you will be able Eo heb a list powers, th*lr cose Ejrd the 
minimum Gnosis chai a creature must have to hg^nj acccti^ to It Natural 1)*, it 
licomplctpi^ im?o^.^itjle to refieti absolutely all of the special ."ibllisile; thPic 
en 4is(islf fair which if you. u the Game Master, WJnt to de^/ciop seme that 
are not founi? reficciiad herc^ jjive i: ihE cqst that jrau ccniiider approprratE 
talcing ^^ ci nefdrence those that arc shown. 

OFFENSIVE ABIUTJES 

NATVIiAL WEAPONS 

The creiture I* prwlded wlih r^atiiral wciipoRi of any tj'pe; clawj, jKivi^ 
sharpened t3ii...gf whflteyEr we would like tc Im limine for it. In game termi, 
t Liliov^i the being to use- q base d^mftBS that which Is indicated in the 
CQljmri NuturBl weapan, carresponding to its SIjpc on Tiibte 6i, when 
I CDmci time m use zny of lb ;ittack,s, Thty tm be Cut, Imp^ci or Tbruit, 
Ccpending, on what yau deem n.ppropriisire for tiJ nature. Lika ir* those cmes 
of <dharnned combat, -ti Irltiativc ii alwa.j'?! +3,0, 



Effect 

Niturii^ Wcapofif 
Prohibtclons: None 



Ca«c GN 

20 0 



Natural weapon:^ Allows to use ai n bue dnmLige wlilch h indicated 
In the t:oiumn Nnturiil wupan on T&bia 92. 

A:^P1TI0NAL AtTACM 

Thir being can carry out an addrtifln.Ti attack thanfe te tht fait bhat he 
1. i-.iftKl with iccondary extremities or other similar mews. Iht jittack/a 
are camcd out using the being'* OWti dama|je. be thaL wh4t is IndMteid 'iy 
his shyiidal attack or that of a Jncilufal weaoon, Tltii way, 1 1 it is j^lftod wrti , 
tfre ptjwef of Natufaf weapon^, it will cinry que its Bdcltion ni aitocki iilwiiy& 
using the dimsige ef lald weaponi. That dcies not mean that ?he being that 
petscsies tills abHIt/ Is using the sj-Tit type of attack iill df the time.. Lets 
imagine tne taie of a dfiigan; i-f it hiLs acquirtti Nntural weaponi and 
Additlannl atituhi it can be perfectly ^ificd with \^w\ c\?w\ tiiil....TnrJ 
each attack could neprf-iSEn^ Ihr .im- Ljfijno ol those mcthiods. 




Effect 



AflditiDnal attnck with '-4Q to lU firnil Anatk 

■ t.n ^ w II I 10 tc iiji hn.il Atl.iLk 

rtuck with -20 IB itiflnal Attack 
; ii..r ^ '.v ill 'I I If., li'j ^ir.ii A'.tack 

■GomiplBte iscidlJlqhil apxk 
prqhittkloni: None 

Addkldnal attach -X to \ta fInAl Attack I Th.i:: penalty that \u 
,ndK.nf?Lj -ly W'v .lilviiMiagc la L'nEit which the cre.q:ure isufTGre fO its base 
afiiiity when carrylii;^ out Hi additional attack. This vja.y. a being Mvlth an 
olfcnsivE ability of 100 that sossesse* an actd ibona." attacx $t -W. would 
have two itnkcs per tum^ ope with ability 100 nnd the lecoind one Wtth^ 80^ 
ftoth of then^ wi I use the same base damqge, 

Compliite add^klbnal attack.- The being can cerry out an Additional 
atLick without any penalties to .15 final Attack. 

It mtans that, for some reason, the being pFTodLKes with ana <sf its 
atti3ck a pxsater Seal of damage than would be normal for its size. It tan 
be lustifled by ss^ imaiinable mr.ms, Hki; thflt IT hdi same disfinnportlonBte 
clnw^ or it posSRSBS a supcrnalufai powar, This .ibHity nwt be bOiJghl 
sepgra-tHy, sa In the case ihat Iht: bein^ can carry out additional atatkin the 
increased damnge will only hwdtfy cab of tham. 



Effect 



Cost GN 
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+ "00 to dnn^.a^a'^lim^^^^^^^H 
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Prohibitions:: N<>ne 






+ X ta dittiidgn'. Indic;itc5 the amount thint \% .^dded tt> thi? ba^e damai^e 1 
dI' one of thf: behfiS rirtacki. 1 


iNCSMSEP [lEACriON j 
The befn^ reaction is lasterthan whnt would leem naiurai, far whicfi 1 
it 3.dds a t\onui to iU Inliiatlve. 1 


Effect 
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CN 1 
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70 




Prohibitions: Nani.^ 

+X to the rvatural InFtlativei It Indicates the amount th^t if ndded 
to the caicuiatian of tl^e Initiative of the bt;inK in CDmbat^ iie that using it^ 
phy&ita.: >M<aponA, spells or other speclai abilities. 

P-AMACE En ERG V 

This allows to damage tjelngs that aiie based can eneri^ to be Harmed 
the same as the K\ ability Presence Eirtruilon. it affcta all the 9Ct*d« 
It carfies out. 



Effect 

Damage energyj 
Prohibitlnnf; None 



Cost GN 

10 10 



Akmos. Mdpifier. 

The natural wciioons of the heinj are prBpaned to get past Wtth east: 
cwien the most ncsistiant .ir mor, for wh»ch '.he defender applies ft pennfty to 
nil AT. It only affecti one of t^n .itrqrks rv^irrled out. 




Effect 


Cost 


GN 






Q 


•/ Li5 the dsfwdon AT I'l 10 


-i Id' t'he detisricfEK! j^^^l^lHI 




m 


mill;' i.ti'li,' l^Jl.■r^ AT 


25 


20 



-5 to ih*! dDfendcrsi 
Prohihittorii: fiviK 

■X to the deferidert AT: 11 Is ihc p-entil^ suffcrcd by the deferideri AT 
ii;p;alniiL anc of tnc belnjjs attqck- 

Special Atiack 

Tlx; twlpg h^is the ability co ust! ci special attuck, rilffepent to tfle one* 
IhiiL IL normally nnkes, St cnn be iiri)'i;tilng Imdgl nsible; A SUpernatUnll breath 
iM ihc ihaptf qF a t^^ne^ ihc iihi>llty tci thruw Gstpip^lve spores iir&und Ibelf or 
pro(CCt encrjio' at a d«Lance- ft It mfisJdcrHd iJn iscifvp actlo^i. fcr which the 
crciituri; must have tlie ability to act and rcnouncfi during tfils turn ene ef 
its n.Tturiil attacks, tQ t>ic ipeclnl attack Ip It:^ place. It usci tfic cambFit 
ahilli/ of tlic charattirr {or. In it5 defect) Its PiJ^th^E or l^a^lc Projettidh), but 
st has an IndopendenL damnj^c to IfHj^c created by lils otKer attacki, iliat 1^ 
^icquirsd using the DP Indicated In iha ictllon of Darnage, It zan only be 
used oice per day, except If new uses are obt-iintd. 

Eflth one of Iti posiible efffects Is pathiereri In i sepiifite way, only beins 
otIc to cicquire tho^t that arc of 'ntericsL An gttgjck Km cwse damage In 
.1 conmntrnted .inen In tfie being, or rather simply atuck at g distance. It If 
cvtn possible thai It docs h^E cause dsirnsge and tf^at It creates some type 
ofmysttct': effict, a trapplfi|, polidnlng-.. 

As QM, deci-de freely on what AT the attatk will effect dependlig 
on lb tharactiirlstJcs: ytiu cnn choose amfing CiJt, Triruat, fmpacu Heat. 
ElKtrldty, Cold or Enar^, 
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ProhibitionK ff ihe being irr elemental, the attack !s esrried oyt In 6he 
L'lfiTi CM I Ihai It belongs to. 



Discarce: It indicates the distance that 
IMi' lio'rCj, ri li equivalent to an Attack SfxW 
|:i'n.ilt[e? to defei^^e- 



It cart reach. Rsr ill Iritunt nnd 
wiveri It \i time to calcubts tihe 



D»miigie; It indkitei the bm damage that the irtick produces. 
1 his iimount does fiot ade any t^pa of charatterlstfc bqnui, 

Area: rntiicates the attack radius &iat the ipetlal Attack effecti. It rnn 
be centered cm the beings sjcplode at the end of iis trBj«.tQry or pmes .i 
conk term. 

An addietpnftt iCtBck: The attack can be used one iiddltlon;il iltr-i: ..jr 
day. Ii '4 possible tg iicquire this adtfantajje as many limes gs Is dcssred. 

Without llirnlttr It can be pBrforrped i llmltle» fiumbe«" of timei i 
dny. 

ReifuJn'i X turm ta pnpan (pmaltfy. The tiein% cannot use the 
atUiCk In an Instantaneous wbjc. 1 he prcpnmtfon IS il passive aCtlCin, for 
willch It cfl-n be .performed wNse dcjing other actMini, 

Poison EP Attack 

Tne being has the ahlijty to poison <n ^ndvprsarles when It causes diem 
damage. IHhc charader sfuck takes damage, he n^.ust Immediately pass a 
Vft so as not to be arfettrd by ,t. The pnlsnn can be put togethff Ireel^, 
using the rules In Chnpter I*. It only effcca one of the attacks riiat bwn^ 
producEa. for which it will h^iw! to t>ei obcjilne^l seveinaJ times if it (wantt to 
Uic it on EiddiSioral a.ttacks. Jf it Is tleslrE4i, It wn be iictachcd to one oi l:r. 
Special attic kB, instead of one of Its physical scrlke?. 
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pplsqn level X; Indiuteii the level of stren^h ui tnc 


pgison. 






It^e meii- touch 0^4 Urrjifl b polMf? 



SpECEAL Tf^PPINC 

The crEatuntr is pravlded with the natural ability to carry out a Jripplr*! 
mufQy.. be It tsecjiuse It has tentacfes. BxtrRmltlet or nny other iuocfnatur*i 
powor thqt allows it to, The attack uses the rules qf Tf^plng maneuvcfs 
described in Chaptiar 9 or comtiai, bui daci m\ iipply sny pcuMm 
to Iti oFfcnsive nbiliiiei in carrying ct k also does noi use Itj natural 
charactcrlstici, given that this paufCT pgsSesses its own Strength val jci- 
iarc not dcallnjj With an additlOnnI r.ttatk, Fbrv^hlch It must have the ahtllt/ to 
art anef give yp tlil^ tbrn one of its natural tituirki m as to um: the Trapping 
Ins&Ejftd, ICeep In mind rhai this aWllty does not Imply that the cnMturc? 
cannot normAJIy uic 9 Trapping maneuver with tti cDnventlonDl att^ksi ' 



Effect 

Trapplnj! 10 

li,i|.'piii.ii, 12 
TrtapplnjE 14 
^r■llppl^^■, lb 
ProhEbltiloni 




None 



TVafipEng X: This Is the Value of the t^iaractcrlstlc that Is U^eij tO carry 
OUT the checks that arc compared WMlth defcrtdcr. 

Svi?EftNATLJiv\L Attack 

Thli mcana that the meihod nDrrtially usetf far attacking by the being Is 
mysticaf In origin, whi<h means, that It can or.ly t>e itopped by using weapons 
or meflfii that ane capitil-e of stopping Br<srsy. It iilso 3 How? the attacks to 
\Hi Erarrifia out on this AT pf EISfErgjr. This affbcts all t*ip being's attsjiks. 



Effect 

^supcmatoral At^arx 
Pfahibiciom : 1 4i <ii 



C»t GN 



Elemental Attack 

The nature of the b«ln| ciiu^ iti attacks tn be carried oijit by usi n^ a 
specl^lt elen^ert. These based or^ fire tan Jitiatk the AT of Heat, those; 
based on Air c^ attack with llEctriclty, Cut or Impact, and those ba^ed on 
Wilier Qi the AT of Cold or that of Impact. This option is not Dblliiiitory, 
r-or which the bcmg can conilrtue to iittftck on the natural AT of lis weapon 
ri jJijrdless ot twlng linked to a certslfi elemerit, 

trtftct Cott GN 

ElemcfiTiil AttJick :i^^^^^^H|^^^^^BlC 

Prohibitions: Clcmentti b«ln^ ^ obligated In tcsln^ their own element. 

MOVEMENTT S^ TRANSP0RT 

Speciai Movement 

In this scttliyi art the ijathened the abilities of some titinfs to move 
using unusual rncan^. 



Effect 
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Aquatic movvm«)^^^^^^^^^^^^^^| 
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SupBrltpf Subterrajitan moycntent ^^^^H 




M 



I rcc mcvmcn: throuph niilurc 
Prtthlbition^ None 



ID 



Aqu^dc mpwement; It h the .jblLty to mewcthroUjfi aqtutlc temln- with 
complete; frcedcim. It can use its l^owement Va-'US a* If it wh^rc on landr 

Movement without weightt The bej-n;; moves without difficulty over 
pli^cei vmtrti no j]l"^siu> creiiture could pass, like to stand on a branch, 
walk on water or even on cloud«. 

Free movBinerit: Is the ability to move without r^spscbng an>y of c^e 
rul» ul ^riivlty, iti 'On^ as there Is a support point. It grwits the ability to 
walk on wgiii or even on the celling. 



SubtBrranean mnvEment; The belrHg digs with ease anc t 
movci riaturahy Lndcr sci^l cirlh, liiar a mole Or a worm, 

5up<»HDr iubterranean mDvemAnb Eamc as the one be^ne, only In 
th«s case ",hc Ixrin^i tan Ll'rtiL.j?,h sen d stone and rcKh more difficult anasi. 

Free niovioment tlrroijgh nAtura; It tv ^le to move fa^rward thn^j^h 
Junj' .1 areas without penBltles t0 mOftmentf 




Ir'tnii'i pp'^-ic'r^ .A'^i.j.itii; i^'Viv^'ncnl 
Al/rOMATlC TkANSPDKT 

In game terms, this ability Is vthlit allows -1 being to Instantly transpcn 
itself frum oflc place to ar.Dtbcr. The tjniy llmitatloTi is that It tannot jjn 
thrcHJK*! iurfiKM se.ned by enei^ or of supomaLural origin. Ik Active, In 
which It will lijMs to r\ms to ablil^ to csirry out an s«tlor to ewcute rt, li 
Can only be dsed o^ice per day- 
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^rDhibjtioii»: i-iouM 



liTiJBCife 



-30 



Dlfitonce X: Indicates the maximum distance thsfi the being CP" 
tranvpoft iticK. 

Doon The entity has no sseili^ 'im-its at the (momenc that 4 tranipotb 
itSelff It is able to rEi^ch qrty place that he sets his mind to. CVen if it rs ncl 
«^ally found in the material world. 

An Jiddltlonil time: It alleys one n^ore time to trafsport itulf pci 
day. This advantage car^ be ujsed as many times as Is wanted to increase thr- 
number of dniHy uses. 



UnHmhed timer. It can be Lisqd wfhenever dcHlncd 
Recfufres X tur/M of jirtfmratlon (^enoil(y)r The being CHnnot 
ln^linf;incoLi5ly crnnsoort kst\L bul mthcr reqylrgi severEt-" JUms. 0^ 
|-iri'p,-riiiicjns tci do ,L The pi^pahiia on h e aaistve *ttlon, for which It tm 
hp. i Mii ii-tl oul wHlIc pcHbrmingot-le^r iittl&hi. 

T?irsuj[h (I jj^tfJc terrain or ctemmt (pffnattyje The transportntlon 
tii-^riDl jusl ni3|jpen, but '■^llhec ^htit needs Id be cerUiln conditlor-i met Eo be 
4bte- to cjirry It out. It Is posssbte, br example, that □ being cin only traflsport 
.t«lf jhrou^ mlrnsrs, or that it has \a do it when no enc tatt see It, 

The bemjii has □ Mavcmcnc Viilue gFeaTer than y^bat its AjjiUfy' 
indicate 





Cost CN 













'-1;:v lll.lil V.il.li 4 li' .1' 

Prohibitions: Npre 

Mavement Va.\um +X: It u t.-ip amount that the being gdda te Iti baic 
TDwrncni ipeed, 

N/tTb'RAL FucHr Value 

The being Is provtdecj wiih cwtnEirTiitles ^hac fijnttion like wings ard ^\cm 
It tti fl>'. It hju tci keep tb<m in a ^ood state, oi well as hiwinji enoujjfi to rocn 
CO flip thom and he able to takie off. If IE rctt'tVG* a critical that Droduoas scimc 
kind of negative tonsequeriDc, is irnmedlntet^ knoctecd dmvn. 



Effect 
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Natunil IHght; 14 ^(^H^l 
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Prohibitions: r jrjne 



NsturitJ flight Xj Indicates the Flfght Vfliue Bt v^ldi the being can 
oranipDn it^plf, 

Mv5TicAi FuGHT Valve 

Same as tbe prevloiJi one. Except that the being on fly thinki to it*, 
tuptrn^tural pct^n. ThErdbfc^ it can ctBTate itsolt under any condition 
ii no I knocked down , ov^cn \t It suften a EriclPiL 



jgffecl: 
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P<;riAltici 


Ci»iidicien«l riij^t .H 




ml 


Prohibitions J None 






Mystical ftight X: 


IndicqtEs the Right Value at which the 





tran^ipDn ir.'^r.'ll thrrjuj^h supernatural mcanS- 

CanditIonatftigiit(penaky}ilhc being can only f1)f If certain determined 
requirurncnts are carried out, 

RESISTANCES & REGKNt'i^JVTlON 
Increasep Physical Resistance 

The creature Is csfScciall)' pi^paned fer withitanding pht^-sieal ePf&cts. 
Thensibnj. appl;^ a bonus to iti three Physical resli^anccs [PhR. VFV, or DR). 



Effect 
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■ ''ri -■ . 1 '. ■• ' 1 ,r,irj 


20 


0 






1C 








'-^5Q tKsiatfincBl^HlHHiHI 






Pencil ti-es 


Only to one- .flj^^^HBH 




IP 



Prohibitions: NoPifl 



■ -HX Co Rejistance^ K the n mount Ihiu being adds eg iti PhF^, VR ,"ind DR. 
Oniy to arte iptaoity}^ The ognui l! ar\\f added te one nf the three. 

MY511CAI. ^ Psychic Rbestance 

It if/ithslands Lhe psychic and lupematurtl pretty welL Tbenefont, apply 
q bonus to one of the cwn fetlstances fftR or MR), 



Effect 



Cost CN 



■ 10 l^fl ^upprfflturnl r^^lSMhcc 




ID 


. >. 1 1 1 21.1 






IT) 




n^^^^^H^IH 


^^^^^^^ 





Prohibltii 

4X to SupernaCura;! rexJitance; Is tht! amount thit being addi to 
iti Mli or fsR. 

Penaliy ro Mystk: [^fjistance if^rr^^} 

It Is vulnerable to psychic attacks or tKoie in nfllure, for which it 
po^swse* t pcnait^f to iti Rtsiitunces ifi one fif the two fltltk. 



Piinflity 

ir. I, M I, 



■ Liij t'u r 1 . 
ProhlblfM- 



BorlUv GN 

US 1Q 




gS^ th« parttlty to Beslftancflf |i douliled 



by e^lccEi tvuiiLJ iti Ljpp&iiuv elemcnL 

-X to the Resistvnu*^ Thli \% the a,m«unt that the! being xubcram xn 

one pf the \yfO Resiiitiincea. 

P^EuENERATION 

The creature hw a dltTEnent Regeneration than provided by its Cari4ttbj.tlon- 
Thti amount is not added to It! base-n bu^ rHthcr \% 5ub!?rtuti!a IL 



Effect ^^^^^^^^ 


Cost GN 


Rc|;enrrr^tlon 




-Ml'. -1 








Hejjgi"' i'i"i"i' ^ 


'ID \ 






P;^|p(sttdon 12 


tlDO 15 




ReeentfiSofi Ifi 


m IS 




Regentt-nt^on 1? 


m 45 






F^'PLlllU'lf 


It does wofK ri>' 





h cm Iv vvDi it s I II 



-40 



1: 



Prohibitions; With elemental beings, the RegenmtlQh daes not wor^ 
-Ijj.UhJil ■-vDunds caused by the opposing elemenL 

Regenerritlan X; Indleates the grade of Heijcneratien that the crejilune 

h doM not Work againn an attach arccnditian: Some rype of attHiCk 
OF- COndltlnn nulhr ei the saecial KE|Enef.itlein of the beirig^ milking Ic th<lt it 
rf?covtirt wJtii a Icwol 1 the -ivounds that it receivM m thi^ vv^j'. 



tt anfy works under certain situationK Jh^ Regener&t^n only 
Lhlnj^i dctur. 

pEGENEFWnCN iPtnaity) 

Instead of nEgsnemthg-. i±ie tielngs prijfl;icAl form dcgens'Btci dfllV nnd 
mninlalfis uin/ woundi thai II hai iufrcrcd. 



Degeneration 








■il'. .1 diTf/ 


I*- 






- 'i^ ;■ 1 1 IK 1 1 ■) d.iy 


i^Li HI 




Prohiliitioii-i 




HcEcneratiDn Zend: 
iL ■juffer-^, needing 
Life poinCi A dmyt 


The b*ln| -d-Mi net naturally netcrver Tram the 

Lo use lupcrnatiural means ta do so. 

Instead isF n;coyGrlng wItK the pu«i^ of time. 



she biding las?*s the amount of LP IndioitEd ps^ day. 

SPECIAL IMMUNITIES 

Et pciiise^ei a natural lmmunlt)ii' agaJnat certain physical atuicki, 
speJif or pf^hlc flibllltlef. 



Effrcl 


Cast 


GN 




Will 1 ,1 ■ .■..■nee 'I-'- ' 


leu Eh'l^l^^^^^^^^^^^^^^^^l^llimi^^jQ^ 


i^.-'.^ i i-ir . mo 


80 


20 


l«» &mn n0' ~ 


k -/. rn.n"i '-ID 




^fl 






3J 


M.i;; C.I iiniTii'iily 


^ Zfionlc vabe lc«i« ttidn £D!^^^^^^| 




15j 




40 


15 














AiJ 


2«3filc V, 1-1 250 




30 








llllMI.II 1 


Vary DI1f Icult Potsntltil i^M^^^I 






An-.. ml IVili -ri.il 


so 


10 


Almost Impasslblfl hnte^tlnl ^^^^^^^^^^H^^^^^l 


lnipii-.':iloli IV' nhi 


140 






Lundillani 


-3D 


IS 



ProhlbJtjan^; WltNIn elemental bdngs, the Immwilty do» not functloni 
ii^iif nsl attaclu cffctti caused bf opposi^ elcmervts^ 

Phy&lcal Jmmunlty: I he being ciinnpt ne damaged physitfjl Htfacks 
thill arc nat liascd an cr-cr^y. For some supcrriatLiral reason. It is cnFiplEtily 
(mmuine to tonventlonal aitacki. though will continue Ijo rcoL'tve trie fercp 
of the imp^rti ind suffer the logiuil CK^sequences thviit thotse inrolve. If, for 
example, a being v^lth this atallcy li cruahEd by somed^lng collsipsing on them. 
It can rcftialh tfupped by the rncki even Iflhtst! dd not harrn It in ory wiy, 

The vecoiid factor that Influeneei ihli ability la. tfte presence needed 
to hijfm these teings. Sometimes it <3 necessarj' for thiS assailartt or the 
■^apon used to hsr/e a cei'iiain presence fpr it to be ab^B to riffect the 
creature!. Irt that case, the bcirg will condnuc ta he immune to the attucks 
based on er%Brgy ^f ihcic do mst navt sufficient presence. Attack spelli ih,at 
ciin harm energy, sincl any supernatursil atnllty ihal rtfftcti Its Rtilstanccs, 
aKvivys praduce effccti and narrrw-l damfl^ Qn tfie being, 

MagiicB] Smmunlty: k is immune tii the spells ih^l ha</s a Zi»nK: Valxie 
lt-4i Ih.iin iht line indiGited, For eMmpi-e, If \l l^ to speJIi up to a value af 
aO. any spell v/nh or Tia™ points ^3f Zecrn would afifect it normafly. The 
liuin^ Can If^nore any efl^ct caused b/f spells, be thcjy directJy against him 



(like my*tlwl utttcki offecti), or thcso that affect hli enwironmcni 
(like ihusinns or mcMllflcjjtlciiis to tH<G tem perriture)- Even so It Is possible 
ihat certain secondary consequences can affect It (a fireball cgr. cDliapse the 
nacrf, caL/.sirj; I'l damaj^c v.'i:h ihe dcbnS). 

ImmunFcy nriAtrlcci: S^ime .m the pnevlous anc, only that m this 
case it is immune tfl the psychic dtjdpJInes t*i3t h*ve a potentliil equal to or 
leis than "Jie one indicated. 

Cwttltttont tpcnaity}: Th^re seme c&ndltion L>ia; tA^m that rrn^dlfics 
the Imm'Unity of the being. It tsin t>e anything imJigin^bie, like on V works .il 
night. Or [hat ILi ieaailont does not use pr^]iectlie weapons againsl iL 

Pa MACE BAFtRIEPL 
(■'□r some reason, the be^ng Is immune to plij^^Ml wsiipons th.it produce 
a bise damage that li ltn\^. Iti [jame terms, they apply the rules of damage 
barrier detcrlbpd in Chmpier 14. This ability does not Mrrk ainlntt attacks 
capable of damfigtn^, enerijyr 



VulnerabI* tat Hare an listed the posi^ible e^rri«ntJE Ehai the belief ta - 
be vuher4bi« to. tt \\ necessary that afterwards the conse^uencB that -i 
produces Is chosen. Ir the ca.se that spveml elements pr conditions cauM- 
the same cffoct di the being, the consequence! is on^y accuired onCe. It ii 
necDssar/ that the chosen Flcsistance be greater th-Tn wtiat ttie creature 
r atumliy pasvcsiei. 

A ipeetflc elBment 11 mfl.'snA to be in direct contact wi th ooe of the 5i> 
cJemenb; Light. Darkness. Li rth, Witer, Fire c^^ A':r. 

AiaJrttt a dtitartnlnad abjtct: h li in te^j-cs to a specific type cl 
objectp like sjifred symbols, mlr^iart,,. 

A ward or sound:: 11 ttie being hesrs. a type pf sound or il specHlc word, 
'ike a wMi%tk', ii chi d's laughter, its name... 

A generic matertal: Like Iron, Mlver, wood... 




Effect 


Coftt 


GN 




Dttm^ barrier 4p'^^^^^BHH^BVB 






1 


■■ v-ri': r 60 


10 


D 




< ! 1 rHer fih 'i^S^HBB^I^VBB 






1 


iJ-, 


_20' 


^1 




: l^^^HlHiBBi 






1 


• irri'-r i iU 


30 


If; 




lHrri<!r lAiQi'V^^^HBIHBBi 








Prohibitiiii-i'i: 1 i- 








PMna^ hnrri^r li is the amount of hMH damn^e that needis to br 

caused t^ weapons so as to hiirm the being. 


« 


EXTRE.ME VUL.SI£RA&IL17V fPtnoftyJ 
It is fittcptlonaliy weak or vulnerablt; ,i|^,iinit Admethlng that tauies 
dlsastrGUi consequDnces oa it. 


1 


Penalty 


6ona 


GN 


1 


,\Aj|priTibk to . . _ - L-dl^^H 








> ■ ■iBttifirtt 


m 


ts 














10 






A Wtr : 












To IT,rL Tl lU'l .^.i 


to 


15 




l^fb a Ipedf k: pJoto ,jfl|||^IHl^BI^B 








A p^'i'.'' .1 ■!■ d tendltion 


10 


21. 












■ r ! r 1 ii.i |. 




3Q 












Uneanscuusness 




30 


1 










Wf,i -.n ViS 


10 














Ftf.,i--i,.i 1. I'. . 1. M.'quen'ces 






1 


^^tlFl Qc PhR ngainiit 14CI T|||||^nm|||| 








f-IK Pi.M ■ ! v. : 


IS 






P Ft (>r Fh 1 '-J J^^^^^^^l 








MK or I 'hh. .ij.iii u ^jU 
Pra hihition^; None 


2S 


30 


1 




A rare metats A «:ry specific one antl very uncommon, Mke stEliar 
mcl.ll, Ghestal wood... 
In a ipiecifli: ptacE: If suffcri chls if lE finds Itself in i sp^eclflc pl^ce, llkfl 
ii. Li'unlh, ihipj underground— 

A perfonal deterttijn^ tDndklori; It suffers the etfect If It faces an 
Individual tfiai hiM d determined ciiflracEerlstlCH iilo! bpfng a priest, a virgin 
WDma.n... 

Conifrquencei: IHEfc: arc listed the passible cariiiequisnEe!! that the 
bcmg will suffer wlien it facei ihaL ■ivhith It 1$ vuinerTihie tcio, In thesa 
dircumstiincBs, It wl'l nseo to make n I^ell4tn^^£e ch eck iso ai to not find itMit 
iifFected. 11 It fa Hi the rolL It wetild Immcd lutein suffer the eonisqucntes 
until what It Is vulnerable to dlsiappeart. If it passes It but the condition]' 
comlnuJss, it will hjivs tq repeat thi; check «very f'« Eur'ns, It li cgmpleteJy 
ntttssary ta Lhaaic a Ftcssstanm fgr ttie conditio*!. Th« jjencral states arc 
descrlb^.d in Chapt/ar \4. 

ARMOR 

Physical Ab-mor 

The toeing possesses a naturtil arm^sr of some tj'pe, like waJei or platesi 
thJit proteda It from p*T^ic(il impacts. It is appiiwi a^nat 5li the tj'pes of 
attacks except those that lane applied to the AT of En erg)?, H prateca the 
Mme lacrois the pnlitE ciady. This dies aFanrigr can he used h tafrihiniitlor^ 
1/vith other iaj-crj of constructed anmof, bui ItdHies not prtscuce a.ny typt 
of added penaltjf tp Initiative, 



iffcct 


Cost 










AT 3 




a 








5 








AT 6 


f;o 


lis 


AT 7 ' ^^H^^^IH 






AT 8 


10LI 






Ai i:'' 


MO 


35 



AT 13 ^ 

t^DriAlties 

Lmltcd 



ID 



Prohlbltioni; W*thln elc-rnentali they do nsot haw& pnatectrt?" aj^alnst Uioir 
opposite GtRrnent, 

AT X: k is the type pf natural armor thnt tha beinjE po*aasjes; a^airst 
attJickii that .ire Cui, Impattt Thrust, Heat. ElEctriclt)' or Cold. 

Umf(«rf (pvnakf): H does not protect ii^a^nst a detemlncd attiuck, if, for 
ExiTiple, it is limltecl ngainst attacks that ane Cut, the AT wdule not be atak: to 
be 'jsed agiilnit It. This penaltj' can de chcsen on nwe than one occiisiar,. 

Open (penalty): The. armor has an unprotectect area. Therefore, the 
ittacks aimtio at that area do rt> enjoy Its beneflu. 

MySTICAJ- AtiiV.OR 

Same' ai &it am before, except In tills ax t^e being posfitasscs a 
iwpEmgsuriJ aura thiit e5F>etlall)/' proiecti Ie af^alnsi aits my^al effects^ 



Effect 


Cost 




ATI ^^^^^^H 






AT : 


7.0 


10 




AT 4 


40 


w 


AT* 


£0 






AI H 


m 





PrDhlhjtjani: Within olernentiils they do mt possess protectlQn pagainit 
ipe!ls of the DppDElnn qlement, 

AT X; It l« the Xyps of natural annor that the ba\ng aossesse^ Against 
attacks that are of Energy, 




SOULS 

SpiB-iTfAJ. Abilities 

The fo<lowlrv| list pthers a sei'-ltt of ppwea thai can only ba acqusrcd 
spirlt*. 

Effect 

ffitBrscHon with th-s worl 

I^I.IM li".t.|ll..l I 

Incnmatlon 
Prohibitions: N;: 

InterACtidn with the world; In spite of being Innmrtterlaj, If IE wialici 
It can iiouch things In the physical wurW^ It Is is^en able ta actack, using its. 
natLTal weapons or empsoj'inj' i-natcrial obJecCi. 

ManifeEbitiari; it can mar^lfcsi Itself freely when it desires, being seen 
and heard by an;^ ;yp« of person, not an\y tlios« that hunt the ability 
to iet splrlu. 

Incurnrntion: The splrlE can matcrlallip In the wgi-ld at wvlil. toking when 
It rfesifics a corporal form and lnte«i£ting like a physical being,. Even l!f it 
rriJiTilfesti itself, li still Is Invuinerabi-e to any ^pe of attack thit vwstild not 
b« able to dama^^c encT^. 





Sortie spirits c^t? q^qnlfot tbeiTTiielvE* flt will 

JJSINATE SUPERNATURAL 
ABILITIES 

Elemental or 1,mmattr.iai Foum 

The being holds certain Innalfl supernatjunsl phyilcal cond ibons. In the ci'.i 
that it poss^issES an eiementq; forrn. the crtatuna u^es the ahilltlci descrlbufJ 
In the ipells of ph^lcal transform atujn that jppe-i^ In che rna^ic level 52 & 
each eiemtrtcd ma^ic path. Many of these spells cause that the d»im,\|?e 
receiv^ by th« opposing e-cment is doub-ecSK but if the being u already :in 
elemental that suffers aggnswjtecf dp mage ngair-sr tlicse ,ntjcki, it docs not 
IncneasE the amou<it of life points that ane lost for a record tlm^, JOftip in 
mind that an otcmcntal form is not redly a ipelL so it cannot tie magicj-ily 
detected, ttof' affected by the ablllCies that Influence spe<ls. 




Effect 

trrrnRlLTial farTtl 
: \i 111 rilr.l lom 

'"Y ( 1 l-i-rrr, iU; Will' 

Clfjnd litKHRcl -20 20 

t^rnhibitlaw On|^ the Living Dc4lJ can enter a ipt>ctral farm. In the gf 
ck:mcfi[als, ttiey rrikist siv^ thoQse £i^3m1 thiit Is in Kurd with thdr nature 

ImmatB rtal farm: 1 1 is natursll^ .'ntgngiblc Jjnd^ thEreforc, it cajinaf ' 
\oll\- or be louchcd by ph^iical bodies that irn not baad cin energy or 
li-at i\re not able to dan^i^e it. Nuturiillji', it Is i-mrriune u stt;^ ^fre or attack 
li-al ii u"|.ibl<f ta impact It 

Elcmentid farm: T he bctnjj has tt]C ablliUes d^dibcd Jn ttiE spfl^i l^^r 
ticnentr.i fnmi oflhc maj;.lcnJ pMhi, 

Spectral rarm; The bein^ hoi the abilities i^icKbcd In the s^cll gf 

■|M-:rXirYinnc;V of Itwl 57 . 

PHy^icvl form wWU In spittj of the njituml stftte gf the cneiitun! being 
wh.it wa^ described, if i" wishes it can asSUmE a ph^fcn; ibrn^, 

CondhiatiBd (ponnttf}: It duI^ vrarks, lj:ndcr a determined liti^aidtiri or 
\t certain requtiltes nre met. 

Innate Magic 

Th« bemg ^has the fiblllt^' to tnrmtGl)' cast s ipell vv'ithout the need of 
P'lj'lng lu Zmmk value iind hJivlngthc Gift, This spellij ;irt! linl<c<l le its eaenoe* 
lb*- which it dgci not need tg rcclct sncantadgns ngr make gestures tg use 
Lhem. h ihil castn the co^t io DP variG deptending on \ht Zcgn-t vnlue then 
ya^ v^nt the s^e^l ^« h;is«r Td Giiculate it, ^idd pomts to tht: ipsli Zeot'iic 
cost unii to the maintenance that ygg want it tg haye, ^ntl the resulting lum 1^ 
tic cast gf DP needed tg .acquire the ability. I& casting can \x: qn flcdve iictlgp 
or pajssiye, dcpendjnjj on the spclls own nature. The Gngsls needed is also 
v,Kij!ible, Hind It calculated dtvld^ng by two the level r^aglc kit iht JipelL 
,infJ raunded up to the n&srest gnyup ctf five. For cKample, i spell that is i-cvel 
fQ wguld r^uirE a Gnovs g^ 3^ tg he able tg i^E cast hoat^ly. Each fp^ll 1; 
acquin::d separately and tan only be used gnee per day. 

We w^ntq beinq tb^itcin ihn^tftiy c^it tiic-jprril fta.ilsh Nts^a^ivc 
I njiTtiPi^s. Althoijgh the fc-^ic cost fop -the ipcl; 1^ Qfily. HO, ft-c 
ij^aihg to b^vs It c;^'ii: with Zcprrtc wiluc of 1^0, wnish gddd to "the 
2lD ptTinb tbgt thb abflrty cosis, gets q igtql ccKt of 14£1 PP, Civtrv 
iihqi the spell Js feytli 40, the iiefn^ vv([[ r^esdj to have ^ Gnci3ii of 20 
to be jb'e to tjse tt. 

Effect 

innntc ^pi?ii 

PtuiAltir^ 
r. 1,'i'ionBd 

- ,'. ii.il liii >i I' i jreti 
i >.' l'.,i, 1 full turn Id 

^^,^,|^ilr^.-■.. I 'mH |i.|i . U: |lT.'|j,'re_ 

Rjequlres i full turn to prepar 

H/.i|ji'(.'. ^(i iiii - Ml , Ti. |Ti':.i.ir-e -SO 10 

ProhJbklont.: i< ii . . m' ' r cien^ental bElngs, the %pell ncedt to be of 
'.he p.ith that ji-. c-.i -ts eJement, gr in defect, one of free dccefs 
th<it is not closed gfi tg it. If this ability is chosen ihrgUgh a spell of Acquif^ 
Ibwcri Or of Cfeaticn a F beings, =t is only passible tg thaose spcl.s that the 
wnrlcck hi capalile of us^ng, ^nd he will hiive to pzy tts Zefirik con ai well, 
: ^ An added value to the $p«ll itiit he has c«t. 

I fa v^y\ ock wanis to cwitc i water cicrrrenta I witfi 
[ the spell Cti=irte Urfiihie of level S2< tbat wvill hs^hls to 
! be ;in inriate spell af PruiectiDn bubMe, aj^rt 
i fram tfie v^lue ufiiie spell be will \w<i p^y ttic 
iiO Zear? poirrts thattbe Bubbic cdsts. 




nl 



An eddlrional u!s«; The ipeil can be cast an nddltmnal tjme-per ciiiy. 
This advantage car be chgsen M many Eini^s ss I* needed to inCTEaie the 
amount of uses for the spell, 

Unlimited: Ihc ^pe I can be uit as man)' times la needed. 

Cond^t'oned (PenaJtyJ; The Seing It not fnee to use the spell whenever 
\l wants, but rather it needs certain canditigns tg be ^itiie lo use. It it, 
possible, Ibr exiimple, that it can gnly be uiit a I nighin gr that it needs tg 
know !he nv^^\c tif person tfint iu KtJinj; to tie used on. 

Rmquin% X tum^ of prvpartnietx (PmrntHy}: The being wnngt use the 
spell (n an Instantiincaua way, but rather it -iceds to prepare it far icverti 
turns. The preparation .s a pasilve .nct'on, therefore dunnj! ih.it timi; aihtir 
actions c^n be perforn^ed. 

Innate Psychic Abilities 

The bcln^ pci}sess« an innate psychic power that ctoes not use ih-e j^eneral 
ryle ior menwi abll"tl». The p<jwer chosor acts direirtly with i\ de-tcrmined 
f^terdal, whidi mp^-ns d^at it doss ngt rpil dice ntw can I?, sppne PP to 
incraasc its value, Lite in innatD maglCt the co5t in DP wauld vary depenUi-fg 
an the Ftitcntial with whjdn the power Is intended tp be used at. To calcubjie 
It, you must also add to half oF the Final wiluc oFlhc Fteterlial you wiih the 
nnate p^rtitiic power to possess, and the Final rij^uit thc: nm.5,int of DP t^at 
is needed tg mvcsted. The Gnosis rEquircd iftir-es drpondinji on the 
of the piythit power, Those of first le^i^l n!<]ulrc Grosls dF 5> 15 For diose 
gf secgnd level ijrd J5 for diird level. Its u?e as 4n witivw or pwuve iictlon 
d^ends gn its cwri nature. Each power is acquired separately and can o'ly 
used once per day, u^nlna additionnl uses are purch>Tsed. In the ckk thur 
the ^pcll has ^ malniM-nance cost,. 45 natural duration [\ five turn«^ after ivhirh 
an addhlgruli use woumI be required tg mtiks it lust another ft>/ts msn:. 



Goit ON 

.1 1 



Effeci 
Innate Pcwer 

Ar-. ,ii.;ijn i.'ii 1 1 u.se 
Li'n limited 
Pen a k i P5 
Cgi • 

i^i-'q •;.,!,, prepare 

Flcqulrra 2 full turn preparc- 

i^rqLiir- v H fi.ii lurn l. . • 

Requires I full turn i- 

i^Equirc. i 0 lull turn i'- .i i t- 
ProhJhItiDns: the water elemental being? cannot Use pyngkinodc powers, the 
uma ^ tliai those made of fire will not have access to the £rydklnet^ ono. 





Innate spell: TO caiculiite Its cgst. add 20 points tg dn? Zeonic 
■■.] uc of the spell and the maintenance that yOU '^rant It td ha\*. 





Innaic power: To cajcyl^tQ ItJ tofl, odd 30 points t£t iialf th? ftiFce 
'hill you 'JVt&h It to possess. 
An ftdditlonal uta: The pcwrr cnn z>s f-3$t an adaltlonBl time per day^ 
ma-ntnined tjjrlfi!^ rivc addlilDnaJ turns. This advantage can be chosen i£ 
many tJTiei ni Is reGded td hcreise the afl'tiuilt of ttmes that It can be used., 
UrtHmitcdi Tht pawcrc^in be jsqd ds mafy Qmea u ncedott. 
Con^monttt (Feno!tf}i Tht treing Is nat free to use the ipe^l whenever 
it wajits. but rather IE needs cfirtflJn condrtioni to bs ^bfc to use. It I* 
posiihie, for CKampic^ that it car» only bt am oc night, or mat needs laj 
knflw nhe njmif of the person th^l its f;oing to Ije used on, 

Retfufret X fuj-ni of f»r«parat^Df^ (Peiioity}: The sgm? iss m the Innjite 
spei'A. l 

Metamorphosis 

Thfl creature poisEssei the ibiiltj' to change ici aspect irw\y, 
Effect 

fiuit mcLmd'Tphqsis 

Aifvancefl Mflt^morphosi 
pEnalrici; 

Cand<tJ«ne!d 
Prohibkions: Nfnir 

Basis; mcCAmorphoilij It dlow^ the -nadiflcadori ot CEirtaln bodiV 
tr-jit'. ir 5 lirTTted way, II racial ^oclions &r chc cd.or aT its ikin, 

Metamorphasli: It grants the ability to freely modify t^e pl^lt^l form 
up to double or half of its onginiil si2E. MEvertnelBi*, the ti-AsisfonrmtlDn 
will npi bG able to comsletely i^n<5i^ the Dniinal ratun^ of the being. 
ThcrcfDrc. nothing thijt need* to areiiLh tan bctome a tabic, given tbnt It 
vvouici -atii tne me-ans to survive in tn^jt rem, but could perfectly bocDirio n 
dog. It does noL sfant anj' af the qLalitiesi cif tne in^itnted form. 

Advanced mfstimDrphoiii: It cDn^ri the :mlilty ;o take ciry sh&pe 
thai ll^.e DEaturc can 'mngine, -is long as li ii not ten L>mos bigger or tmallisr 
than «Ls original sto. Although It does not gain the abiliUtis of tnc Imitated 
Ibrm^ Che c«sscure eces jja?n the advantages ijia? its siae gWni iL, the wny It 
15 indk.itcd or Table B2. 

Candhiuncd (Penaityji lE qhI^ worki under a dctcrrnin^ srtuation or 
li' cfM \ ,\\t' ^t.'quiri:;nen[s ar* mt% likfi htf^irig prewloLtily seen that in iwhat it 
IS going, to Tran^|-orm into. 

[NVISIhlllTY AKP UnPETECTABLE 
These arc ttie powers diist allow crantures to avoid be^ng cltfteetisd by 
ppthei^. be that by natural or mystitfli meiins. 
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Prohibitions: None 

Myttically undetectable; it parmits it co add ttic amqbnt -ndiciitcd 
TO Presiitj.liiicc Lti(S:l*Ls flj^aintit art/ type of detectiOHK be they af a magical or 
psyT;hic nnturs. 

Chomelvonk cwrnouflifai: Ta lee tJit^ trci^Euf^e, If it finds itsdr 
tomplctciy still, require n chisck of Absurd in Searth and Almost Impossible 
Ir Notice. If it mtwes, the diffic:u<ty drops dtjwn to Vtry DiffitJlt in Segrrh 
nnd Absyrd in IVollM. 

Spiritual invisibility:) it 1^ completely inviuble^ cKcopt for tho^se beings 
cint poisca d-ic ability to see spirits or that r^Qch a difficulty of inhuman In 
their Search cheik, or Ztr* In Noticfc 



InvlitbUlty: h order tci see the creJiture It Is neceiiiry to rcacJi i\ 
difficulty of lnhunir!in In a Notice or Search check, 

Carnpletv inviilblllty] The be^n^ ear-not be seen by meani. 

Undetectable a^tnit R i«ni«£ It is not possible to detect ths tieing 
oy 'J tpecfic seric other trigr- slghU thut to S&y, with cars, nose, taste or 
touch, it could perfeLlly s.jtmfy c#iat 4 produces no loise or that iL does not 
expel any sme'l. Any perception dicck used to detect th-e ereacure usmH 
a^ily that itnsc, v.rouid suffer n -140 penalty vveulc' require the ability 
to m&ke chctlc^ of Inhuman DifflculEy. 

ConditionefS engftyj; It on^ workf undti' dBtenrnned slti/atloni.ar if 
tertiiin 'cq ui rementi are met. 

The creature ■rrudiates a strong magical aur:i, whth automaticQliy 
hflucrces nnyorn thnt comet, near *L This iabill^ iti similar tci Added 
mjfstlcal effect! gatlierec? In Offensive aniiitiei, ejiccst in this case it is 
not nticiissary to Mnkc and caUic dnmFif;e to affect those that tfin: an: found 
within iu» area af L-ffect, In game tcrms^ this pqwier functions the sjme 

sn autbmatii; speH whose coi^dition conusts of being within che artn. If 
the REi^stancE « passed. It Is not necesiary to make another t;tieck until it: 
liMves the area and then enter* It ajgain. 
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Penalties 


Additional concldan .^^m 




'30 


20 


ProhibiCtons; fJ' i ic: 



Armui Indicatci the rradlus of effect of die ability; ta^ m tho cimter the 
creature, 

Reslitance; Sea the Rfislsiar«e ihsx a n*«jed to ipass so rs to swoie the 
effect of the aur^. Ydu must rhoose 1^ the bBlnj? forcts a MR or Phfl check, 

EffecCB4 St is the state dnat Someone Is sgbmlcted to If Xhny are not able to 
pais, me iiurii-'s Reslitince. Its consequences are the same u those (Seicribed 
in Cb^tor M or l^i the pc»ver Additional nrrjritica^ cffBcti. 



Additional effect*; lha same iM wiEil the Addlctonitl mjntlcal 
effect*, I ItJWa you to link new dffnrts lu the sarr^e Hesist^incc flli!owln| 

ilv ■ iir'oduce <^rx}ui iw-m at the same tlmic. The addltlor*! effceti 

h.T^n ^ l-tt^ht^Jice of 30 points \x\Wf (h«r Initial va!ul^^ akhnugh wie dEfEndpf 
□nl^ nenfls tQ carry gut am diecl< agnln^t chem, /^hich pcrmlci the abiilLy id 
wllhitiind njflne ciffdcB and not otKcrs. The order of fsFfectii mwrt be made 
depervdfns on th* DP -vnkic. pinclnR Ihc ones with a lowicr cq?t first. 

dt^Mfond/ cond'Jtfon ff enaft||fj; It li not enouiqh to JtiSt be wlihin The 
nuFD to fmd □ncMjK fprci:d to make q REaistance check i b-JI rathC anotihef 
conditJon must tie fullll'ied. Ma^be Ic Is neccssarj' tn look dlredJ/ j\t %Uq 
zrumum. or twen Jvttatk It, t© have to pan the Rcwitjiniic check. 

SPECIAL PERCE PTfONS 

Sphciai, MrAM5 or Vision 

This □blllty grants crcaiiun^ ladvanUTfiEs when uxing their lanse of stjtlhL 



See the supErnatural: This jibMy functions IJie s^rrie way tl"'!: 
creatltwn idViintiiye wltn the same rame. 

Slvpeknatu'ral Detecj ion 

This n^eans t^at the creature haj Bie iupcrnatunal ability to sGcitE 
things or people that are found around n. If thay meet certiln detier^Jned 
coridkiorvii, This ability II equivalent to DGtedK>n spei'ls- It 1% rm^r^s^ry 'xi 
ncqyinsf the area o^ detacoon, the Rfiilstance and the charactjerlstlp 
those that are detected. 
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Pnili i b i Um is: Nui 

Night vlilon: It ailovye to red^ucc in half an^ penalty tnai is applied cue 
to natural darkn^^i, 

CdltipletD nl^t vlst-tin: Completely nullifies .iny penalty that l« cauitd 
by MiiILirill dorkncii. Ih all effctts and purposes,, IT sees the wme in totil 
dnrkffs^ lii ll^^il. 

Extrmensprinj vivlom The beln$| daes not nted ej«s m perceive thai 
which li anaund It^ for nil InEunts .vid purposes. It "feds" its iunuundln|[S 
Si If It tould see normally, for whjch It does nqt jipp-y penJllc«« Co Itt cJlMkJ 
th.it use vision like cantlltlon^ of darkness or angle af vision. IMevertheleii, 
11 sill! r-nnnot «ee through walli oriln*4kli' phyiical o!5|ei:ts. 

See magic; It possesses the ability to see m^tglc, 

St^t! maiHcetl: It gr^mta the ahtllty to see ihc psyciilc matrices, 

Se« ipiriti: It allQws it lo lee spirits. 
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PrdhlbEtlnni: None 

Arew Ind^tef t^e rsdlui of cFfect ef th« ubillty, taking the itirAtun: 3s 

the cnnti^r. 

Resistance] Sets the MR that Is newied to be pniied to jwold ti«»?| 

dcletl LrJ. 

Detect life: Dcbeets any source of life iJiat is ToLnd wliKln the area. 

Detect somethmg specific; \t grariti th*? abillly to locate a cctcr^lned 
characteristic of something- To gije an examp'ep the being could iMdta 
jSentr* objects, Ifkt prctlous stnnci, or a certain quality In things or peiwle, 
llfee memberi of royal families. Tills ability tan be acqtrlrcd s<sfcral times 
tiding advjinttee gf the sam^e ire^ Jind neslitanoe c^ic Ic Already p{>u«isei. 




f he 'dyn-: al".i I'i.n ?.ii-if-r. :rie Ljpubjc iccririv^ r;.i-l' 'ii.:i^: truin those of^ hunria-i. 



CREAtuRE ComPEndii/m 




The wortd of GaT* Is popwlatccf ts^ hurvclreds of supei-naturol creatura 
the mosc cJlvtiraB islfids. tike elcrnpntsls. mythical bEasis, ar ^plr-turil 
entitlrti. Havmg analysjed the methods dd crentp thj-m ir. Chapter 26, this 
chixpter descrbes some of those bc-in^ji. 0( toursp. L*^ey ant only a imall 
amaurit of the to'al that cjdst In Clgia, but for nt^ Lncy ^wlll be enoijigh so 
thilL you can get nr. nipprosijrr.iStie Idea of the woP'El'i Ldi^isunl Inhnbltjnt^, 
The effiKfifiilarii the En.titie.^ ^rt aIm^s scmctuned In the tame vraj'^ 
^thcring tts sttitlsclts first, fbllQwed b/ fin t'^wplnn ution of Its nppfiuirantc^ 
eoridiJtt, and ab+llllc=,. Keep in mind thnt yi'haL I;. rEflertFjd in che 

fworti only n!pr?sBr>t5 an anhet/pe version of each creature. If yau wish 
fi\^ tan Iricreas^H decrease or alcer ts tinillclci, ;u ygg deem ne<e^sary. 

GAME TERMS 

In the foPDwing 5*cciian "he tf^rir.5 [fiiV. .ipacnr in ijLich record ■hvHI be 
detailed. All the vVeaknesscs or ctlsadviJiUges of ihc bchgs iire shown In 
ciiriiVT', differentiating them from ihdr other poyvm. If on* ci-f tficm idocs 
not hiive nnj' fibi'ltie^ or ipetiiH tharacterlitici in aric specific field, they iSts 
nai ippcar in \\\ de*trlptJon, 

L«ivel! Di: fines the level of the creature. 

Category; Indki3ie!i what type \\ i« and, tfeptndlni ©n the case, «F it K 
elemerital or undead. Newt IB ttils noi* CheTB is a value t*iat si;^ hew 
'Tiuch Gnosli it possesses, 

Li^ F'olnti: These sjn \a If IL uiei D^agB Re^lstano;, ItwH' »ha be 

hdicitpcl ht'fi;. 
Class; ^ipeclfieJE whit Claai et belongs tCl- 

Charactertfftic^ InE^lcntei the norn-ia| viilue of the phyalcaJ and spirttual 
ChjrattcrlsLits cf t^ie creatune. 

Rv^btnnces ThlSi \i the Peslstun^e v^^ue t^at the ure^ture posst^tt^e^ 
(PhR, Mft, Vft nnd DR). 

Inlt(at[v«£ This is u^d to tiakuliatc Its Initisitlve, TTitJ can hisvc ptJier 
wiiiPE, depending an the type of ;>Ctsck that they use, 

Attack AbHItir:: Indicates the □ffisnyve aallky of i.*ie being. mnTyng use 
•Drill, til iTcrr Ml Lj'pGi of nttack. In same instances, cert*li(^ Crenlurcs hnve trhc 
capabillt)' to lurry out mare t^ian or-e atL-ick per CDmb.:vt Turn, In these 
cases, the Ablht^ that they use to do this apoears, with a - sym-Soi aftet tihc 
pflndpal one. 

DefansQ AblUtjr! R«f}ed2 th? vulue tfiat It us^ ta 8ldtk or Dodge 
attacks, if the v'-wds DB.mage fteslitance arc shown, this Indicate* that the 
seing QE^f^na^ ItMilf by Damage fe5l5tPin<e, 

Da.nr»ige: 1; Is the Boie Damage that Its flCtadtiproauH^ After each one of 
:iiem, :hc pnmary and secoiidarj^ Attack Type that they use li IndicaS^'il, 

AT: The armor with '^hlch the trentupic pnotgct* itself. If '.he word 
Niituf^i appear* followed riy 3 numeric •^alwi. It uses ctic same one against 
all types pf attack, even Energy. 

MAj The Magic AceumulJtlO'n of the creature. 

lEeafi: The iri,"!Mimium valye that as Tiasjit points can hnvf!. 

M^tc ProJeiecFonj The abllicr' with which It dlferts spells, In iiom.e cases, 
ir i;,in lie diF^cncntlated bei^en It Offensive and Dcfeitvlvc Ability, 



Mneic LcrvttU Tfie paths that it ^ormnJI^ knows, aa- well as Its level. 
Psychic P&tentiah. The potentinl tbi". nj added to its i^^ycJilc Check*. 
FrBB Pp: Tilt' .| nount of f^ie HP th.it It poiie-isci, 
D-lscdpllnexs IntflciitS'* 'ts Diitlpllncs and Psychic PtJWiM'S, If arte of i 
them \\ sm?nii,!.lhcnC[l, Its V^iiue CCin bo fouid reflected next t<J IL 1 
Innate: The number ©f |nn«e Rsythlc Power* thai the creature ; 
ftin rralria n. 

Ps|rchlc PrE^JntttDn: Its ofTunsive and deferssive ability ust^ng Psythic 
wpn . 

Essential AbllltlMj lridhu.tes che Essential Ablhtncs that endh j 
^"EiUirc paiaeiies. In the great majority of eases, t,*iey alrciuJy sppear 
r-ef'ei:liL-d in iu attnbutes and stildstniij granting tbem the ^blilt-t^ the exact 
same my Eh.it iis described ir CliRptfir li. If One of them repuires eome 
kind af cljirif'wtlon, llki; irr,rulncrnbili:ie', or weakiicssEs, It is detailed ntxi 
^0 the cxpla.ia^ipn of iti pcvvtr*,. 

Powerf! This is the list u* po^vers and spctiaJ qualltieit i^iat xre Enxplfllned 
cflrefuHy after tlw enplanatlon of the crenture'* r^otfus Operandi. Ktep m 
mind that not nji the povwrs r>eed to be descnbed, K, ^or e.iuLmplEi ^ ae'ng 
h^i,* Che ipdclnl ptjwcr to th« Supernatural^ thli mflan* li possnsiei the 
{[ift to dlstinjiulih spiriti, mngic, .nd psychit matrices^ die wny Efiat it is 
ttx^ljiined in Chiipter 

SpeclAlt Indicates the combat maneuvcrt. or we-JiparrS modulEa ihnl il 
passcs^ps. 

Slier Fir'l PLh Ih-e physical dimensions of the bahjU. 
Remuneration: Its lcv*l of RiCfieneraiion, 
Movement Val ue; Its mcwment speed. 

F4ti£ue: f,iusiijc; pomts. if tho VJOhS "TirtStsa" appen.'*, tho creature never 
fiots f:i1igui«ij. but It t,i'i alio rot Invest Intk W bettci" ts physica: abilities, 

SecDndaj'y Abllltlut The rniost commpn ikllli It poucsses. If one of 
neni ftp pears in cursivv^, this mieiifis that It has some type of spetlal mrtjdifHer 
due to <\h niitunc or condition. 




imimry 



Minor. Light Elemental 

LitVtfh 3 Category: BntwEcn Wjrids, E'cmcntill 15 

Ulfe PalntK 140 
ClaM! ^^crobaL'c warrior 

Sti^ a DtM: 0 Ag(; S Con; 0 Ppw: H Int: « Wp: ^3 Pier: fl 
PhR MR m Psft ^jD VR 50 DR iG 

Inrtmtivd: 50 NniUiMl 

ALijick Ability: 130 Light dawt {fiO in grtiund) 
Defense Ahllityi 110 Doiigt (50 In j^rauild) 
Damage: 50 Ll^|hl Gaw« (CutJ 
AT: None 

Essentia] AblMttet: Ph^&ltsl Exempilon, Unnntural Slztir 
PowersT NLi.LurLiI Wsj.pon!; Ll^ht Clsws [DjLmiijje Energy^ Elemenul 
AiLick; Ljj^hi, Supemattjrtil Attijck). Sptrltij4il Gr?iM (Ef^ecti; D^rnsigp 120 
T'hR), Elemenciil Form, H>'5tl!:Pil Flight 10, Sec tliE Suac-rnaturrjl, 



SJm: 11 Medium 
Mei^vement Value: ^/1D 



RegeneratioiTL i 
Fatigue: Tlrrlcn 



Secondary AblDiJeftE Notice 90, Searcn 75, Trgck 35. St^i'le 15, 

OliHr, edited "Birds of C'lel,** die Lumlriftrlts arc tht! moit common 
llgnL clcmentals. The/ harw? tnt iippe;vmnce o^ enam'ou-? e.igi«5 wtiofc 
bodies .It-ir miitSi; up of il m»155 of ctTiickllng lumlnaus cnDr|;y. Willi Its wlnp 
cHtit-ndfd. Its sp^n "S W^'idcr Lhrcc meters., Thcjf nrc dways 9rl|^hl 
white or hlLi€ tXHiEs, 

Padflslk m n-atun^ tJieir Bfeaiest pfiSTlme 1^ to tr.i^el freely izhrqugh 
■ihc sklta In complelB calm. In a eonfrontatjoni dney tcike qn. g menacing 
Jlblud-e. trying to IrHimidate dheir adversaries aid makr them fl*e, Onlj^ If 
Thf Lumin^iriE* are sufficiently prcrMoked v/IH they rtipond "m an agsresslvs 
■jvTi^. and thc)f M\\ not Jtap until Lhejr tomplete'ry de«trc^ their ;idvers?ir)^, 

Solitary tind iullen, Lumln/irles only Dpenl)/ rolatu with creatures 
lI'iU «ine ftttunenj wlt^i Llghtf Even io, they sometimes develop ri devod'&n 
towi^rd some humans or utKer intetlljient crentur^^. Although Lummorlei 
understanu dozens of lan;i,u.ige!, the? are un^bli? to cxpregs iLherTiscivci 
111 Them. In f^ct^ tl>cy use a language ihal only odier lumlndUi iic:ln^> 
understJind, They hafirtj a strong sensci oF ^^spornilbll ity !ind duty, which 
makes diem BMcellent i^uanalaris. LuminaiclM are {jften 'ound In ruins oi- 
isolBtjisd piflcev, trying to distance tti^mwlves fn^m the eyes cif man iind 
h.is problems- Tley appear akane as well m Ifl nqmerotJis gpa-jps. 



i^OD\J5 O PF. kAN p I y V . • ' 

The tflflibat style of th-e Luminaries Is . 
sascd on thel r abll \ly tci TiancUuer In the Air ' 
nnd throw therrissives atop of their enemies ^■Z'- 
n I great speed, Therefore, dicy alwayt iDOk for 
open places or wide chfimbers where they ci\p 
i'.y freely and get the mosi out of their mablllty. 
If, for some reason. Luminaries find themselves 
fbrred to fight on land fin* «ne)Cised ipaces wh-osc 
Walls thty uinnot pass through, their attack ^nij 
defwnse nre consltSerably reduced, |h a battle^ 
ihcy ad In diffcrent ways de|wndjn£ on the 
body type o'' their .inia^cinist. By thietr niasuret 
Luminaries have no vulner^ible point. 



-LJinin^ry 



C4Uie SdiTUlge to ethcreia) or Immaterial creatures. Wher-. thrv |. 
dirough an ar^antc l-ving, belnjt, they tiuse the effi?ci Spiritual Gh)7i' 

Spiritual Graifl: The UjjrA Claws c^se different conscsquertces In 
corponal bemj^i. Thf'lr illsshtest contact Is capable of teJinng iomeone's 
spint, which re^ertrerates on the body, causing deep soreS and ulDtiiationi. 
When q Lumir^ary does □ luccessfu! attack agamit an organic llulr>i being, 
It docs jiat produce a loss of Life Points m * conventional wty. but t iorccs 
its; \a.r^t\ to mJlke PhR check pgainst a Difficulty oi' 120 or suffer da-^-ap: 
e{] jEil to the Icvei of dlff^irencc of t>lc fdilure. 

Mystical Flight: The Lvim.lr.arlei cnn sgpenfltumliy fly with :i Viilue 10. 
Tilt bonuses j5rn.nti;d by this ability In com hat are 3lre.idy reflet twJ in thrr^r 
stutistki, given that they alwa^ use It when flj^hdni^. 



Catenary: NnUjfi<il S 



Levah ^ 
Life Points: 17 "i 
Class: MentnllM warror 

Str: 5 DG)t] 8 Agh 8 Con: 6 Powr 5 \nti « Wp; 11 P&r; 6 
PhR 50 MR 45 PsR 70 VR 50 DR, 50 

Init^atfvttE 30 ^^nLJr^l 
ACCHch Ability 100 Bite 
defense Ability: T^D Dodfje 
Damage: 40 BiLc (TfiruSL) 
ATi Mur"se 

Esienttal Abilities: 5uperhumnn 5plntual Charattensdcs, Acceii to 
I'ivchic Diiciplines, Immune td NnTural Poisons, E>ftrerne Conceitnitlon. 
Lack ofc Scrtjc. 

Powen: Natural Weiiipa=nn: Bite, Indijj.o Vunam {Lv Spider 
Movement 

Psyehk Pobantlal: 
Free PP: 4 
D|s.ciplinej 

fsyc/iaifineslsr Motion DetGctiun, PsychoklnetIc Impact. 
Tt^e|i(7triy: Mental Communication, Mrnd fading 10^ Area Scanrinj, 
l-'syrhic AsSftUlt ' 10, Mihd ControL 
Innatfi: 1 

Piychtc PraJ«ctlon: 115 



Size: 11 MeciLm 
Movement Value: 0 



Ftegeoeratlon: 1 
Fabgue: 6 



Secondary Abllftle$j Notice Search 10, Hide Climb 40, Stealth ^. 



FlEmcnta!1 Form: The natural «RLe a I the 
Lumn.Miei li cumpiirttly Immfltiiral: thenefoj*!? 
I hey ctn o nly touch iir^d be d^imaged by objects and 
attacks thHt .iftect Energy. Moreqvcn "heir luminous 
e-ssence oftsj-s them a bonus to their perception abilities, 
wtvich is nlf^adSy reflettcd 'n thek stiillitlcs. 

LIgbt CIawi: When throwing themselves in combat, the 
Lurrln^ne^ al^Mays use their claws. They are natural weaponA wth Cut 
Attack Type, Brea'taj^ 0, and dne cibiil?y to dflmnge Enengy, Being immaterlBi. 
tDiivenTlon-iii defenses c.innot stop them, unless they arc able to defend 
j^l.ilnM supernatural ntticks,, As Is die casc v^ith the Shadows, d^e cittws only 



Tile U|or are known ti psychic spldjjr^ becJsusB of their 
simlinrlty with gig^intlc tarantulas. The truth is, however, 
tnat they are not tnJe arachnids. They are fflcc 
supcnaturdl cre^i^ures glftcc vv|;h gv^iii menml 
abl'IOes who ir,nme ciose to becoming ejctinc: over 
die course of the last seven centurie'i. Thcv 
possess a re!iUvely devatpd inicliect ih.\t h'.! 
allowed l^em to Liddpt to new life condition! 
and to hdc ttiemsckes ''rom humans. 

La^ look like enoma^^ piiys'' 
p*der! ^ibfxit the size of 6 big m^vi^ 
Thry possess three big crystallne 
cyta and filled wid^ sharp tfctl . 
■l^^vi Alio, Withm iti bu.bous .lodomcn 
■ A, can DC seen port of Its cerebGlijn 
'-3 :\TvA ts ?pina- column, ^at standi 
out sllghdy alxj/t it. They llvi 
In small communities, between six and thirty menbert !• 
praportion of one ffemale for e-zery flvie m^ilci. They liw m fbresg 
or mouriLsins, and they choose deep subtem-Tean ctwes at their der^ Li^r 
are fierce predaMsra i?iat hunt all kinds of animala. c^«n t»ic most dangemu-,. 
ones. Thi^' also attack humans 1^ diey enter inm their terrltohes. either frx 
fcedmg diert^iieivfts ar to iT^wid l»ng ctscQvered. Normally iagor go ojt n 




VTiall pMks In soiirth of prtf^, wrth n rrunlmum of Kiff ot th«m rcmadnlriH 
txjliUxi in itic 11 r -wiLh the fcfnaJcs. Thny cornmunotE with each others 
thanks to their PSythIc AblhtlKSi Lii;^or tend Id livt behwecn five anct ftwrn^ 
)T!flJ3t and they rflitth Judutthooo .ifttr tht ■Tlriit twelwi Tinnihs. 

On rare aixason!!, they tan tlomlnjitjo Et hiinvin begins to u&e Ehcm ai 
•m .^gent, farcing him in carry out drfferEnt services that irvterEsc them. 

MoPiJ^ Ol'£li>\K:-i, 

in (jcnera], the Lagor aiwayi mRlmoiin PiiaivB the istna Innate 
PFjrtihic Pow^uri - Arta ScannJnfj a^id i Mo'-ion Detertian at a !*wl 
p' Mtdiun'i ,Tid Dif'iEult, ntspectlveSy. This vvd.y, sny Indivilagi wKo 
ctmiM wittilri at icast Id rnetGr^ of them must automaticflii)' mate: gn 
PsiV Check (with d DlfTlcuA^ af 100} tn gvaid their mirv^ Trosn ocni^ 
detecti;^. iind they m-jst make a FtiR Omicx [with a Difficuity af 12)01') 
□r chE spider wll'' discover ihnt somcchiii^ u meivlni around k, 

Ontir ihe^ havE fcunct a target, tiiey remnin hidden and bc-^jn ic? 
concentrate to tr/ to eontnul their vlccimi ps^ihlcisliy, Omt dominaied, 
titey ie-id them to a hr off place and uic their poisn-n to par^ij'TH them, if 
tfiE Ugor fin? oi^cowred and must entei- tombraL, thc^ use thi3ir abiiitjf to 
mad mi nds, trj^lng to get ^ihwd of the tar.tici orthtir cr,emlcs. in spite of 
thnir arachnid appearanca^ thcj^ are grE.it lighter^n - th^lr style tonalsta 
of quick Jump* t& ■A</a\6 ritwclcs ancj jSLrcat ipaps. tuwird their ndyonnrifi 
to bite them- The^ are veiry competent and coDrfiirtate sAraic^y annor-g 
themselves with grc4t ability. When miany them Br.ter tom tiijl^ iome 
v^ili enpgc In melee, trying to cjipturB c*iti atcentlon of their imemtei. 
wh ie .1 second group triei to domlinoK them pij^hicailji'^ 

The abdomen, where their cercbr^ii mail re^idei, is i Ij^or's □nij' 
vutnerAb^Q point, 

The dharKtensOES dHtribed Irt this pij|e rcpress-nt, Ein gtiuit Lflgor with tiu 
full IliiciiiEMS, The bEibki th^it sire younger thdn a jrtsar pas4«s hiimt attntoLrtes. 

Inefteo Pojfon: The Lagor create sg potent tost'n that Intriitlute 
,iijTDmniic.il!y ;ritii tliar victims H thejf are able td cause damage wth 
their iiite. it Is a Levi&i CO natural pcii-5^>n with immeciniD cfr«jst It cauie? 
tompiclc paraiy^is if its target 'ifllis a VR Check vwith n. Difflcuiiy of 100. 

Spider Mwiim«nt: in iplte of Iei s\^^ the Ij^or r^n mav« j\cnt<a Wiiiis 
witi' thfi PTiw of ?,uy nrivchn'd, sa \i descfilstd b/ the pmver Free Mnd^sment^ 

Lock of o Sense: L;igo'' Itick the scnse of hcarinj^. 




S'A'AtM OF CoCXROiACHEJ 

LtntKk 5 Cafcefctry; Between WQj-idi 20 

Lif« PolnCl! 960 DamagG HsisisEancc 
Clfti* Siiiid<jsv 

Str 17 DvJH 7 Agij P, Coni 12 Pow: H 
Inti 6 Wp; H Per: H 
PhR ^0 MR fill PsR SO VR PR TO 

InitEafciwE IQO Nflturd 
Attack Abilityi IfiD CnJshingor Trapping 

(Sir 13 j 

Defense Ability: D^mdiJ.fr l^iSLance 
Damage: HO Crushing (Imp-Hit} 
ATr Fhyi\tn\ 4 

EssentloJ Abilities: ^up(?i'hjmnn Fhs^icai 
ChiMacniLlcs. irhumarity, immunity to 
N;irjir\ii Dislra4es^ Vu/rte.Tjiie. 
PoiwerK EKcrflsenjory Vision, Swarrn Bod^ 
(Basic Met4Fiorpho5i5, Mcvemeti: Wlihoui 
We.^hc). Natural Wfe^pons; Cn-llhinR, Li'f 
K<5S [Spetliil Trapping 12. Adde:d My5tiCMi 
Effect; CovrdfeJoneE^ Ai-phyMitttlon). Damilgt 
Energy. 
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Nezuacuatil 



The Nezuacuatil are macahrc 
killers of unt(.no^vn arign. SUpefnJtUM'- 
crenllci'-ii vvhone only mativuLion is to feed off 
ipjif !ind the deispufi-Jition that they pnaducc in 
ttieir victims during c+ie-lr I ait moments of life. Their ao^if \i nwide up of an 
□normouii mi)55 uf nMiHons ot cock roAChai, capable of cmating a rBmotely 
humariold fef frr, Each one of f:hem Is part of the Loiiettltfe mmd cf the 
rr-onster, which conErci<i ifiem all M if they" wef? one, Neruacuatii ^each a 
height of three m^^tpfi, and thi^ can wef^h close to a ton, 

The NczLtacjjntil nne ej^Eeptionaiiy ra^t CKtifltikjr-ei.. TncT normni hprjitrii 
is bardic eiviiiiod lun^ie ^rvzk, .although thej^ arc always foundi near small 
popLiiiiticms from s^he't tfiiif choose thfilr pn^, 

Gnenilly, thay rem.a-*i kihar^c *iir4cwcrai j^nrs. unUi tnejc awaken hur^gry; 
th^ rr.ust "ecft** during ii few weeki ta jgalhcr cnauj;,n cncrg/ to continue ^eli 
!,ieep. Th'ou^ somf rituals, jr individual enn mnliitiL a Nejtuatuitli .and irs^w 
B tilood pact in ftjthan^ for a snchfice, in these circumsunces. t becomes an 
unstoppabl? killer Ehit w*li end ^fy life that its empso^ wlshe*, i 

Mapw Qt-EPA^ni 

The mow commdi of this creature'i method Is to intruducc itself 
atealttiify m 3 room isl night ancT strange their victims using their km. The [ 
Nciuacuabf rcliei .i lot on iti eievBtec lulaerfuge abii^es, which normiiil)' I 
nilow It CO pa^ unnDticocf. 

WhKh It is di&cdvErec! bj' m-crc th?in one per^^^^. it will trj' m fli?t' 
until it find^i iH moiTient more ildtt|l,jtc for kiliinj^. H die Nezu.icu^tH 
^inds itsof farced to fight. th(^ ^re>icurt" USCS Iss cnortncjUS sCmngth 
nc mass to cnjsh its oppo-tpnts. wiifi eaw. in thew cases v^rhcro 
It finds ihat thJnp ar^ |crtting difficuit hr ic5 ^urvlvn 4 It will try 
to capture ifie vJiEiiJ^Bsl memtner Of iu 
Hi-IL-i^llSitfi and k&s him. If It Is gijte to 
finish off i^ii of them, tht Nnjuacjatli 
w.ll always tr^ to use \\3 kJss an the iabl 
one tnd feed off of him • 

The damaj^c lul<cn by thf 
monster repreienti hcjw tminy 
cockroaches that make up Its tiodjf 
:irt de^trtJTCd. The time it takes fer 
it to regenente cem^vtiTUttrs the period 
di^rinf? wh.ch It attrBcLs nw in?if^ti if 
iind incorporatea thcmu By its pJiture, c\ 
Ne?.viacu.itli haano vvsin^rubic point. 

Extrasensory Vlsloi; A-ithou^*! U'. 
I. i;iriL,r.iou!iin;s5 Is ilmitedf the mtiilpn^, 
■ lathings thM make up the ba<jy o' 
Tii?i NezuaxufliLli iei it feel every thmji 
sLperriitiJral th.i; is fo jnd Linsurid It, wlthtnii 
ippij'lnjj peiiaiUCES because of'dSrkn^s or iinj^ii- 
of ■vision, in 10 lie wary, fhe Nt:£U3Cuatil is alV(mys 
Doklnp. tow-^nd c\\\ ■iides. 

Swirm Bddjr: Tne NeitjivtU€t|f'"s ma^i o^' 
•ft fDcicncinchw doBS not always hava to remain m 
^ the lamc shape; It cnn nitpr Its ^tn.jC',urif "0 adapt 





to Ici ticcdi H\ Evury morriEnt, It Is able to slip throifgh aim all jgRtlngs of 
similar spaces. AUd^ Extending its maM suffiti-entiy, it can mwE freely nlDn| 
SLirfnces Ihiit it would be Hiay for a cpckra:iqhj ||ii« w^ills and cfiltlngs. 

TruppJop Instead of lt\ conventiattal crushini Attick, the Niezuaciialil 
cm chQQtD to eingui^ iti vittim vwlth it5 body and trap Kim irvsldc. This attack 
aoes na[ cqube d.utingE', but if it |i lucrei^l, the adverjsary n^ust niiki m 
Opposed Chetk ngiiimt .1 !itrEr-|th Mar find itself pnralyTed, uiing Che 
Trapping Jn.vieijvEr rul<m. In ;fieneral, the Ndzuacuatll vtould us* Its Kiss pn 
that 'same Cotuhax lurn, but nothing prev^Rti It from attackini its victims 
In the ne!<t turfi. Thti ability ony works nn bEuig, w/tioie size ii not Rreater 
tli.in tinat of che creatypf. 

LE^f^ KtHi If th-c NcEUflcuatll ii ablis to h^ld its Vlctl?in, it ^^vlil try to MsS ^ 
hinfin trying to fill his thnaat and lurifs wit+i cdcknoiiches to aiphj'^c.iDre 
h.m, Once held, the Se^'endcr muit piui ci PhR wih a Dif^icyity gflJO 
or thE Inisccts will bcgnn to enter t^iroij^h its ear^^ mogtri. and nasgl 
□rlficcs^ aucomatically '•brcing It to use the rules fef Lack of air. ff ihc 
virtim hils *iis face covErnd in some VA-iy, he- can -Tpply bonus of ^10 
ro his R*slstanci!. Each turn Ihtui ihc victim rEmiins trapped Uy the 
Neruiicujtll. the cr^atunt can vf to repeat ita Kiss initejd carrying out its 
cnnvontinnni rsttact- Tlie ^lyxln limits ^1 king a* the creature rEmiains nHvi; 
or IHe affected ■character is not morD than SO ^tieteri ^way from it - which is 
Ut' di^Miicp ,n which It will Jose control cn*r ttie cocl*roa£hE^- 

V\iinerablm: Qven Its nature. th« group of crBaturCi that maka up the 
Neiuncuatii arc Exccpuon ailj^ vulnerable to the effects of Tire; It neoeivci 
double dnniiiiije frorti dial ehn'er'.L 



shadow 



M ■ N Pf^ KkN LSiS ElEM t K 1 AL 

Leval: 3 Category; Between \fttorli3w Elemental t5 

Life PoJnti: 125 

Cl*i*; Si'i.idow 

Stn ti Dex: H Ag(; B Con: 9 Pew: B Intt € Wps Per: a 
PbR 50 MR 50 PsR SD VR -jO DR SO 

Initiative: ?tJ Na^ur^1i 
Attack AbiJIty: ^hjidow d^is 
[>er«riT< Abllliyr 110 Dodj^^c 
Damagei -KJ Shad'DW Clanw^ (Cold) 
AT: None 

Essential AbilltlH^ Phj'Sicai ExempLIOn, RacLii Fear. 
Powers: Niituroi ^apons; Shudow ClfJnfS (Darna^ EInerp,y. ElcmGntal 
Aiuck: Cold^ Sypcrngturgl Attack), Cold ToMth (Adfl^d Mj^stical Effcctsi All 
Action Penalty and Death Condkmneiij^ EFEmEnLiI Form, Conipieie Nl^ht 
Vi5lon^ Vli/^jemJjii'iYy to i.i^'ii£. 




SJl*: ^& MEdium, 
Movement Value! B 



RifttniiraclDnj: 1 
pAtT^uAE Tlre^k 



Secondary Abilities^ Notfte 5e,irch 45, Stealth ^U5t 105. 

A Shiidow -1 a iihistcr entity madE up of pyre tJarkneH - H li a 
Tialfgnant cnsiiturt m^<ntalnficj by nej^attve emotltiris. Tht^ ^ee? nn a^rslori 
tmvnrd llvmg beings ctin!: are not attuned to their e<emer.L isnd, when it is 
five>r |JOiiible for ihemn they try to destroy arryoni? who h-i-ppens to 
thcsir path. Htwiever\ it \\ also ETUc thdt Shadows have a nqtur^l Incilnatian 
Id fa. low arders frig-m entitjei of indiV'tluals with power, an-d thty dcin't care 
ibouL Lheir c'^en-'Dntal alijttimcnL Once thfn^ -mx- In the service of iomecinc, 
5h.TdfJWS iiP!" tJttremely loyal and carry out their .issjgnrnp^ts kreproscJiably. 
Like their own nun^n lt^idlE<it(iS, they seem like true sfindcws, dnhc upot^ that 
cnn anly be seen w*ien lllyniinate<l. Of ■H'^Tflyaiy human napettt path cme of 
I hem has a differtni shapM! - JilthcMJgh ai ' possets cflsproportlQnate limbs thdt 
■11(1 1 I ■..omethinjj simHar to daws. CompletEly flat, Sh^cl■^^v5 normaliy move 

.■■ I he floor or on wal's, but th4^ are able to come pff of them. W'leri 

ii7Dy da, they seem ll*je fragmenu of pure darkr-css walking hy Itself, 

They do not age nor have needi. tmpenrffpciljie to comn^on humans^ 
Shadows live ..wywhete , but most com^moniy gather .irnuntj plKts where 
d.irk energHis flre mott powerfuj. Tne^ tan art on thEir own qf in niimeno'us 
jL-raups. When many of them, are ptheriKl m mv: place, tlic environmental 
i !■ TiperjtU re drops drastically Dct-tjsc of the'r cold bodl?"".. 



McrUJ>0?'Lk.^Nl''i 

Generi^lfy th* ^haddwi only ,it;t M nlBhl, stayinjj away i'rom the diy 
for feur of the li^h: that results \a hjirmtui to them. They jwd dflfiCt 
combat and open places, preferring ici sialk in the darkne^.^ sLfprisf 
tticlr enemies. They en|oy t^jshj^ terror and thcfcfore, if thc^ kno^. thar 
ttieir Jdvcrsaric* are hot 4 true threat, they play ft little before klllmji ihcm. 
When 'Ightlng,^ thej-' act differently crependln^ if their enemies jre phKSitJ 
or spiritual beings, gwn rti.-i: their clawi dama^ these Endtles differently 
Qy thei*- nature. SJiadow: have no wtilnerable poinli. 

Elernentiil Formt The Shadows are completely jmrnateriaJ arnl cii^' 
□niy harmi^^J by E-ne<"ffif attacks or f^re. By the same token,. t*iev arc- 
not ablE to toLich anything m»terl!il that Is not also based on Energy. AIsp, 
fheir nature offers them a bonus to Sutrtwfyge, which li ttlrcady reflertec 
on the>r stBllvtlcs. 

Shadow Cjawi: The SKadows use their Claws m cnmbat, They h^p.-i- 
h Cold Attatit Type. Breakage Q. (ind ane able to dflmage Supcrnatur? 
enbtJes, Giver that they are cQmp*eteiy immaterl,i!| no convtnlion.- 
wespon CAn Stop Its. orruili K it is not able :o parry Ener^ (of C!Jijry\ 
tJney car be Dodged n{3rm-.llly). NO! beini^ physical, tiie daws are only able 
to d,iiiia]5,e st^pemaLuml belr^gs ttiat, II kc the Shadows, rire also ethon^ai or 
immstcrij-, When they p.5Si through an organic 'Iving twinE, they cauM- the 
Cod To urn rffc-rl- 

Cald Touch: When gttqdtmg p^cni people, the Shadow's clnwido not 
prtjduw the iame effect as when chcy cut ctirougti ethereal beinji^, I' :+iey 
rush ftarwnrd against a materia.' -IvinR being, their body docs not iprcsdutc 
any type of drim,Tge, b-jt the spirltijiil toltf that they generate debit txitii the 
EsicncE of their victims, this can ffven k'll peDpic. cauiing a cardiac arrciv 
When a Shadow carries o-Jt a successful nttiick agrtlrsi an orj^anic 
being, it does not reduce the Li^e ftoints of fis enemy, but It does force him 
to make n Phf^ check with a Difficulty of 120 or rcce.'vc ^ cum.uintiue - in 
All Action Ffenalty und a -10 penalty to \vi Rei-.stiincei. 

If the victim tsoes nat even paia ttie Check wijh a DifTKulty of i^, he 
will die Immediately, suffcln^ terrible cortvulsions. This way. dne Shadewj 
continuously attJick t^^elr ph^tal atMsrMries until they [fEbilitate them 
enoL»|h HJ that thair contact ends up ■being mo«%a1. 




Com|)lutQ Night Vlstoni The diarkness 6oci nat ia^feci their ablMty 
1 15 Sail .11 1^11, no I even supcmnturgi dark nets. 
Rutlef fflor: For seme unkn-own rerssgn, Shadowi are sciftid of seelnj^ 
ihcir own nRflectian in a. trMrrtir ar q simNnr surfiice. Uncier said tDrttliciDn, 
Ihqf find themselves submitted to the StaLc of Fear. 

Vulfitrattlltf tn Ughf- By its ovvn eticnte, tftc ShacScwra are Bxtremeij^ 
vulnfmbie Co the cf^eeci of high-powered lights. 1^ oiw of them fiqd^ l&elf 
In 2. piQcc thsic Is complctGly lit an-d wiihouL ikadow?. It muit make a Phft 
chwk (with a Diffitulty of 180) every 5 tumi or It will suffer diimage equBl 
Co Its levijl of failure. Th<7 a.!sio F-nd thcmselve* -ifTeclcd the cnntgct with 
norm.Tl ligh?. although in thaKasc che PhR is only 120. Wtak llg.hu 

lite thai projected: by tofrhe? qr liimpi, hdi no effect gn the Shfldows; 
aJtliciuEh \hef Kill de n<Jl tlku th?m, 



Maiiien of li ^ht 



Catesof Beiwsen Worfdi, Elemicnbal 30 



Ltswcli lU 
Ufe Point*! 210 
Class: W.-iriotk 

Str: 9 Dekj H Agit ic Cofi: El Powi 14 lilt; 13 WfK T2 Pen 13 
PhR MR 120 PsR Si Vft &5 D« 05 

Unltiative: 130 NsturJll. 105 Halberd^ 110 LoRgsword 
Attiick Abilltjf: 230 wth Swrd or H.vbrtsni -1D 
Defence Ability £ 150 with Sward or Halberd -10 
Damage: IQQ Halberd fCuL,/ I'tip&ct), 70 Long sv^wd fCuL) 
AT: Ni-.irc , r— ^' 

HAt an iight Spells, fiO Ot^icf* 
Zeoni I.'!i0 

Ma(k Prujertlons 1B0 Offtinilvc, 
7.00 Dcrr.'n'j.vv 
Lew^l ol Magk: 5Q Light 

AbElhtitH; pfT^icrnl Exemption, Matymi 
\\v 1 nuni I y 10 rin tlemcnL ( Light, H^ilf Diimagef, 
Inhun.inltJ'. Gift. Gesturclcsl Cnstingr Unn.it?urT!;l 
&izeh Supe^-nnJuml Splr.tusi Ch ar'acierisbcs, /C-' 
S^i[>!.'fhutnin Physical ChaniJCtierlsws. 
Ptaweri: Lr^ht-Edge (Dinia^ Energy, 
ElcjrriEntfii Attack). Luminous Wings t'v'^/ 
(Mjatltal Flight II), Mystical 
Re*lilanca MR *!30j Cj3nc^)ti'ew?«l 
ElemKniraJ Form (Phj^slcal Form nt 
Will), Sue the Supernatural. 
Sp«clalii Magic f^jectjon (ai an 
■ittat^ and m a dntcns=]. 

Sllt«: 11 Medium 
Hegencration: 7 
Hciveinent Vmlue: 10/13 
Fatigue; TlPtlcM 

$«C4ndAry Abllitie N□dcE^ QO ( I^D), 
Si^nrch 30 (SQ). HljtDry 100^ Science 
Qdcult 140. Magic Appe-^lisal 140, MuJic 
75, Pefsuosfdn 40, Stylp TOO, 

The MaKlens, or Elhssym. are the rnast "N?] 
powerful iurnlnpus elemenLils chil J^- 
They were bom of the purest |i|;?it before the 
War Bf Heaftrtw happcied. "^■hen the elementa 
themseivei to«i< life. They have tfip appe4)r.Tnce of 
tiKcepbanali)' beauiirgl women arMd arc fj^ed with wHtt 
wln|i. TJ1I3 an^gellc ajpp.ct r\m stimulated many cultunqs to believe in 
^^np■l^^ and il \i vtry passfb* thg? the Churth Ihcir was InspirEd isf ihen^, 
Their golden hrlght as well f^s hair that mcwc!. li if it v/ere alivE, also 
draws flctcnttpn, tlhiym r^idl^te ,i iinoni; aura of hjrmon^ mat ir-fiucncns 
peop4e who come close to them or ',vith whon^ ihtfj^- talk - mukhg them feel 
as \1 they an? m the prtiicnte of an atmost-divirie snl ly. 



All of the Elhfljmi dewitedly follow the dertrines of C'lei amf of the 
BerjfhH and m many caiGi ih^K act direttly as agents qf some the EXadi^hicn 
of Liglu. Thuir pcrsanpility depending oh which Heryl they st-rvc 
more closely buu in jfjener^l, they gcwem themselves by the wme canen*. 
□f conduct. In spiie of fecUrig dcrotipr tcmhe fires and niyslCt L*iey are also 
ejtttTsmcly bellljjrerent and Iom their terrifjcr with great ease^ acting in a 
violent ■v/of. 

The Maidens lane ttn mortal SJid cfin only parish cecause of m*wlve 
iplrJLual damage. Some of them have 'been alive qjiice the tiej^lnnlnf; of 
history, although tht mnjnrty Eif them arc barely a t«3v^- centuries old. 
Cutnently. th^elr number is ver^ iLmitcd- Norn,il;y, thej' avoid mingling with 
mcrials. |;ivfn thnt they do iiatwi^h, id estiitii.Eh af1eet;Dii,Tte rcbiionihipi 
wlih them because pi the 'ear of sednjji Lhem die with ;he piu* of ume. 
Ev^n so. th67 ubicrAT us fromi glar :intS cfwfn someilmei iri'tcrfEne ti? *ietp 
or punish U*. It ll knewrv thilt many of thum h,TVt? found their home in sarvic 
of the mos^ piir^idlse lllec plar.eji in The Wak^^ while others can be found 
In aid temples of Clef that have yet to be discmcnsd. Qenerally, they act 
jlone, but it li diso potslbic that with theim can be fnxjnd g gns^it number of 
Luminaries wlln'^ to 'dIIow its | ndicstons.. 

I^QWS OPERANni 

Tlie Mlaldcfis of Light nre gl'wG with ^/ciii magical .iDiHHfj, Norm.illy, 
the .ncnnLiTlons of Their spells ire vangs that Intectlcate those that 'heo- 
them recite It, In Reneral, Lhey avoid i^h^cal ccsnfrantntloni by using ihclr 
pcAwLTi,, but I? they fine thcmsciVK f<yxe<i to fight, they .iw lupcrhatuml 
cDmh>l1ant4 capable o1 dcstnoy sm^l armlet on thek own. On the battle fl^la, 
they use weapons In tomtiln^iTlor with !;h^lr rnyttlcil abilities In a terribly 
efTtstive W3,;ft given that Chey can fight and cast sgpJis without *t5duc.4n^ 
Ihcl'" Mfl^lcil Accumulation, Thej' do nai 
have vu'nerftbic po'hii. Except fisr then 
cart, whfre the nijtteui of then 
Bisen<e resides. 

fhome of them cjn gair. 
^\ E an IroTi the Beryl 'sh.ii 
they jC'rve. 

Llght^Edge: in die 

iTiOmcnL t'ut dnny fin 
InjrTv i3 Weapon emerge* from the Maidens' 
v:5^enc«^ thdl ll'ity always carry whciTi thty find 
mcTiselvES obligiitcd to fight. Thii arlifiacL, called thr; L'^ht- 
FdgG, li El part of Its owner: the Miildeni can majsc them 
materiallif! or nnerge with their iiodlca freely, Normally, Ir 
takes the shape Of A iongswond or a halbenl with Qu.il^ty 
-10 or '15 capiib.'e of diimiiglnj?, Energy and attacking likni 
fin FlcincMlal Weapon of Ught. T'lii bonus Is also added 
towards the Magic Prti|ecllon of die Maiden when she casts 
her Lpells, T he- 1 lght-£d^,cs tan only be wielded by Its owner 
or those people to WTiom "ihe has iLjmntEd the right. 
Elermental Forni (eonrfltfonei^: The imturai sta^c af 
the Maiden? 1^ tfiat afbuings made up of Light, incapable cjfbcin;?, 
damaged by attacks thnt cannot affect Energy. Although they 
lire ptiysfCai and can touch and be touched by anyonci they can 
became immflteflfll find pass though 4f^ type of physical ot]|ect 
Dt will. Even in Its •elemental forn^, its appeerance hardly chon^^i 
■^.^ tn the irl^htcst, esoiept that It emit* ^ slight lurnlrescent Jiuni, on 7 
I perces"ilt?k In closed environments, Whll« Elhriy Ti find tncmscives 
|!i this form, they otJt.iin eievated bfjnjses to theii- p«rceptlor 
nbilitici, sncfiected in th^^ir second nry Qbll'Ues in parc-nthesis. Tht 
Mii'.deni can on^y r^im^im In elemental form while they jn* 
rn areaa. that the li^ht hEiaches them. In locflUom thai arc 
completely d-ir*,, they become ma^erilll. 
Lumlnoui Wlngij The Maldoni are gifted with two grea'. 
wings of pure light, which they tan manlfbst at w*ll and which 
I .illows them to travel through the 5kies with a Fll^+it V.3lue c[ 
11. In ra.iiiiry, they do not use ihem m the physical sense, bui 
they m^ust materlfite them to be able to fly, th* brrhl-ses thiii 
they arc ({ranted while flying in combat are <loi reflected in 
their stfttlsdcs. 

Iminuniltr; Llj.^it'baied aitiscks produce half tHe diimfl|p on 

the Elhay-n. 




Elmentnls 



CabegDryi BptWcen Warldi. ElprnenTsJ ^ 



H I, Air Elementa 

Level; & 
Life Pointx: 1^0 
Cl»<»s: W.irluck 

Str ^ Dek: Agt: 1^ Com 1 PdwS 11 Int H Wp: fi Pen 10 
PhR MR PsR 60 VR 55 DR 55 

liiitisidwis; '70 NnSur.is 
Attack Abilky: 17^ W>nd strllcc 
Derenie Abllltyi 1B0 dodffi 
Damages 40 WltidStrlte (ImpacCj 
AT; None 

MAe fiD Air, 4D Otncri 
Zcont 6B5 

Magic Projection: l^D Offensive 
Level of Magic: fictwEjcn fiO and SO Air 

Essential Abilities] Ph/ilcal ixempUcMi, Immunity; htiumanjt)r, Git 
'5up>^rhunniin Spiritual Chiifa,ctcristiti, SLipcrhurpan Ph^ical Characlcrlrtics, 
Natural «nDwlpd[i!e of a F^th BCk GtrtlurclEa CastlrgK Cft-jditianccif Mn^fc . 
Powen] Nntur^il Weaoons: Wjn<1 STrlie (Elemential Attack). Myitit;ii 
l^j.i'JSMticc MH ^ ID. ElcrriEnLal l^orm (Hh^icoS ^on^ at Will). Sec ttic 
'jupcrnn'.UrgJ. 

Special: Majlc Pro|ettl6n as or* Attack, 



Slzi^c TO Medium 
MdVemEnt Va,lue: 13/1^ 



Regeneration: 1 
Ful^fri Tirelc«i$ 



Secondiiry AbllltleiL t^Jotlce SO, D^nce Qd, Magic Apprnlsal 7^, ^Xi^a^th 
60. 

ErUEET, FlP.E ElIMEMAL 

Level: fi Categ]ary: Beweon Wbrtdi, Elemtrrtai 20 

Life Polntr 710 
Cla&s: Warlock 

Stn U DcME 10 Agl: 7 Con: II Row: 
PhR 7S MR 75 PsH 7^ Vfl /'i DR 7'5 



II Int: B Wp: 11 Pter: S 



InJtiiitive: 75 NmuraL 30 BuLLlc A.^d tS 
Attach Ability: 170 Firt- Cl^ws. 173 Bivctle Ajie +S 
Pefense AblMty; 1S5 FlreCl.ws. W Battle Ara^ 
Damage: HO Cliws (Heat). 100 BiJttle Axa i 5 (Cut) 
AT; Narit; 

MA4 50 Fire Spells, iQ Others 
2eDn: filO 

Magic Prujettlfln; 140 OffertSlvt! 
Li'Vel or Magic; Bacvrtfen 60 flnd &0 Fife 

EssentiaJ Abillti^! Pti^td E!j<tim p'jon, lmmunlt;rF InhumiifiK Gi It AtCcas Ln d 
\';y..U ^. DiMjfjIi-it. 5uperhurTi,in Splntuiil OiarKterliTtJci, Syp^rhun'.an PIt>^.iI 
Ch.ir,TirTMii^i: ^ i. N^tynil KncftMedgE g( 3 Rath BO^ Gcstjurcless Ci^tlii^, 
Powers: WnturnI V^apofia' ClktWsi (E 'emeriti I Al'tnck], Daricij^t Ehnrjjyi 
E err cnui Form, See the Superfiatu^-a^ 'j^uimr^tih. 

&p«clli: MiSglc Projectlnn n Attnrk, of n Wt^p^n fnormr^lly .i 
Bank aj«), 

P^fyetik Pot«ntjak '70 
Free PP: 1 
Disciplines 

f*ifr<'jk fnesii.' Create fire 
lnnatf>r Nolle 
Psychk Prolectiom 10 



Mavement Value: B 



Regenerattoni 5 



Secondary Abdltiejt; Notice 45, Fe&ts of 5tnErfi^h £5, Maj^i: Appraisal 

■■. nji t.i? 50. 




Titak; Earth Ellmektal 

Level: 6 CatB^ry: Bet<iwen Wbrldj. Elemenul 20 

LIfft Paints: 2,025 Dama^ Hcclsiance 
Claiit Wfiiifitk 

Stn 13 B Agi: ^ Con: 11 PdW: 11 Int: B Wp: lO Pmri6 

PhR 100 MR 75 PsR 90 VR 100 DR ICO 

Initiative: 50 ^isLuml 
Attack AblHty: ISO Cm^hlng 
Defense Ability; Damage Rcsiitijnce 
Damage: 125 CruiHlnj^ (Impiad) 

AT: 5Kni«: bod^li Cut 9 Impaef 9 Hest 9 Electricity 9 Cokl 9 En-ergy 6 

MA: 50 Eurtl'i SpcHs, 30 Othtrt 
Zeon; 71(1 

Magic Prajectlon! 3?3 QffctiiNi; 

Level of Maj^icr Bel'iVBeri fiO .ine 80 Eaflh 

Essential Abiiitle&t PhjTslcal Exctnptldn^ Immunity, ln<iumAnliy, Gift, 
SuptrnLiiur'nlSpii'itLal CliiraaerliLiCi^ Sijptmum.i'i Phj'slcfl.l CharacDtrisdcs, 
Niattiml Knmvledfjf uF P^iTh BO, Gesttir^iess Casting 
P^jviferK N.itural Weapans; Stone f.sts (Elemental Attack), Superior 
SubterrtbnisEin M d^c nen',, Intreaied Physical Rcilstonce i^D, Elerrcnta 
Form, CJflmtij^e BiIit lt 140.-"7D, See the Supernatural. 

Sizfl[ 2£ Enorrr'-F^U'r Regeneration i i 

MDvement Vatue: 4 Fatigue: rirB«& 

$ec«3ndary AbilEtiflSS Notice 15, Sc/e.ace BO fpetegy}, FeJli of Strength 
BO, Mig t Apprilml 55. 

Unpine, Wate.?. Element----. 

Level; C Cnt^goryi Eietw/es^i Worlds, Element;il 10 

Life Peilnts; ITO 
Class; W,^rlc>tk 

Stri h Oex: 11 Agi: 11 Com 6 Pqwi 11 int: 10 Wp: B Pttn 10 
PhR 65 MR 75 PjR 45 Vfl 65 D« 6S 

Inltj^tivc; 110 N;il'.ir,-il 
Attack Ability; 170 Wacer Knlvs; 
Defense Ability: 170 Ddd^c 
Djimage: rjO Wjicr EdRC fCutJ 
ATj N'^ne 

MA4 m Wite*- Spells, 40 OtJier? 
Zec^n: 

Magit Prajectlnn: 140 Oflfcnilvc 

Level of Mafic: Ifetween fiO find 60 Vy^ter, (iametlrnes 'norri 10 w 40 
,n lHuilon), 

Eitentlni AblKtlei: Physknl Exemption. Irnmunlt^, lrh+jn".anit)'. Gdi. 
5u pert'iU nvin Spir tual Chflracteris';|t:s. Superhuman Physical Charaoeristic^, 
Unnatural Size, Natura' Knowlcd;p,c of a Path BO, Gcsiurclesi Casting. 
Powan: Natural Wcaponii Water Knlveii (Ekmenlal Attack), Dnm.ii^^ 
Enjjfj^y, Aquatic Jiov^sment. Eiume^cai Form (Fhfisical Form a* Will). Spf 
Lne Supernaturrsl, ^Jneraisle. 
Special: Maj^c PnDicction a^^n Attack. 



Sli*!; IB Medium 
Movement VnJtiei S/H 



lli;g«nerB,tion; 'I 
Fatlguei Tlre-e^'. 



Secondmry Abllklei: Notice 35, Se^if^h 2jO, Fcrttin-ilon 45. Ncivlg.^tion 
50, Mftglc Aqpral^: 7S, 

Pure elemencals Af* seintient beings bom IWjti the four elenienti of 
naCijrc, Unl k:& the cntltiEs dependent on LIfjht ^ncs Dark-ncss* they so not 
have IncHnqtlDniS to philosophiea of C*iel or Galma, itnd they aniy act 
In search of their own Inlt'^Li. For eath eJcment, the-fnj exisli hundreds 
or cfiffe^ent ipeclei - :he Sdme number a» ttieir different derivatives and 
compounds- The creatLrBs that are described hen; arc the mosl cummc*- 
greater clemeniisls dF each class - although they anc, of tCUf'i*', nul Ihc 
Einly onesi. Gtneffllly, tach one af them worki oji th^lr own. ki^i theris dye^ 
not es^fft great aswcialitsns of these DTEfftures, (:ven so. sometimes ^mail 
grcjLips may gather in places specially iinbed to their elefnent flr to Qtitain 
a commofl tnd. They Ten-d tra feel an animosity towTsndi members of \\\f 
opposite ctement. Th^reforr, feuds artd tenskjn gn* commdn. 



1 1 l-'M 

T'le Sj'Iphs are tJic splriB of alf and very prahahlj^ the mast jowlal anii 
uncqntarned the elemenials. Tney novc femlnlhc cssBritrq ivnd in 
d wty mcrtuMol menner-. The)'' are as llteely to be conient arid ci-EatG good 
cllmitti for the pefflpl*! as chey qr« to lose thetr temper, caush^ ^alEs and 
thun-derfcorrni. Given that Sjftphs art made -jp □■Twind. nprmai Individuals 
cannot sst them. Thq-se y^h^o pre jjifted with tKisi atsillty oftGn sec the 
tHhoydtte of a bcaJtlful j^oung girl wth wild h.iir. 

Sylphs hisve fun by obscfvinsj t/ie woKd ^^d traveling ?'ram one place to 
gnocriar- Although thc^ do noc do ic orten, they can ipcak thitiugh whispers 
■and TiunTiLin ihit am propji^ted by cJie v^lrd. 

CivEn tfii^t they Jire not rejil violent, It li rare m iee g S^lpah enter Into 
com&ai. SinCE they arc j.tile to move jJid fljf at a Value of 13, It Is easjf 
Sor them tc avoid in/ urwar^tcd Lonfro-nEntion. When the^ vwint to anacR 
lomfiQriE, the mois norms I thlh| li fcr thfini to maintain their distjnce 
and cast spells. When ''iKhtlnK hand to hand, chry ^cncrnte inntvtcljf strong 
wirid Impacts, with which they rtflke at their Qoversarlci i^ if Uiing nstureil 
'rttapons. Slr^ce they do not need to m.i*¥ -my gestgres to cast tht-ir \pe>\K 
they e(in fight and contcntristc their magk with out necSucIng their Magic 
Accumulation, Cgnouily. their Incjnttttkjn* item ^ikc whistles that thp wind 
dm^i dlon|. Thcj' do not h^vc vylner-ibfe points. 

Elementiii Formi3 Sylph* are air creaiurt and, thcrcferflt (minune to all 
itcacks thaj dd not h;inn Eincfgy, On^y Indlvidiiala '^ho A't .itM; to icc majipc 
or those '■vfio piiss a Mocice Check (aj^ainst .th Alnnost-tm possible Diflleu L^ 
LcMcl) Of a ^nrth Check (nualnst i ytry Diffleuit Level), can acc t*iem. Also, 
they anG abJe ro mOvr; fr«sl^ on the grsur-d or In the air, The bonuiss thnt 
B« provided by Fljfing are already r?flect?d m the^ir Combat Atiintiei. At will, 
u^lph tan beccNTit lolld, thereby bodomin^ visible snd corporeal, iiltliough 4 
continue to l>e InvulnerjiEile to attacks Lh,iit do not affect intang'We beings. 

Irnmuhlty: SupefnatuTil attatk* based on iUJr or eletftriei^y prcsduce half 
the dorrafjc on Sylphs. 

Con^lMo^m^l Mitgtct Syipn& can only catt spells ifth^y find me'ms^lvg^ in 
piaces where there is mciving air. Otherwise, their MA rs fccuced 
by hi\i. 

The greater fire eheme^tafeiK or 
EfrcetJt art! viery violpnT creature* 
Because of their appearance, 
pcopHs confuse them with flaming 
dEmdna. 1>ii!y resemble Inrge 
J^d irotcsqDc d^rk humanoids 
covered in flames. They posseis, 
wide shoulders, and their heads 
are adorned v/ith cwo twisied 
hortii, Efrepti feel iin iivenion 
to many mcci, iimonji them 
humani. Sometimes, the^ 
enslave creatures .md place 
them under the>r lervlci"! 
u soldrert or servants. 
Opposite to other ele mentals, 
they like wcaponsi EipEcla^ly 
large orvcs. They value 

thnsir word ei lot* and they do not tervd to tjrcak 
their pacts with ease. Ef^ceti live m volcunoc-'j 
ca^/ei^ and deserts th^t are very remote. 

0|*EkANp| 
The Ef recti errjciy combat moi^ than any 
other eiemcntui*, They are passionate about 
testini thei'- abilities agalr^tst fldverspih'ei Cnci'E 
are powfC-rful, and the^f detest those thsit 
cnnnot maw the grade, Gifted wth flowerfuli 
ckwi, they can use th«n". wiTh nnorwl e^flclc^cy, but they prefer 
to U4e wcaponi to fIghL Their passion hr wwponry puthei them 
to searcti out those -of the btst quality - especlal'y since normal ones 
tieg-in to melt efter ,i few minutes ot contact with them. Preferably, Efreeti 




use huge axes. Out ttiey can ho^a other different weaponsj ta vvwJL If they 
fece a large number of weflker enemies, tht-y use destrjctlvc spells of great 
povver, Like UnL^lne and Eyiphj, EfrectJ can ^Ight and Atcumuiatt m.aj5iii fully 
ivhile th^y talk. They have vulnerable points in tho heact and lhfl heart, 

E^mcntal Form: The boOy at pin Ef<^-e[ Is completely surrounded 
ny fliHHf.'v liiu.J, lliL-rrfore, it possesses the pos^'ers .ird immunities tfiat drc 
^nted by ih^e well Body or Fire- Thertforc^ inyonc who comes Into physical 
contact with Lhcm musi make a f hfl Check with n Di^fituky of 11Q or suffer 
darr^iige equal ta h,ilf the number by which tl^cr^ fjjiied the Check. This abiity 
IS alia applied ta ohy^lra.^ iittaeks that the Efreci: lUcccss'uily carrier out. 

Weapons: After using a weason for a prolon^td period of time, 
the EFreetl are capable of extending an aum ot fire to k, Thareforet Lht 
att4ckj that they purform with that ^^capon tbme victrms to make it Physical 
Resistance Chnjck s>c|UliI to thnl cauiC-fi by their cliws. 

tmmunlcy: Fire-faaseo attacki cause hnli^ their normal damage to Efroeti. 

Vu/nermbfej Their ignited bodies are terhiiiy vulnerable to water and 
cold. If they came into contact with great qunntlties of pither elem-enk 
they must pass ii PhR Check vv ih r Difficulty of 14G or suffer damage 
equal to the number by wh ch chey failed the Check, Tnv rtcsistance ca:-i b-:- 
caliaraied dEpendlng on the quantity, 

T'TAM 

The earth elemertnls n.re known ui Titnns. They naemok cnormoui 
colossi of atone or metal, with a height that is around fouroriixmeceri, TlLan^ 
i^re sullen entitle* who avoid contact with other Intelligent belnj^ Normally, 
they are four-d on elevated mountsslni or in deep eaves below g/tiLnd whe?e 
they are rarely tiothored. If Titans am irrttafud. ttip eon'jfquencc^ tan be truly 
CrevasHtlns, as they .vt capable of creadng ch.isms a' eiirthquakse* th,vt can 
levd fl j^reat iimount of terrnln, Tl-c orly thhp they trul^ liice about humsini 
is their ability Id create cgn^truTPcns, ltc?methln^ that avimkcns .n them 4 lot 
of intctesL Sbaricii and myli'.s K^y tha^ they know how to commumtate ir^ ar^ 
IflnjtwOgtp l>ijt if thai h true^ It nan never been prcwsn. 

Mat^l:.'5 OPERAMf'l 

Since they ^fe lndlffe^f^t iind fipathetic it b difficult to provtaloi ihe wraxh 
of a Titan. NormaH/i when d><iy are pothfM^sd, Titnns simply Advance ttwvand 
their antRijgonlst ta make it flee, if it does not escaee. 't must face an 
almost jnvtoppable miss of stcwic. While flghbng, Titans 
show a riEi'itance and staminfi that Is without equal; 
this makts dnemi very tern tying adversaries, Ab 
}t normal ruHi, thiy do not use a 'ot of 
Titlgic out tiey tiin If their enemies 
ana danfierofj-i rl^tU. Tltann da nol 
'lavt}- vwlner.ible pointt. tK3t 
even dielr heads (seelnjl 3S 
hey can live without 'hem J, In 
sp te their size, Chey arc very 
slew mtiiflng fn weed of 4), but 
tHty do use a bt of strategies to 
■^jrprlse thfrr enemies, 

For example, their stony 
ppenrancB is a perfect camouflage; 
if ihey Temaln comp|et^:ly still agnlnst 
a rocky wnll, h; tniAy hard to pcfTlclve 
their pnssence {J^obce M ft difficultly 0'" 
Very DIffcult). Another onti of their 
tatdci consists in meldlr^jj; with die 
^^round and grabbing the anklet of chose 
whcj come In mach. SpmeTimei, after 
lt,ippln^ iomcanc, they slavey come out qf 
gfO'jnd CO the horror of their prey, 

ElementHi Form: The Stone body 
of Thanv grants them the advT^ntogc"- 
describeii in the 5pell Sol Id &ocfy. This armor is ,-*dded aa 
'T^^ an additional liFirer to the ore that they nritural'y have. 

D»maao Barrier: Because of their stone compoilt-tjn. 
Titans hfive a Pamniie Barrier o' MO against Cut and Thrust 
■ttacki. On the obner hane, their 0,iiTi\ge Biirrier for Imaaci 
vi^aaponi Is only 70, 







Superior SubturrancBn MovcmBnt; The Utar^ jire to piiss 
:hrtjush thi- ^r-ound, rendrtlifisi if' iL lb soft earth or solid rack, On'!^ the 
t,h'r<«t s^all* or the 'jtix>rigeiL meti'ili rtprestnt an impediment far ihem, 

ImmunlityT Lirtl>biiised attacla produce onlf half the damage to Titans. 



The Undines kre the: \»6fcs of ^Fiter, who, IIIce S(^lphs, poss^ssi essence 
Tti.-!!; l-i tjistlncdj? feminine. Whili; rJhi'y find tJiemsttvej In ildfuld aurroundlngi. 
ihcy da nat haWc n dEfrOrm ined shape, but when th€yent«r liir-tl Urdlncj .llwajfi 
'ia!>!t Ihc shape Df stiluptUaus vVomnr of jp^reaL beauty. In this hrmt their ikln 
Is ^llghtlj' blue. Undln«s .ir? net fintitles nspKl.ill)' mall|^niint< bJL chn^ are vxry 
vanguKjK and thiJ^e who ln<;uj- their wrath can -sitfler ten-iWe ■consequjhc^l. 

Curlpuilj', n<f othtir ciomcntal nplntci wrth other r^cm lite \ht^ tjo. They 
feci a speeW attraetisn lowird mtn {and SDmctlmea, vromcn} ^rhat awalfsn 
ihs\r deslrtjs. far thnt n;;\5C«i, Undine? ofen learn il>usor^ spells with whth to 
cnmduf la^ thtjir idcntjbes. Tngl&iJix. some^fmes tneyartso p<isslonacethat:»iey 
cm chakc their partners w+iiic th^ are making lovti. If L*il'4 hnppcsni, Undlfies 
are tomplctBl^ devastatcflH and iiCCdmC' mclanchalis; far several ftf^nt, 

Mdpws Opem^nhi 

Undines do not care afxut fighting tor whjt love. However, tiie^ 
are so intclligem that thty jlvra.ys try to twist ^tiin^ so any situation 
ends up In their liMsr, If it Is posilble^ lh<^ will try to take their 
cidvefwiea to m aquatic errvwqnmeit, whw^ the UinsJuies arc 
prdEtJcaJiy imj-^nDblc - whlio their rtwiis aflpty ;i pjirtial 
penalty to ^inovement they can wrth ttieir 1l.II aallity, 
r+iElr style oi curnlMt TOnslsti of translfefTnlng their 
.iiTfis intti sharp edges or xvhlp^ which they uw- as 
liiiTunal weapopi. Liite other elcmentals, Undinci a^sa 
^ombln<i■ th*ir mjirti-il aDllitieii with an effective u»! of 
spells, because !tiEy cm cgpcentrntE their '■vl^hout hin^ng 
to rrducc their Magic AcEurnuLition. Although il very uncoiTinvsri 
br a-^i elcmenta' , their heads are a vulnerable- point 

EEementiU Farmi Urtdinei arc completely made of 
WTiter. and they possesa the abilities thiJt KUp speN Liquid 
Body ^mnLi. ThercFofeK ihey tan than^e farm In a 'ImitBd 
■ivny, and Piey ,ire immune to nil the atcatKs that are not 
based on F-ire or Ener|y, IfTipact nttacks do affea then"., bul 
they only pradute half the damagjo, 

AqunCtc Movfiment: Undines mnw thmufjh waiter 
witJ-iQut ^r(f penalties. CJn the Other hand, thp^ are not n.i 
List or l.inC, where their movement Is ^^duced to 8r 

Imtnunky: Waner-based attacki ohiy cause hall" Lhe 
d.imiige. Cold iilio does not effect thftm^ but •[ tan sl&v 
thum dowi or even freeipe them, making ^hem K}lld and, 
thi^refoT!, vulnerable to conventional attucks, 

Yuttitrablat Ciinliaiit widn hrc lums oui in be really harmW 
for Undine and is capdsle of killing diern. If the body of on 
I indinc is pisccd Into contact with .t '"ine of great Intemity (hujjie 

■jnfirEs, small fires, etc). It must pasi a PhR Cher*: wich a Difficulty 
of MO iLJfrer dama^ oqwl to ihe number by which It failed d-re Check, The 
Ftp'Jsti^nre Wfiirulcy ciVi Ix- -idjuiced cJcptndin[| on the patency of dne fire. 



Kli Str 14 Osx ID Ari ID Con 14 Raw 10 Ps^ 0 
|CI Accumulmtjan: Str 2 Dex 1 Ajjl 1 Con 2 Bnw 1 Vyp 1 
Abifities: U^r gf Kl. Ki Cor.l;ra''. Ki Detection. Erudition. 

Efsenttal AbllEcfAK lnhuman|[^, Physical €»empdon, AmbldeKtrou!s, 
5up*rhum4in Pf-ysicol Ch*K.Kieniitks, Psychological Immunity, Elerpcntai 
Immunityj BxtfEme neeti. l/ylneni'laltf. 

Powers: NjltLral Weapons: Drajjpn Claws, Pnehansii.'a Tmli (Add iUCLli 
Att.^ch. friippjnji 14), D.iniiifle Energy, DeiiriJCtive Dome (tnnaEE spe 
Caf?tj|£toaBtf). My^ical High; 13. Armaf Phj^ltni & and Mystscaj 3, DtSimaRc 
Barrier 100. Sue the Supernatural, Aegenefonb^:. 



StzB: 24 I3lg 
Movement Value: 



HegetterAtiort; U 
FArigue^ Tireleis 




-Xjf :he I 

ail Qt 



Htcalomiks 



HccitDn-lir- 



CaEAjjoryt Bietween V^lds IS 



SuPEH-up. Lqmsat Golem 

Life iPoinCi: 1% 
Class: Warrior 

Strr 12 Df^x: 10 A^t 10 Catv. 12 Pbrin 10 liib B Wp; » Per 1P 
PhR 90 MR 155 PsR 30 VR 90 DR ?0 

Initiative: IDLi Natural 

Attack Abilltyj 250 Dragon Ci^v^s i 110 Trapping with lu ta-l. or 230 

rii:',ir,ii:tive Dome. 

□etense Ability : 2 JO Drrigon Claws 
Damage: BO Dragopi Claws {Cut) 

AT; MeLiI Shell Cue 6 Impact d Thrust fi Heat £ Electriciiy 6 Cold fi tne^ 3 



Secondary Ab^lLdflK Notice 7D, Searth 55, Track 30, Feats df Strengd^ 
70. Schence <iO. I^emarii* SO, Style 2D, Kl DetfectMin 140. 

MHIennia a|]0, durlr^i the yeani of the spSendor of the Snlomon tmpirt', 
Andnjmalltis and fhe Scrmte applied meir icdin^Knaf^Ica^ knowledge to cicyclop 
3n .irmy of Combat Golems to use in. wiirs. Although their 
□nsjatloni: wtHild be numerous, the iT>a« 
iurprlsirt|g of their productions were 
hicGitondles - the culmlnaton of 
i^eip Tiilit^ry invtfscjg-itions. Vicry 
were fabricated, as the requiremiBnti 
needed for ^udl production Wen? triaisive, 
cjven for a powfitr like Solomon. 

A Hecatondles Is a golerr, made of tit.inium 
and Sihlninjif white sLorl with tv/o and a half meters in 
height. Visuiiliy. 1: rippeari 11 kit; a stylized and athletic m.an- 
d ragor* covered with sitmnge deo(5*';ic*ve omammts. 
It has dawi 1n5!Ead of feet and handir ►ind a 
Serpentine tall on its back. Normiilly, it does not 
need Co walk, ,14 it floati a fe^A^ LenU meters fT3m 
tine ground with g^n elegance. Ir* spite of beinji, 
arJficlal cmiitioni Hecitondles lu? pr3ctif,^|ly all^ 
and are capyble oMhlnkln^ and acting sndeijendently. 
Although originally they did noc have feelinp^ tJiey 
hfTvB dcvelaped some human emotions ytify 
A\ dl^fcrcnc pcraORaiidcS over dioUsnrds of years. 

A'ter the destruction of Solomdn, a considerable 
arpounf of Hewtondies i-jrvlved In Jhe confusion, and 
thtiy spread out across the World. TheJr siirviwii wiw noT 
I'u^y ''or them, as all ofihcir abilities and pdwers depend on a 
^.fnfr.iror Joctted In their chesq a motor chat nourishes them with, 
magical energy, fo keep functioning, they are required to cssittinuouily 
redhar^ It, and ^hey search far varous supernatural ^bf-eeti 
s>& as fjd InD^ducc them If iheir interior like a battery. 
Depending on the power of each artifact* d^e golem can 
keep iwelf runnlr^g for month* or entire centurlea. 

HetJitondiEs ^atcst weaknet? is the es-istenco of 
a Mtrbal control code Lliat alle^vs those who know ft to 
becomp 'ts awnfr. Ench ont- hai a different kcywordk and 
naturally they safeguard die secret dlUgendy. 

MO[5LyS OfERANPi 

Atthough eath Hecfltx>,ndle» *ias a different matlvation. all of 
them share a common mstinct for wrvrwi 4Tnd mi Hear y combai 
methodology. Glccn that it ii very rtlfflcuh for them to recover 
frofTi the damfige that they tiikjCi Hccatondlej tend to avoid useless combats 
that can pnovf: q tJireat. no m-itcer hew ilrlle it may be. Even so* when th^ 
fight, their power Is iimpf/ • mTieasuriable. in dose fijiht they aiv^i^iys perform 
two attjifks per Combat Turn - one vvlth their cIbiws and another w^th their 
prehensile tall. They use compltii; tactics, using all types of maneuvers ijiat; 
can be useful to chem. If evefyth:nj; turni a|;ainst them^ they take off flying 
so as to threw energy discharges from q d^sUnte. They are aJSso t^fiablc of 
developing Ki Ablildes and, in many cases. Lhey can even use one or twi 
combat TethniQue!!. 

Its vulnerable poini li found In Its chest, where the jeneratgr i&, A critical 
located In tTiat p*acc w'tth 5 Final Value greater tKnn SO dbtonnects them 
autonMUc^ilij'. 





Prahenstte Till: If, \on^ nnci [Xj^^trful tall a cspccMll/ prcp,ifiid to 
WfTip 11:^11 .irCsiiPtJ advnrScirles Fuid imrnobllizE tlwm- Aj will, it can i^-ss- it to 
irj' Pind Tr-tp an Incilvlrfunl whose Size it not sjji-cgtBr than ifa, cwn. This miction 
courtts 35 n niuur?] viddriiondil Riwck, which an be used it th& Mm* tlrne li 
FUjhfis iorvjnni with it? ci^vis svl^out suFtbring ju^ pcnnlcj^ to Its Ability. If It hies, 
tfie j^okL-m's uintiifTQnlsl muse perfann m Oppasctj Chetk agiunst Strengih 1^ 
find Itself puniywii ■itcarriing to thd genera.' r*ulc5 fer Trapfufig milllcUwr^. 

OncG Ib Victim Is helo with FtirtUil Cgmpffitj? P^^raVils, the j^olcm can 
^er\ squecie -t, rcjlxlng It to minkE Opposed S^rctijtth Check agglr.5t Iti tall 
pef turd [rtgHin, Strenj^th 14), The held Individual suffers 1Q polnti ef damage' 
for each pc^lnt isy wh^h he last, the Opposed Check, Hcmcwr, cht; vtctim 
cm add a - 1 to lli rDll hr every 2 hiirri AT chat It has ngalrii Impaci atoitki, 
E'rtin 'A'KIIe the golerfl malrttiins iomcpne t/appctf, a HccatQprJics Is c?ipal>ic 
orenntlnuln^ in fight When It comes Ume :o receive flttatkji, the tai;' caunti. 
iuS fl '/ulncratile point of tne (-30 m Mtatk AhWiXf for those vvno tr^ 
En ciiJ-ry out a tnrgcusd istrlke ipflimt it), ff a CrldCtil greater than 3d \\ ciusEd 
iispumi. It, the Hecontodlci do«. na i suffer any type of penalty to Its iiccteni or 
•iddltiofinl dliacfv^inti^eif but iti tiilr bocomeis cCKTiplejfl;^ uicIks. 

DfettructlVb Dame! A HeCvllondies Is jj^jfted vvlth myrtlrai combar 
syttMla lh.1t nllO'iV ii La project pcwvcrfu' dlschnrRi-^i aFrnflglCtjl cncr^j- thnoagh 
It clmv^. When It Impact? ingalriit \t^. \ \hf.K raj^ (s^plodc!, descToylnp^ 
cTwCfytJiing that is fount? within A radius of ten fnctett. Thc^" t^(S>f^ a Ease 
Oamagc of SO. and they have an Attack Type of Ener^gy, In game tefmi. ihsff 
^re the cqurvsilent of the spcl' Oofn^j of Desiructasn cast witrt aeonl? v.iiue 
80. Td wse t^iis powetn the golein nnust eoncentrjite enefgy In Ita e*KtTOmltiv:. 
ffjr thrcE /ull turns. While dcnng so, it csn ^tot urty out any nttack'i with Ils 
cLtm^s- Much llkp m.d.ny of its otrtcr poweh.. thli ;ibillty is dependent tsn t/ic 
rriagiwi reicrvc bhcit h nc-marning in its generatcsrs. It Is of ly able ta toetutc 
It nine time? per daj^ Lx'fore cxhsuitlnj; the Kr.cr^ thnt it has dedicated for 
thu fijnetxjp- Naturally, uslti^ an cwieptlonally powerful object ^tS Jl battery 
cnn iirreasc in gr(?dt mcasuFc Che number of dally uses. 

MystlcaJ Flight)' Tht supernatural genenstar of the Hccatondlcs allows 
ir 111 iTiy.tictlly movg through the rilr with n RlpK Value af 1^, I'' ita level of 
■?ri(^c0 Is too low, It Is not tapa&lf) of flighL 

Immunity^ The mechiin^tiii niiture the Hecataidlti fiIIqwn it La 
recclwf hdlf of the drtma^c against attacks based cn Fire ind Cold. 

PiychajqgjcaJ ImmunJiyi Depondlni5 op hcyw murn it has des^ii-'Dpcid Its 
person-iHf/, Piirh jB.olern cm bo inn^'iine m different psycholoRvcii StUei, 

Hegenertrtfon; Given thn} ihoir bod lei arc nii>dt of metiil and magiL. 
Liey arc noi iinpatHe of f^cowerln^j from any tfamagc! taken. The only w:iy 
the/ have to i-ecevcr b^t Life f^inti I4 ta find, or fibrlcttte, replacement 
part!, With which to reconstrijci ItJMjjf, 
Vuintirtibitttfi £l«trtctty produtex 30% addltlotial damage. 



Grendel 



pAAk Hlj'IV |"ER 



Category: NniursI 10 



Lemlt 3 
UIb FolnCK m 
Class: R,ips;er 

Strv * Dtjc; H Agf: H Con: f PowJ Int 6 Wp: * PaR B 
PhH 50 MR 45 P*H VR 80 DR 50 

InitlatiVE: 7^ Natural. 55 being sword;, or like weapon 
Attack AhJIftyj 12Q Longiwardn Clawi, or Hurdler's weapons 
Defer » AblhtT; 1D0 Lon;^ word. Cljrvrt or Hupcer's v^apons 
DAmage: 50 CIrw/.'i (Cut), fiO Ldiir 4^^t3^d (Cut), or Hke wcafion 
AT5 ChKin Armor Cut 4 )n>jMct 4 Thfus,t 4 Heat 4 Elect/ltity 4 Cold 4 

EM«hitial Abilities: Fac^^ue Reslitaficc. fmmunc to Climadic pJieftomenn, 
Ptweri: N.itural Weapam: Claws, Physical Airn&f 4 Opefl, increased VR 
1^0^ Llmitiid Chameicdinlc Camouflage, Nljiht valon, 
5p#dah Hunt Module 

SJw? le Medlutti Regcncr-itlon: 3 

ticTv^rnsnt V«luei S FaclgLie: 12 

SecDndpry Abl|!!tiei: Notit;*! 60, Search fiO, Trr.ck 60, Midi! 40^ trap 
Lore 30k Ciimli 40, Stealth 30, Athlttklim 40, Sw-m 4p. 




UriftJMcl 

The dark huntei^ are sjpEmacural crtiitlons built bry Hah thanki to 
CI comhinfulor* «jf faioiogy and msBlc, His objectiw w,is to develop a larigi? 
arm^^ with whith to relntorcc his a-ready conilderable hftvs, Tharcbre. 
he introducEtf gens of various myrticjJ ibcastii Inside hijm-an beinES, After 
several failed aHempti, hu finiilly prniJuced the first Gt'cndeis, whom, will 
^nr from hems the dt-sii-ec! cmeature, torwerileiitly served his ln?entlani. 

Physically, .i Grendel looks lik? ri disprnportiO'nnie man of crimson sikin 
wlLh its wnole body tcwared ijy a chltinous anFor. Tnny possess ,i ^qu.trc 
j.iw riHed with sharp, tetth, as wwll as cWfli Far handi. They do not hsie:- 
hair, but tnewr head is .idarncct wi?h Iwq ha^ni LhiiLcome from its ikuli, lo 
be aiik to alter their corponeai structi^re and give thcn^ more rsa?itarice-, his 
creator tHjwIopcd -in Jppcnril* [hat ijlnicdy connect* Its heart Co Its spm^ti 
coluirn; p't cittends cki the OLtsi^Je of thcsr body in a vis^Wo v^a^'. 

The gCE^it mji|DHty nf the hunters <*/-trm BxtermlnatKl In the wur, but 
there anc stlM somf nomiijlc corrtmunlcici that exl^t m terntonei thiii nre 
farthest out and wild. Prii-niiriiy, GrT3nciel& hide themiclvos |.n forcsti or 
mocirlands, Sometimes, chey arG hirt.'d a mf.rttnarles t:^ other supcrnaturnl 
entities in e»;hinjj,e for elevated sgLirlei. 

,MaiH^ Operandi 

Cnytpd as they vvere for wnr, tneir t]en,trior is violent, Cncfitrds love to 
hght and sact., but Lh^y kncAv ihai they must hide their obtcnce if the-/ wi^h 
ta Aurvii/a Therefore, wh^n the hunters attncii a imal! town, they ^Vi^t. 
make surtr that fhere src no lurvivors to Ideniify them. One of their fSvBritc 
tactiti Is to take aii(rt:?ntagi!; of their aJ3|liti|,' to camoufliige themsffVs* it night, 
which allows the'm id surprise a ^^t^it maiortty of their adversaries. 

In genrstil. all Crn-idels bngswonJi cn- sabtrik but tl'air hard tr;j|Nn|ij 
lite l^rmts them sklllt In the use of the fbllcJiMng wi?ftpar-s - |,ivelin^ how, 
short iword. Ifince^ nnd bclna. betWL-en oth'?^■^, Their rnariii' aiillillcs nrc- 
considf^rrtblci although thcf true poiiwr rcBldes In melr njmbcrs. 1\\'> i'lftsd 
,ind th-ff tpphide th.T. liit'tEH tht'' Heart tg me ap-np Eire their vulnerable points. 

Physical Armor (opcnjfr The chltltmis pktes that cgwsr their b<Hdir:E. 
prnvide them with a typp af comjilete Physical Armor,, enccpt fc 'i- 
iappGndm lhal connetis the hear", to the spine. 
Chameleonlt CAmouflago: Whc-n c\ Gnendd remains completely 
mino-bilc in ,t dark pl.ici.\ its hoc?y bcp]lns tja Sklcwiy ch.inge color with its 
aumoiin dings, if it Is abJq til rtsmain still for Tiare than icconds, ii pt-rson 
ntust mate an Absurd Search Checte or .in Almost Impotsibic Notice Check 
to detect them. 






The Sefp of ttie Wcp-li^ 
Minor 

Liivcll 7 

Lift! Polnttt i,005 [>arna|ie RiifJsE&rice 

Strr M Dex: 9 Agi: ^ Con; 14 pqwr t2 Jnti S Wpi ID 10 
PhR 95 MR 110 PsR 75 VR 95 DR E)5 

Cnkiatlvei Kl Nnturnl 

Attack Ability: 1^0 Oswi * 170 Bitfi or m gr^ath or 140 TnH whip 
DrC^nS'e Abllltyi Ditnidgc Rrtlsunce 

QjimJigei \2'j Ciiuvs (Cut). H5 Bete {ThruiL], lOOTnll (Jmpact)^ 120 
Brt^ath (Va-r|ahle) 

ATr Phyiicii - Bcalcs; Cut 7 Imp 7 Thru 7 Hcq 7 Elo 7 Col 7 Ene 6 

E&send^l AbHIctes; SupemJitural Physical ChamcterlttksE Superhuman 
Spiritual ChgrBctnnitlcs. Acute Sense. Zen. Immunity, \4llVwiraisJirey. 
Poweri: Nnturiii Wbaponsr Clav'Ms, Bite (Additional Attacli. Incranise^ 
l>:imbijije -2D, Armor Modirier - t) ,ind Tall, Breath, Dam.Eigc Enerj^', Physical 
Arrrior. Natural Flight 12, Flap W-,n|p, Increastd Physical Rcsittiince i tQ, 
M^tlc Resistance MR t30, Dam:igc BiirrlEr 60, ^« Kh<^. Supr^miitu-.T. 



Movement VbIub; 7/12 



Rc^ncratiorrr ti 
Fatigue: I'l 



Secondary Abllltiei: Notice SO {Lh^n 80}, dearth SV, Niitury 10, 
Appraisal li, pEfjts Strength 6Ci, Wrthstantl Pulr 40. 



Category: N,irunil IS 



Majcr- 

LEfe Palnti; S.OOO DintAge Reiiftan« 
CIasei Warrcr 

Stt-. 15 Dfcji: 5 Agit f, Cons 15 Ptmn 12 Int: 10 Wpt 11 Pen 11 
PhR m MR 120 P(R 90 VR 110 DR 110 

Initiative: 7D NntLral 

Attack Ability: 220 Clowi 2DD Site or 130 Snjath ar 170 Ta|! whip 
Defense AblMcyi. Damage PCeslitiinee 

Damager liO Claws (Cut), 170 Bite (ThnjiC), liO Tall Whip (Impact), i'.-.: 
Breith (Vsrlatile) 

AT: Phygral + ScMm; Cut 9 Imp 9 Thru * Hea 9 E»e 9 CesI 9 Ene B 

Eisantiiii Abilities: Supertiaturtl Ph^rtal cha.riii;tcr|stH:s. Supcr^um^in 
SpMUlLlI th,"irai.terll"Jili, Atuifi Sense, Zen, Immunity, VLshenibaity. 
Pqvvers: Natgrnl Weapons; CUws, Bite (Additlcn.il Atiatkn Increased 
Damage ^ 3i1. Amor Modifier -2) ►m^ Tnll, Breath. Damftiie Entsr^yH Physical 
Armor, Natural Fliijht 12, Flap Wings, IpLreaiiBc? Physical Rfishtancie +10. 
MyitiL RABlitflhCe MR ^ 30, Dama^ Barrier 120, S<!c the Supematunl. 



Shm 30 Giant 
Morvemen t Valuw S/12 



RegvnerAtionE 9 



Secondary AJajHtiej: Notte 00 {Lhten ItO), Search 70, Hlscnry 3C. 
Appraiial 50, A1e.mprla« 25, Occuil 20, Feats of Strwtg^h 11 0, Wlthstnnd 
Pain 50. 



Initiative: 40 NatLiHil (or llkic weapqn] 

Attack Ability: 50 Bfte, StrllcGs or Wtupom 

Dermic AbilEty; □nirr.agc Hq^li^tarhce 

DiiTtiAgfl: TO Bite* iind Stntes (THrust / InipKE}, er Hkp WEispdft 

AT: I'lij/sic^l 3 

E'<L^«nci4l Abilities: F^hyskiil Exi'iT'ptiQn. A(un? Sense; Smdf, Compfete 
Ni;fi,hL Viitan, F^>chBlogJc?il |nnmun?t^i Unnntunal 51/t. 
Powtfrit Ineneased Ph^lc^l Rriiitiince PhFV +20. 



Silt?: I^i Mftdluni 
Movement Value] 5 




REgcnemtlon: 0 
Fatigue: Tiniles» 



Secondary Ab^lLtl^s: Mdtlce 30 (.S/ndl 60). ^aixh 2D. Steiilth 20. 

Zo4nbies ire corpses, onlmaicd through fiipern.iturni mepihs. The/ 
are tihe ma^t ba^k of all tbe living dead. do nat hcive the ablht)' to 
'viison, nof do tfnej' hisvc ii soul - iilthoiigh spmctlrncs thcj' Ciin tioid on to 
v.iguE memDn.cs of iheir life. Hmy pi tUtr haak i2)c]>(!riment'i of Black Sun 
with th-c ficok of ThiB Dead +i5ivc crEatcd a multlTudc these creatures, 
I ia-^/OTtin Lhejr' .irp not capable of dominating tiiern complete^^. If they are 
iiLU contixjJie^l. inmbica vvtilk nround with the pnl^ dGSfr« lo satisfy their 
hungGf for live l\tif\, eipecially that of orher living hurn.tts. 

MiJPUi^ Ol'EIR.AMt:'! 

ZiimblcJ Eks not have rule* irf conduct Utey limply strati around 
errailcall}' until they finij g '.Mng heinjj on which to feed- The); fi^h'. in n 
chi'iotlc <fj^y vvith 5L«-|ki:s and blt^?i^ ljut the)' can aiso wield v'try slfT-ipie 
r;c-3pDni. Their dead Uodlei eo not heal oF vraundi, <trid tJie)* betome 
umnclntecs ^ith tl^e p^issage of tlm-c^ iJhtjl tKc/ ,Tre not even able to move. 
Picir SMly ^uin^rablE point i.^ Lhe head, iind maswe dqmage to It (or 
decapltBtlon) dcitray^ them .nutoniJitically. The chii'-aticrisLiiis dcscrltied In 
till'; chapter represent tic .min^atpti corpse of a maje idult of medium build. 
Women, elderly, ,iiid children c^n have phjfiiciii abiiitnes si Ightljf inferior. 



Iti cj^adoni requires rast mcdeal and supam^iun!' knowledg,?. First, 
a metallliL slteit-ton 15 far^sd as a tiase w<th a humiin iTlntercnd cmnlurn, 
and Inter adding atop of li dlffcrtnt lt;v«ta uf museuinture - human sncf iinlniji. 
PiTialiyi same ritjsii, aichetty, and Hcrtflces are used to animiitie ft. At^er yum 
of sLudlia, Black Sun h!K dcveiooed soveras of those crtaturM - .liihough their 
quantity is cumantlj' unknowm, The or^mation uses them ss destruihrt: 
i^;e?ipDn5 or guqrdiiins of their haith, In 'iplw of ^he feci diat i^iclr s'lOltflL m^m 
iometimcs takei ovei'. jnd ^>iey <ill anything that they find, 

Mdp'u^s Operanpi 

A Slayer Is a irute prQdls\^ Foi" k ill ing. Pven when on l^' u^ing its mere iaruTC 
strengthn It h |[;fttd <fjhh iv lupemaLurai insL nct for ddth &i7\<; erorrr.Dusij' 
<ncncitic5 Its Hibliit>' svhile f1g>iting^. Wher H vtrlke^ Its opponcnii, a SiaO'er 
11 capabit!' of solitilnii; ihom intM pieces with n merB gntze of l>.nlr claws or 
fi^ts, Dtice It has found a possible viccim, chw %\sf(',r io\kswi kJnexorably iif*d 
without rest unbl IE fifili*res It off, The only ihing tha^t cari del;i/ Its pursuit j 
tht pmcnce oi s pney th4t i$ near, w^ith which it con feed tig heaJ icsolf. 

Armor (Open): All of the mu^des of the Sl^l^x^^ arc rtinfonceO witji 
n.irraw fllammcs of b'iick iteel. Therefore, ttiey naturally enjoy' an rjffedive 
armor aj^arnit Clli ty|>es of iitsack that arc not ijaied on EncJ^, Neverttiekii, 
Its sstele^^l he.^d is not prutctted like ^hte rest,. Therefore, strlkfia diretwnJ ilt 
the cninlum da not obLJl^l :hll protection, 

Excras^niory VliionJ Even without hjying eyew fhe Sla^^rs can feci 
tneir turnoundirus t^anlts Ljo the iupern^itunii powers that have been u&td 
to crflBtc them. Howt-ver, th'&y are not able to perDeiwe maglMi of psycJiic 
abliltiei. nor soiriruai being's. 

Re^nenition (Urnittd): Aiti^DUg*! thtir dead body is not able to hea. 
.I5*'lf on Its t^vn. □ ^i£f]if Lin feed ftseif live f'esK (or ficih of someone thot 
has. died less tl\iin five m.lnutes ago) to hoil any type of oamige, WhiiE ri 
finds Iticif t!(itirt|, its (fvh;! of FtegenerBtlDn ten-ipomriiy Increciiies up to 16. 
As it reference, devourtng Si vvhole human body -lilows then to rEjjtneratt! 
for T5 turns at a rate of 10 LP per turn. 



sky er 



CutngnTYi Between Worlds. Uving l^d 20 



L&vel' ^ 

Life Palotli 360 
Clusit Wi;iiptjn.5maite'r 

Srn 1^ Oek: 6 Ajfii: 5 Com V. Pow: H (nt: j Wp: (j P^r. 1 
PliR A'> MR 60 Ps« 5-^ VR 7n OR m 

Iritiative: TD Natural 
Attack Abllityi 1£0 Ciows and Bones 
DctentA Ability^ 1^0 Claws and Botici 
Diimiigei 95 C awsand Bones (Cut / impiict) 
AT: PtYy«,irji Cut 6 impacL 6 Tlirust 6 Heat <5 Electririty £ Cotd <5 Energy □ 

Essential AbMltj«B; Intiumanity, Ptysical tKflmpLion , Inhumert Physical 
i' i.irvirr<-i i'.tlcs. PsychcilagJLal Im'TiUnilTj^', Unn^tu^'al Sija 
Pi>werii Naiural Weiipons; Claws and Bones (Increased Damage}, 
DamiQj^c Enerjiy, Intrtjased Plr^icai Rcsistantc -20, Phy3i<*i! Armor h 
Open, DiitT->i?ige Barrier 60, Regeneration 16 Limsted, EKCrascriSDr;^ 

VlSlQ'l. 




Movement Value': 3 

condiiry AbiliClBs: 

Su-cngth SO, Jumfi AU. 



Rflgencmdon; Q/1£ 
Fatigue: Tlre^e:s^ 

No lien 40, Search 25, Feita 



This creature, nid^narr>cd Slayer ter its need to qunru-f llvlr^i 
bcnp, is one of the- i^rtlfcial creations dcstrlbMl in the Bcjok of 
d-ffl Dead. 1^ is n terr!-|)Kn|r experiment Umt hAS as it!i oojerth^e the 
construo:ion of a powerful type of undeild gfted with enormous 
dcEtructrvE apnhilltirt. A Siayer Is n humorod nightmare r*irjre 
liiLin chrec- metet% In ^height. All nf its bcjdy it niicd with v?nes. 
and twncs; the spiniii column ipllta its batfc iri ivro, and it hM 
A mncf-ibre sRuil ad face. Il possesses disp^portlonatr arms 
illtE those df a s{lan[;gor1llfl, and its legs arc strangely irwened. 
i ■ p-intilnji Bt the hip, Tht^ it walki in a vet7 odd wgy. 




AsfL^iri 



Sp.wt qf the Hwnt 



Categorr; Spirit 20 I 



tewll 4 

Life Pointi: IDS Beast/ ISO Spirit 
Class: A'jSLi^^h 

Sen r. D«x^ H Agi: lj Ccn^ 6 Paw: U Int: 6 
Wp: H Per: 9 

Phft OS MR 55 PsFl s:, Vft 55 DR 55 

Initiativf!: 170 Bea^t/ 100 SplriL 
AtEnck Ability: 140 Clrws and Jaw 
Drfcnsc Abllltf; HQ Dod^ 
Qamiiget 60 Claw's and Jaw {Cut / Thrurt) 
AT; Hh.ysiciil Cti^ 6 (mp 6 Th™ & Hea 6 Elc fi Col ^ 
Enc 3 

Eitcntliil Abllitlfeii m humility; Phyflcal E^mptlorv 
^gperhumaf'! Spetiil Ph^'slcal Chifactcnstlcs, Acut; 
Senses -sjnell jnd hcnr in^, AtiLUned. 
PowmtK Concfftraned [-^ssesaion, Fcfm of Betjsl 
I CoricfJtliirr«i Bnjilt McUTridrfi-hasis, Nsitur^il'WieaporiM 
Claws and Jiiw, Incnea-ned R.e;)CEsbn ilQjn Path 
or the Bciisiji (Increased M-wemeni ~2^ Frei 
Movement through MaLun:), Cnfldl)o'twj«l 
F'hysloil Immunity B0^ \AfrDfrri*fs5. 



SJie: 1Z McdiiJm 
Movement Vaiuv. 10/ 
FncEgue: H • flni^lf'STi 



Redone raClons 1 




Secondary AblttbeK Notit;!; ^ (Sjiit' 

^i^flrMjl 90], Starch 60, Hkle 100, Tfack 
fiO [StwAi Athteticlim 20, Sceallh 100. 

TTie Ajta|lrt ine Iracc femJnln*! splnti of nature cfcjmln.atj(>d by j 
urong prendatory Instinct. Since ihcy h:i« no body:, they are mcapable of 
micrvenJiiEwlth the pH/slcal world, Thui, Muglri need ptmcgj Dther;, te 
feel the emotiori of tJic hijnt and idie taste gf Iji-ood. 

A.1 iplrltSn Aii^irl can anly rnkr posseisiDn of v^men thiiL am sdll 
nnaldDns. Once they iird n.n .ippnaprlaic hoitn ihcy burn^w Inta her s& jI 
flPid itiiy Ictharnle unttl the night the finst fdli rhtion SLft^s. In thil InstzinL. 
the Asaglf'l obtfllns central of the bDd>'^ UTinsfcrmlne It Into a Bloody bc&st. 
frontwilx. the splfk Ito'd* onlo vn^Jt mcmarlcs qf its hostess and fe*ls 
the desire id kill tho*e wtiom she most lovei o-r hatos. Even so. It tJees 
ryoi wai-tc any prty - espRcl^lly htimnnt. Wh.t!n It. beeon^ei nay again, the 
womiiri regains control, unable tp nemembsr 'ivhac hiipatnsid the nij^t 
befer?, Hutorj^ b repeated agam an the nca<t full mcwnn. 

feopfe who are Rtfted wllh che ability td sec an Asagiri vvhlle ft d in spintUiil 
fcrm will penasive itiiliE a turbulent shadow In c<5rfstunt motlDn whidi ppEsesscs 
some iinlmjl features mlKcd wth a ^Em:lle nppertrarice-, Inijde .i hurran body. 
It Is a bepit W5th some lemlnirc thiractcrlsUci, Ajagirl bodies .ire cowered with 
3 depie black fyr, and te ?.Ki3ni-Tilt;<s end ■ n sharp cinwn. K face nesemhJes finj^ 
other predattir - like panthersK wolves, or other type Qf animal. 

Th« spirit «i5n abdndon Its hostris ai: any moTient, ew:t?pt \v+icn it 
\i in beast state. When Iti hoit tfie*^ the Asagrri remains trapped WIChh 
Che corpse until the fcdcwing ful' rnoon arrives; then IE cars free itsp^f And 
search for an ether body. If» dun ng this timo- som:Gone depoilti fimvcrs 
In the mouth of the dead womann the Aiagiri rem-ilns bound to her and 
co-mpleMEly divappeaf s onw nl^ht arrives. A few cxtrerneiy compl<;x myjcical 
riluiilii arc aiso capabiu pf (y«M'i;»slng It. 

Mopys OPEfcANPi 

The htint is the cnl/ thlnj^ tftai j^ives n^e.ming to xhe existence of the 
Aaagiri. On the niRhts Gf full moan, they drag themielvM ste^ilthlly in warch 
of vTlims that can satisfy th-eir instincts. From the shadofArs. chEy pounce on 
their prty and flniih therr off widiout gwing dhern j chance ta reacL 

While tney Jirs; in splfituai Fo-rrr\K the Asagiri completely ^Id type 
of confrontation, as they .ire un^itjif to fight. On the other hand, as beasts 
the/ do r\Dt fear frlhtmg, alt^iougK generfiily thcfy prefer to ust sybtcrfuge. 
Th« physkBl body a nd tJie soul of the Asaj^irl receive dflmage InSepencBntly 



if ijhey are attatiied try means not capibte of damJijf-niJ 
ip rits. Jn fnrf. ir is possible to Itiil the beast without 
,iffcct|ng the 5plrt. u^ing sliver hweapuni or similar 
mcani. WevBrtheiess, .ittacks tapiabie of damagini^ 
Energy ^Ith cnouj^h Presence iiffect both erqyaily. In 
bcant form, (hsf hivi/e th« same vuinerabJe pointii 
that the Imitfitccr an»maJ. 

P0iss«9s)on Icon^itionc^i T*\t ability tta talce 
pui^,csilon of a body oni/ hjis ,in Effetl on wornen 
^:h.it lire virgins. To bt shic tn ineak into the interior 
of m^-^r Ksui, the Asagin mLst make a successful 
attack against their victim, and she must fell 
an Ml^ Check ajiainst ^ Difftulty o^ 100. If ihe 
■■\'M". I'll' i^iJiyince. or the spirit ab-.indonj 
111'.' l-rA\-f .It 3 later time, that woman can ncviir 
be possessed &y one of Ihom ajjam. Having 
yixual ralation*lilp a,K A iatfir time doci ntji 
yfTt'Lt :hc po&SGSsian in any wgy. 

Bust Fonnr One* Mtraduoed wtdnin a budy, 
the spirit tin .liter it durlr\g the nifghta that have 
.1 [uli moo-n, giving it the appearancR of hi beasL 
I'l th,il stiitcs Ihe As.ijj5(rl IncrEasG the pt^sifiil 
■CnrjiUKeri^t'CS of dieir host considerably 
(1 points CO Oexte^'ity and I'^gi-ity, and 1 
to Strength and ConstitLtloP'). iw weHI os 
ifie.r rejctton sliced. Alsa, ttity g^in 
sJiarp c|nw% and teeth th,tt the Asagin 
ivin ijse as wcapchris. The ^tatlsocs reflected on the 
i rcord neflresenti the posM;sslon of !• flermsl womJin; 
thereibre, the ChrtraettrlstJcs in cursi^ie can be aftertd, 
dependJn;; on il:^ host, 

Attune<d; While they arc transforrjied, the Asagirl hove an »ifflni^/ wnii 
woivct, panthers,, and other |^rt;,it predators, 

Path of tho Beast;: in taqiVT, lorm. its cofimunbh widi riaUj-!Tt? .illrnvs ir. to 
."lC7vT".ni:e thruLJ^yJ-i iiy-nt or | Jngie areas widiour .iry pen.ilty ro I'J spcett. Alsa. its 
McwfmiTi V.ilLiL'i". un.iKi'i.fi:: by 2 puirrj when It mews In these environmenta. 

PhyEicEl Immunity (cDnd'J(Jon$d)j Durins^ tht flights with fml mopn, 
the Asflglrl arc comp-etciy immune tp nny attack that ii incapable oi 
dam'riglr^B Ensr^y with a Presence lower than BO, This qbllli:y does not <mf\i. 
against sUvBT weapons, wfiicJi produce darrta^ normally on their body, 

Weakntst: K flowcnarc pisicEd lr\ the moutn of ,i caeaver pofeessed by 
,ir A.^ijijri. Tht? spint w^ll pcriih in an Immediate fash'on oncci nighi irnvtrs. 



filisno^ os 



Vf:nge,ancl cu- ihl /^ni^ient 

Lweh 15 Cjltegoryi Between VVbrlds ^0 

LIfC! Ptrlntii 8,565 Demaff! Fteisiance 

Clmw: Pnr <t Paladin ' 
Str: U Dew: 121 Aglt 3 Cont 10 Pewt 15 Inc: 10 Wpj h P^r: 12. I 
Ph« 1-1i:i MR 19Q PsR m VH ™ DR W 

InitJativc: W'i J^aturtii 

Attack AbllEt]?': lOD Pillar of Soul.t 160 Apperda^es ffi attacks); 3DD 

Cr.iv.iy l>t':ifuction 

Defense Abliltft Damajit: Rcslstilncc 

Damai^ts: 100 Piiiar of souli (Cut), 1EH3 Ajspennajfes (Impact) 

AT: riiysical 10 

EssenctitI AbKictei: Divint Physfcai Charadrristlcs, Supemiil-jrai Splntuai 
Charnderisdcs, Physical Ei«mptlor.hZ<^fi, rmmunlty, ftychotogipii Immunity, 
Vli/HmlfcJllfy. Physlca) Mencf, 

Povnri: Niiiurai Wtjapons: Pillar of Semis [hcrpaaed oam^ +210) and 
Appenoflges (Six flddlcionai attatitsjK DamagE tnergy, Crgi/I^y Dest-ructioJi 
(Innate spell). Superior Subterrflhe.tn Movcmert, Mfi -50 and P*B -50. 
Regefieratlon 17 Conc^ftrDned, Phyt»Ml Immunity BO, See the SupEmatunai, 



SiE«2 Id Colossal 
htDvement VAlua: B/4 



Rcj^neratEori: 17/' 10 
Fatigue: TIrTj'i:','. 




Secandar^ AbMltj«E Nattte 150, Se&rrh K), Hi^U of Stmnph 110, 
Memoi"lz« 50, 

To qDntcmplatE the FlilanofiCis Is to witn-ess die true martin Ing of "ferrar. 
Ii It a unic^uc cneature fboit power h iilmo^t divine, nojnshcd dunng Its 
jfestatlon of counties souk- It Is the crcatyr* that ihc ahL-qult^ Infl beihd 
so us to auen^ itself on m,an and make him pix^ for his sins, htot for noSiIng, 
Its namt siands for "Son of Deiith."" 

Th^ HMOg^ Is R. crfiature d' caloss^ size, aln^ as bfg iU a small c\ty. 
Made dp pf d^rk metals andmnrbks, from a dlitance It ha* the appeciranES of an 
Immcnic TTiouniLaln. of corpse* chut mo^ea Jltwlj^. lb; m<iin bpd/ is q huge Etotne 
In whtjic center i* found a rcpiicji of Its rw crcntDr; whuh .ids I fee the coi^t 
:rir pntic)f, n^nt boj'Jtlfu' f Ipiurc Is crowned four cirtraonHnory wlnj^i, tw5 wth 
,11' nn^iic aspect, but QATk llkfi cbor^. a^ic ,1 seccotf pair m.Bde gf borws. Fr^im 
I ■. dome- iirlstiji dcaans of In^mense tentacles th;it end In the heiids bf wiriaus 
LicLiiiti. For the comrpon person* its surface srasms tfl ttt campcttly smiaoch, 
but cho^c whoiTJin sm spirits will be aVMnre th4t It'* filled wiTfi thoLiandiofdead 
faces m4 tjodlEs cantoricd vvltii pain dnd desptracjori, 

The origin of this nijjhTni.w ^oe^ Duck to tha Wir of God. during 
wh'th Ihouiandi of Eir.ngn died every dfly In rjontlnuoLia af;ar^ and: suffenniJ- 
Bcm^ buf^ic^n all rh^ii DnstructlDn, Gjudomus, r.iimed b/ h\i (slveti brothers 
tJ-ie Crpjitor of Wandnrz^ stinpfiic d pian to JwcHDe on ihof^s wfio ih=ia tnten 
□ftVBy- ovcrj'ihin^ i^rom him. Aione^ In the penurribrai sumoundcd anl^' tht? 
cadaven af Thos? he lowed, he put td^eiher an Bsttrnordinnt-y golem ui\nj^ 
die remains gf his own ciiy ns raw maierLil. To give? iili! to that monstn^^Hy 
ho tned Ixi channel the skujIs of la lnh.iblH.nra, but unhmknownst to him, he 
crcirncd a bsacon few thouiands of sprits rendered b^^ hale. And thitf crciitume 
noktrished its*if on ^11 diat extraordinary powier unill It betaTie an tf\ily 
none else had tver wA'Iflad [he worW befofXi. It wna onlj' pariMiiy awakened 
far few hdurSn but even so^ deatJi and destructten f^l&<v?d It. Ute si newborn 
who lnUsi Its flrtt steps, and wrdi □nlj' a fraction of its powtr acUvaced, the 
FlUvnosos raijed fill fbrm^. of llfu tJiat wns found with-n 10O mi'cs, 

It W3i onl/ then when Gaudcn\us uH^derstood the irue horror thiit 
hr had crTiated and, mtapabic- of destnoj'Ing it, he hid K creating four *!eys 
>' WOUle compleicl^ jiwmkpn t Currently. Its placi: of rest, ftS Wci| 3S the 
.11 Ion wvhpre th« .irtifacti needed to ftwiken I: are found, v unknown. If 
.It some point the filiinoj^ai Is rtarilrri?ited. It vw^ould cover everything In an 
occjifi of tilood lUaC' none h4ve seen |r centuries. 



Impelled pain rand the wmth of the souls dint created It, the o-niy 
desire thist the FllisnOgos has Is lo iirenge itself on humanity. Ii: wishes to 
bathe In the blood of men, vusk^ its civiliiitiofij, and trwt ihem fnor" the 
face df Gain forever. Unfortunately, -is hate is so immeasurable that It is 
very posilble that it would not slop ihEre, snd would advance uncontrolled 
until itd(?rtnayffd nil 'ife on i^t psancL 

Once iTwalacncd and \n its fi^ll faculties. It wl|i move scross the vwiarid 
iearchinj^ for gre-lt i:kle,\. it jset 'ts oppentiales to explore^ is It can deplc^' 
tJiem up to two miles from ;ts bod'y. jf an the way It Finds i ma'l popuiatJoni, 
'■ the Fllisnogds does not ewtn stop - it has enough vvlth one or two of 
Its tentaciei- to destroy them. Only In an important Dty wl^l Ihe FHisnogCB 
manifest Itsetf in all of its jiiory, to the homir and desperatlor o^ vts future 
virtlms. The only thing that stops It Ii a deep river, s^nce the cnBiatu-Ti 
a sbnong repuls'on toward walafr. 

The pwer" af thw Fllisndjios .s immeajiUfatile. It can dtitrc^ armici 
and raae entire citas vvlth e«e. In combat, it can carry dt/t jp to 7 .iltiicti 
ppr cum - one with the pijlai- of SouK ap,d six us'ng Its dsperdajte^. Aifo, 
every tv^ turns It generates a fIcJd of Gracity [destruction t-*iaJ the crE.iturif 
gchcnilly uses ^jginst bothersome adver^rics or nrtillery. It does no', have 
ary vuirni'r.il^ie polnti. 

Pillar of Soult: The nwin aoack of the FlUsnogos Is the Pillar of Souls, (t 
\i an extraordinary black runic e<jge the destroyer can irianifcii or unmaki? 
as he wishes. Kormal=iy, it emerge* from the ground, desircying iinythlnj 
that \t reaches, althou|h lE can nlso emerge from its b«ly. This attack has 

n [ireaiiage of 26, 

Append9f«E; The ilx efrortinous appendagei of dhe Flliinojso* crush tK 
engutl' .inydiinf; that cemei within its rea^h. Each one f}f them allows it tp 
make a natural addiCHsnai attack, fcir- wh-di It does not su^ffer any penn'ty 
to lb abiilcj'. ThKy ran eve*i fight ev?n when its botjy is Lnder|,iTJurtd. tf mt 
append-i^ie Is rTiCtnckcd, it ciin vv-thstand 500 po.nts of damage (which u r.ot 
subtracted frdm t^ie total pointi of the crtacun&] before bem^ destn?)^d. 
Ones they have been cut down, they will emeriji? sigi^l-n from the central 
body In 5 tunit, Ciwn Ita^reat sire, it can only use 3 append ajges aj^alnat a 
target of medium gp b\g sise. altJidugh rtothing prevtnls 4 from uslnjr It In 
conjunctldn wid^ it* F^illAi- of Souls. These attacks have a Bneakaga of 



PhysicKl Immunity^ Ai powerful it m^v^ be, no weapon thjit \t 
unnble a \ dflm^gln^ Ener-gji' has any tffEct against che FlIisno^EOi. Otril)^ 
^upcrnaiunil attncks -Alfh 4 pi^senct ^nefttrf than 80 can hurt 0. 
Gravity Ddstructton: It^ incredible su-pemat'ural power grants the 
cT?«ure i3 limited cunirol csvcr the gravittitlprial Tields o'" the plarvei, ahcwing 
It tn execute arv l-ntvate earth ipdl oF Gravity OestrydJan. The speM 1* cast 
with Its Bain Value, that i.s te ss)', pKJintJ of Zcon. It needs 2 f^li turns of 
prepmraDon to exct^utn it^ during whidi rime the b««ly of Gaudtmus begins 
La gEstlculiite, It tnn cjist It ar^ iirHlmitcd amount af times, rngintnlnlnii rt until 
cvcryihlnfg that Is within the Oeme Is destira/ed. 

Sypertor Subtfirraiiemn Movement; The Flllsnogoi ha^ the abllit;^ 
tQ ttjrjf itseif under tl'r; ^K,HiriiJ iv Lh fiiiCg something thit It nor^inlly uieS 
to p-rotect 'tscif from the run or to avoid twlng dctijtTed from dlrtsnce. It 
nettJi 5 CoTtibat Turns to bury lti«K tj^r wfl ejirth, tind 3D under solid 
nock, k «i alio tapatsJe of friovlng acrais the sutjsoil, but iti Mwemenl Value 
Is fctiuwd i:!^ Jiaff, While tt lit burled, the Fllisntsj^os uses its appendages with 
a penaft)' af -40 Id Its AhUhy, 

RBfaneration (Eojii/Mon«^: Th« body of the Fllrinojios immEdiAtEly 
Bbsciftrt nil fri Lhc inorjp^nmr piTj^icil rnipirteir thiic Is found itjund It, so 
3i to ture llifif .ilminit Immediately of any damag-e. TheneftH^, It has a 
RngenenatlQr, of 17 n^nd recovers 1D0 polnli of damage per turn . Thi4 abl llty 
daei not work agninsi attacks b."wed on v/^ler. 

I^tychlc Immunltyt E^tcpl anger or rggc, tt li Incapable of feeling any 
other cmoUgr and, thenrsfcre. It Ignores the of the psyrhoVjjjiriil Stal^Si 

ImmLtnityt The FlHsnpgos >£ virtually iTimune to all elon^ental effects, 
QSMsept for <o.ld aniJ waLcn Thencfarc. attiick? based on air, filectrltiijf, earth, 
fire, ight, pr darknesi oni;/ t^uae h haJf dama|e. 

VulnBtubHHft The physJwil ferm of the FIHsndiob is vulnenble water 
.ii^d to cold^ :herBfQrt any elDmentJil' iittick based on thtm produtes double 
damsger Also, contact with v/aier In great quiintlde* Mts like ii powerful 
ijcid against It, |f it gets 4t ItflJt 4 fourth of its tiody wet, it rnust p.iss ,1 PhFt 
Check, with a Difficulty df 200 or lose an am&urt af Life Points equJi-l to ten 
iinves ;tii failure levcL This normal Hy huppeni when i paises by rivers or It 
comei to the '.urfatc whiic it rains. It rnust repciit the check every 5 turns 
if t doss nat protect itMJif fnom ihe water. 

Physkat NbbH; Once swakfiJied, the venjjeful spirrts impel the F'llsnogos 
cc. kill all that Is found in its. vray antJ 
to feed off the death that it eaiii^s. 
ThchHfaUG^ It needs to end tKe life 
of !i number of people per day; 
If It does ntJtt It will start tCf bccdmc 
debilitated. \f n week passes without 
having kHIed anyU-iing, it will bury itself 
And will becQttie drciwiy once a^aln. 

Ahrmtion 

Ska^'VN Of Pain 

Ltovelt -1 Clust [kt^veen Wbrldi, Elemental 7£i 

Life Pdint»[ 900 Damage Resistante 
Ciitegory: W^aponsmiuter 

Stn 11 Dexr £ AgJi ft Con; 9 Powi 8 Irt 3 Wpz 6 Pun $ AhstMt 
PhR 35 MR 55 PiR 50 VR lii DR SS 

Inittaclve: 70 N^tUfJli 
Attack Ability! 1^0 Claws and Jaws 
Defense: Ability: Dsrnagm t^cai^stonce 
Damage: 7D Daws and |awi (Cut) 
AT; Physical 3 

EttientlnJ AbllFtillS: Inhumanity, Fatigue FlesiStjant*, StiperhL-man h'hiySiCO! 
Ch.ir.icr*?ri'itlcs. Without Unconsciousncsi, 

Pbwers: Natural wtPipon; Claws and Jayvs (Increased Cdtk^il, Increased 
□jmaj-L' ■ 10), Hegcnefation 12 cwwfiltened Bond nf Suffering {Awta; Pnln 
eencfitkjnerf), Oomplein Night Visinr*, 



Mp on^ knows the of l^ln of such r^ightmares that, fbr lack o*' a better 
name, are called Abej-rations, These fneatures arc Jumbles af bloody me.iit 
and pus, with dntjrrnQUs Jaws and sharp claws. Tne-r appearance is vary 
chaodc; sometimes Lfiey heem similar to Immerse lup'n?? beasts 'anger 
than adult lions^ .tnd other times they arc mors like a grotesque parody of 
musculni* human beings. As a group, ihejf are a truly a icgry diing to siJCr 

The Abtrrations am lat originally from the reiil world, but rathisr from 
The WakE. where thejy ire found the mrtjcjrity cyf the time. Unferiunately, 
'.hoy possess an enormDui ivblllty CO niiinifeit themselves through the 
g:5ces. betng. dr-dwh by huge amounts of pain fsnd tcirmtnt. It >i said that 
^when n person penetratet Into Tsie Wkiu* thrciugh a place char^jird wMh 
SufTanng, they can iDavn behlng n">aiiy Aberratloni. These crcaturGs hswe 
an unquenchable hunfjer for nieat. innd where they rfianlfcit themscfves, 
ttjcy alwiiyi lepwe behhd a path o( destrudjon snd denth, AbcfratJona do 
not iTispnct anj' li^'ng 6eln£>, e«cpt for tJielr ecjuals. In m.iriy \hf^ 
arc the spawns of pain- 

tAav\6 Opemnpi 

The only InihrMt that moUvaies the Aberrations ^ death, They never 
elaljoratp plans, nor do ihey leem like they need them, Simply, those 
creatures charge ^ry living (wing that cnpsscs their pat+i to sell I them wk+i 
daws and bites. TKey can act on their awn or In numerous jfrcups, but nor 
even this way they behavtf In a-n organ.ied fashion. In combat Abcrratkms 
arc terrifying adyfirsarles, grven thvit their budlci, kicking vital organs, c^n 
recftlve enorttioui amounts ol damfige without iulferlnK mortal wqijnds. 
Either way. hlddtJi behind Its r^^bi is (bund Its J^eart, a vulr^fjnsble p^slnt. To 
carry out an -irmefl attack 'cwflrris It lia* a penalty of -SO, 

Clawi and |i,wt: This na,T:ura]- weapons of the Aberrations are preparec 
to descrijiy lt^ advervarles. from Inside with great ease: they get a -20 baniii 
to their roils when cakuiatlilg any Critical. The Bn:ai:.iF,c o* the attack Is 5. 

\, Bond of Suffering: WNsn an 
A:)emiitlon rt»£elvt!s some type dI 
. damage in combat, it instantly 
OijLu'Jii 'i.^ creates li spiritual bontf fJILh , 
^\ the person that produced i 
1i retumlnjj Its. pain m an i 
Incremented wjiy. Thftrefofc, 
1 anyone who tausgs die kkS oI 
/ Life Points to an Aberrairan must 
automaticalljf pass sn MR Chedj with 
jjK/ A DIfffculty of IOC or it wll find Itvi' 
submltlisd imn^i.ite>y to thrj state .. 
Riln^ An inii.v\.ic1u-il musl psISS a Check only 
once per Combat Uirr, fwn If It liai 
carried out several attacks with wccifss 
Clg-nnit the cruaturc. Th.s ability c>nly 
works wtllli? tht SUbJcL" Is Virthir less 
dna.n ^ meters of the Aberration; 
farther than dnat, the ^iricual reaonance 
1 1 irtwak titaitit does not [irotJucD any effects 
A firied check cati be raiied again ewry Is Comont Turn^. | 
Rvgenerjidon: The metabolism of tJiese cneaturcs iillows Ihem 
'-'^ to cure LhcTisclvEs at a prodrgloui; speed; they recover 20 Life Pointi 
per m^nyte. Thi«. ahlUty canly •mrks. or qttgcks cJiused by phyiicjl means, like 
crushing or slashing. The diWigfii suffered of an elemental nature {cold, 
heat, electricity, hght, darkness* oro^cr simriflr ones^ are only regenerated 
with Iwel 3. 

Compiotn Night Vlilon: Natural darkness does r^st affect the abillTy i 
of vision of the AberraiitinSf but supernatural darkness doeir 




Lord o f Darkness 



G^TEH El^MENTAL 



Category; Betiwen Warltli, Elemental iD 



Size: id Mcd.um 



t^egeneratloni 12/3 
Fatigue: }J 



Secondly AbMltlei: Nstke 2Q. Seiirdi Climb 70, Hrde 25, Feats, 
of Strength 20. 



Levels li:^ 
Life l^iintt: 275 
Clas^ Warlock 

Str: 12 Dex: 13 Agl: S Con: 3 Powi 13 Intt 12 Wp: 11 Pen 11 
PhR IDQ MR 130 P*R 95 VR ]'y.> DR 100 





Inlfiatlve: 115 Natural, 125 In Kuman form 
Act.-ick Abllky: 750 5hilclow CIeiws 
Defense Ability: ^^0 Shadow ci^i 
Damagfl: liO SNadtiVif daws (Cut / Colcll 
AT; Ntine 

MA: 00 t3ilrkn(ss5 SpElls. id Others 
icon: 1,150 

Mjgic Prafectian: 20P CJffenslve 
Level o\ Mn^in: 90 Darkmiss 

Eis^ntial Abllttfes: F'hjfflcal ExempSlorv, E^emantal Imrnunli:^; Darlflefs 
i,h.-r' tho diimngc). Inhumanity, Gift, Gcstuneleis CflsTlnK^ SupemfllU''^ ■ 
SpirliUAl CharacLcrlstles^ Supcidiurr-an Physical Chii^att<!n5tl<i 
PDwartc Natural V^apofisi Diirk Clw^'i (Armor Modifier -1, lficraast*o 
Dsim.isP ■^■40, Elerr-entnl aitack). Oarrn^e Ene^, Metamorpliosli carrdfttonpd, 
^iji'iitlcnl Ke-;|=;txirii:e MFt. -20, Elcrrental Farm cunf^nfd. Physical Forrn at 
Wil', Shadow {Sec ctie Supumntural, Corri plete Night ViBlon), 
SpDClaIr Miglc ProjActlon a& on Attack, 



Size: 7.'^ fV,if.} 
Mavcment Value: ii 



HegenerstiDri; 7 
FatJguei I ^rclcss 




Secondary AbilltJa; Notice S5^ Searth 25- Hide 50 (100)^ Htory ?DCl 
Occult i4Q. StyJe 40, Jntimiiijte 90, h1a((lt Aepimlsgl 110. Stsalth 7S t75), Art 60. 

The L qndl Dnrk?ies5 are the somber twins of the Mnidcni nf Light, thij 
ma^l pi^JVerful of iail the dijrk ctorrventQla. They c^n L^ke mnry (hms, hut their 
irMu nsfjfict la EJ cdiloif,?il huitiiir^jlEf [three meteiri In hclf^ht) mnde up oF pure 
I ii t;neH, Theif hdnd^ ^ gro^rsque daws, i-ind thelf headi arv crownwl wkh 

hujre horni, They dp not have Fiscj;., but their c^flst shine ll*ie scaj^cs co.il 
■! IcFjvia behind them □ tmIL Givrn their Ciprrlfymg aspect. It should not 
be a surprise ttut many of them h.ive Iniplred a rnu' tltude oF andcri 
iJvmo'i!! of the Christliin religion, When someone I& In ihe prtscrmc 
o[ onc^ ot thes^ cri?jitur{ii In thtslr true forrrir Stisfy normally feel 
fi prick of Icar running up their splnEL JUst like their light twins, 
the Lordi do no'. crii jifd drink, nnr dt> ihcy hdiif tin)' neeisi. 
In (iKr„ chfiy arf pr-^fMallj^ immortal - th^ onljf perish due to 
■.■lolcnc ciiuses. 

The LtMrcJt cif Dartneii are d cDritradkilcih In themselves, 
Thc^ are iittrjctsd to ulonente tind destruction, but at the 
snme time they i^we art and benutitui things. Like tbelr listers, 
lh<^ normal ly follow the doctrines of ohc of the Shajiids. and 
on Qccasloriii thery wrve them psrsanaliy. Ai n jjene^fil r-jlc, 
the Ltjrds of Darknesi nd »n a cole ,ind csii-tuUitIng way; It i^ 
very uncammnn for them tn tose their nerve or become nngry 
NcvcrthclcssH when tbiy dhc Lords alWi^ leave ci wia 
torpset In tticlr way. 

If t.bty Gin iTVDid It, the Lcrfls of Darkness do not 
,ic!i In persofi, p^Fcrv|nj5 to use sybordinatsjs. th^t 
•••vark for tliem throujrh trickery or Intlqildatlnn. They 
.ibo have u multiludt of Shadows in their ^er^lce. 
whitii they u*e for th« simplest of tasks, 

Grven thj!t the LorilE can tske q diWeren' 
appearance it nii^ht^ they ofier> minj,je with humans and 
evL'p- tiike- on a staftfe Identity, liven m, the most common 
thing vvpuld be to find biem m the most sinister arBas o^ 
The WaKc, or In Unexplored ansas of GaTa, fitHTi ivhere 
i'i<5y £^;i:ercls<: tfieir Influence. 

,M0PLJ!(. OpER/iSDi 

Li kc- the Maddens of L--g?it, the [jqrds of P>irkness 
posaz^s mQf^lcal abilities which ^p/c tt\Em a gren^ 
superlortty oirtr ^ creatures. Runts snd \vffii/c 
:;ymtx)l5 are formed In the interior of their dark bodies 
whik dley accumulate powpr^ these glyphs allow che^n 
to use spells Without gcsdcuiaUn^;, ever while thf^f are 
rightlMji. ^thou^h the Lords have a |rcnt confidence in their magic sWll«, 
they cn|oy phywciiliy fighting ftgninst sll kinds ci^F jdvei^irleii. Normally, th* 
Lords are more tlian powerful enough by |ust using their martial atjiiitlGS hut, 
in Lne improbable case that they flrid a :h»Jit For them, they ran use thcdr 
'Pf^fis In a very efffictlue w^, Much like many clementals, they do not hinx any 



vulneraile patnt, except fer Eheir heart - the focus of Ihrir easanoe. Of", 
some oecBilons, they gain Elan from ihe Sfiajad whom they fervp. 

Dark ClawE: The Lords of Darkness use their enormous cli^rvvs with 
terrifying; prMhion .n combiil. They attack like a dark vveapon capiible of 
d.imiiging Fnei^y [ Breakage 0) cmd, fiuink* co their unnjtur.ii pcjwer; Lhe^ 
subtract a pomt from the defender's At, In die cases whefie they assume a 
hum,in formn ihcir Baic DamajEjc h fiaduced tci 100. 

MetamDrphoiii (condUfcnedJi Durinj{ rh* night, the Ljarcit ol 
Dsirknesj are' capable of altering their appearance 1o take Or- 4 male h'lJma-" 
Form (also the aspect aFsrm'lar races, hki? Sylvain or Duk'zariit), Tht Lords 
only "naive The change once per evening, -lithough they netcver iheir true 
aspect any time they dcsin;. On some occasions, especially old eiemr'nlils 
can UTinsfDrm dnemseivcs m-urc Lhar once and lake die shape oF cnormaus 
beasts or anlmali. The tempio oF :hc Shojads ►md cht plates where the 
n,itur;i.1 dnrknms r* Especlnlly pcwerful ftllow the Lards af Dirkr'-pn w 
m:iint,iln rheir metan^orphosis everi during che d.iyr 

Stiadow Eyas: Darkness does pot affoct the-r abUvty Co see at alL nol 
even darxness □Fsupema.tU'^ origin, Equally so, are able tti see splr'itfM 

mj^lt, .;irid pij<hlr: p&WCf!,. 

Elemental farm {canii'nlon^: In ihcir true forniii tho Lordi cf 
DorkriBss arc beings of pure darkness that arc only damaged by attacks 'i'^ 
effect Enerjiy. fJiey hiivt tnc ability to touch pliyiical objecti even '.vhcn the?? 
are mtanglble. Ttiis nacunil darkness |<7r.i,s them n tranus to the r obfus^ntlon, 
■which is reflected n parenfhcsH In STHJir 
S«ondary Ab«iiUcs. During the nme that 
th?!y arc under nnoThpf ;ippe"irTince, tnt 
Lords cannot maintain ihrs ability and 
aecomc compldely materiaL 
linm unity! Attacks bnied 
on darkntss produce hall 
tne oam-Tge pn the Lords 
of f^arknesi. 
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icvds Li/ I'o wr 



TTiii Anima rae plaj'In^Ji n'l'' 'iilric'Lites ihc pjjyer ||t the CCiiii|ult:x wtirld a\ 
CiJiTn^ bui Itiri :» not tine anlj- bf-icnF; In which IL ^Wavn [d play. Tr^klnj^ llw ijamc 
tjIes iii .1 C3ii5«, ,iny Gnmc Mnstcr can TrTirsporr: their- pt.iy La !L*id unlvEr^p, that 
iicy prefer, easily iKipiptIng nay e«cnimts thalthpy nc(?4. In thii dpprcndlA we will 
try to makt thac task easlw, gt^lng some fKomrTieinlgtians and BUVstes. 

SYSTEM CONVERSION 

The case m*ghi; dome up Lhrii samp playifJr or GM Lilrcaily ha% some 
churatttri of crciiture? miide From nr.D'Jiur RPO sj'swrrie jnd Lhey ^l^ftih 
to make o corwprslan sa ai to pla)* with ihern in Anitm or victj vtria. 
Although the btsL adylCE ■jvouW tw U> try Co adapt them by dlmcctl^ pfac-ng 
the concept of eat*i charattiiar en papery someTlmiK It can ssfcrn difficult ts 
jccomniddiite chc dir^erent n.il» or IiawIs af powers from one system id 
.inoiher, Now vvlll show you » senci Dfiuggeitions and rei JEines thet wc 
hope slmpl^Fwa ihtntb tanwErslar^),, 

Adiiylnlicn of clumKlmslics 
mi chuse^ 

Tc tj&TWrt ilihB of A character fixim. one syriLcni Id Anitni) showld no" 
b* a problem: <fau sinply rtetds tti chQQse the class, whji; yOLl think !s "rhti irc^': 
nppr'oprlaLe for him cir her, In trii! Mse of iRjimei aj'stHmA Hih no diillnctlan 
hctwf^ dl'Tereni cliiHcs, the besi (rKontmendntlon is tn dlrrcdsf choose 
Frpclajicer ?is ^n .irch-eLji'pe. It will am pot be it |jroblcn" to .T-ssumf^ <MhM 
tlmrattiiristlns am BQulwjIenla In lys'-cm or anathei'. Onty Dt3itcntj^ .ir-d 
>VjIit/ prtihibmaJbc. sincp milfi)' time* Ehcy appesir qs orw; In etiicr sj^tems 
{like ri2fle!i!eii or simply d£ictE3rl5y). h theie fasti, you cn.n gpt lo them 
the sane value, ar alter both tsf them tiip^ailnji one by nhe and reduilii^ 
the other by one. Either way, ksep In mind that from 10 on c^ic luvcj of chi? 
charDClmitks in ^nfma monessei geometrically; a bcmg only nc«ds a Strenjijih 
IS te be iible to Irft tDO <tan%. ruJt uh: £i reference Table 04, m wtiich 
apjienr ei corre^por^dencie 0^ vgrlois ch^nwteftsllr levek. 

TaIMF 84: ApAJ^.'^TK^N OV f IIARACtFRrSTJC'.^ 
Chia.r'a^tmvtic 3 to IB I to IQD 




Many Umesi, ihe simplest thinj^ to do Is to| 
miske i direct taJMsrslart of pawiir le*i^t^'i To 
do thISk keep In^ mina that the advincemcnt of] 
tihe characteri ^n Am'ma Is tonsldetabiy eicvTiteci, 
and Rven j le^^el fine chiinictjer ?s In general ^jry l 
lupcnor ld ;i norrnal pcrsoM. Normally, j level one 
c:h4rjt'.er \% equal tg level Three or fciur In athcr 
Dep*ndlrtg un tnE pro|?rMSHJn of levels afi 
each 5j'5ti?m, fhe bent recommendation i* to divide 
bet¥V£'i?i Twa or fivt? id hnd the? rqnlv.ilcr.r n An'fma. 

In many fl,PG syitems that do not use p^j^ver leveii ihe ablllLn!!! !\rf \ 
f4«ul;ited using n percentile number. In these f.-jse4, th« conveniton of] 
thar^cteri li tarried <jut by d^rtfcUy ndgptlr^j^ L*it3o quaptitles, laklrg lOO'jt 
iti m-istery (or whal vifot-ld be the sarre. n final ability of 20D h ^fi^mji),, all 
that. Is needed is (ioutiMni, the paxerible number to know liow m'jch the 
charactier ibVoule hnvc In thnt skill . For KKHnpltn an atturx ^tilHcy of 65 4t is. 
equal to 130 in A'j'mri. To calculate Iss, lewl. we Eake into account Pww manj' 
OP Itnas spc-nc; In theory. 

ADDITIONAL RULES 

A;UiDu^h almost all th<! rules of thii lyitiem can be applied perfectly' 
tB any Type of onvlnonment. it \'i also true that yuu rjvy find some smnll 
probbm^ rh.l1 r in br iolvcd by iisinjE BlliTi^'lnf; rncommend^irinni 




It i:i not ijL!r|L:Liil to ^4^pt ti>i:i]riw iu iJic system 

Modcru Anmi j 

There is no rejsori Ammo lai to be us^ed only for motJicv'51 ^^^ntmsy 
settlnffs. With a Uttk imflgin.lUoh, !t Is rsu% c^^y to ad.ipt the syitern for .vi 
actual Of a futuristic 'jyorld, by limply lnut?duclng a fevy imall ,ilitrations. j 

One of [he first rul^es thitt yo-J will reed ba apply eoncefnn ttie uicj 
of firearm?. Except rf jrou adrr.lt ^he use of supernatural i^bniti-tis, n h\ 
Cfimpletcly Imposslile To*' a perioh :d stop or doUge a ihdl from a modeir 
weapon. Therefore, the .ittncker contlriuea to mSe Its offBrHVc iiblllly Ir 
the corveiflonn.1 way (nistMraliy applying Its pertinent penalties from TabJ© 
44 and 4S). aut the defender cnnnat jse Its skill* to slop nor dodge-, only 
havlnij Iti natural cJe^BtisE roll. Omy llie chsrittcrs thflt can r6,u:*\ a dlfrieulty 
level pf Inhuman In their p*Ty5lcal control checks sre a.ble to j^e ih«lrj 





d^fm^e abllitleiK th>e iam« vmf a\ai they uuthem agalnit arrosv* and o^er 
proJecQlei. Me^ic and p^gichii: iKle-ds cd itop bulleti wlt;houi avy problenn. 
Ancsther Jiapoct about ■equipmenl whE-rc some mpdl^lcatJans- ihouHd be 
Inlraduccd Is In armon and protGrtlons. A;thnugh as a |cncnjl rjle ihc 
aciiual buiieiprciof vtsis (or Mmilar pmLettldns) pi-tvldc an AT Inferior in 
the medieval armori, iUl them ato hswt ft Damage Rarrlcf that *^duccjor 
nullldea tti& Impact uf NUcts gnd prafCctllES. ThcnpforE, It |i, pqsSlble tO 
nullify tho rmpacL of a builcU c^cn ha/y^mj^ taken It i^ull on^ 

h referenee Eo the -i^vhetypes. It does not seeR*, necew-iiry to Introeuce 
any wirlgjlonSf The great nnajoricyijrpqaplewquld be considered Frralanccrs. 
'^hllfi the mere^pedaltzed catejorlcs^ like ^rrloror vveaponsmastcr, w^ld 
be ^impic cnougih to change tho name to mef^enarlei. The mme tan ^scsold 
sbDul thp iijcordary nbllrties. nlt*iqugK In this casE It vvould be Co^^v^n^ent 
to Irlraducc a few new skills related wltti Lhe acCOii envlronmert, 'Ike 
proi^ramminj^ or mfchiinici. It would also vwy aopropriitc ca include 
chr: uti lity of driving vwlth tvvo different aptltddes; one foi" motorcycle*, 
h.'.'.r'd :in Ability, i^nd anotner for vehleles with four wheels, dependent on 
□cxtflrily. All that maltcrs Ij the interest ynu wish to put Into It. 

Ma^ic ami Qlhcr mpmuilumi ahihlks 

In many fantlsy settings m^gk and Dt?icr supernatural abilities arc: 
ioineth.lrR rejtJy common, The only ih^ng leeded to <oritrel Its pernor Is 
to receive the approprliite Tralnlngi given that the wholu world |s bom vvlth 
the aptitude to cast s.pells. In these Cases, It Is posslb e that same GMs think 
ihm all of "ihe diaracteri shoulcr natu«'Ai|y have the Gift, withoLl the need 
cf Inverting In it Creation Pp-nts- Althoug^n the Idea might seem eictracti^. 
this S'jpppsei a CDnsidernblc? [Jisadvuntage to those players that do not use 
spells, glve^i that In the Am'™ syitcm magic Is extremely powcrrul, aniJ 
thoie points could noUccnWy unbala^ice ctiegame, lif thi* situation ncsppcns, 
the best thing to do Is- ?o cansid-gr that the Gift od^-ntugt! refiresents the 



learning Inveinsd by the c^ai^cer fio be able to dO'mlnate the u$e □! 
spelkaftlng^ for vvtilch he stKl needs to ipendi the two Cre&tlon l^lnts :u 
hAue access to ttic use of miLglcii 

This leads us to Another problem; It Ie possible that i^t some polft ir, 
the g^/nc a pl^r meets someone that can Leach him magic, and even that 
he want! ta tfeiclare a ela^ chiin^je. Unfartur^ately, ^ven that durlr^ the 
Creadon of the chnrncter he did not spend the appropn ate Creadon Faints 
to use ma(;lc, he nDW finds *ilmsclf with ttic fact that he Is unable nf learnlnj^ 
It. To solve tMs d.|fflculty, and only .fthe GM ailowt nlm ta, the character 
could be able to acquire the Clfl u^lng die characteHstka bonus points thP-t 
he receives when he g^oci up an ever level. Each one of these bonuses can 
be u*ea ai equivalent of one CrentJon Pomt so, If the character wiihes te 
hftv? the Gift, during nls ne^it four iK'-^eli he wisuld not be able to Increase his 
chaj'actenstics to "pay" the two points required to access magic. 

AH of these rules arc perfectly appflcable to Lhe use of psychic abilities, 
aHQTAfini the characters to awaken their mental ablltUes in a poite<-'ar 
moment, Many times, these powers have a dirCenent origin In each vflrid, 
bemg aNe to represent varlouj farces that have little to dp with p^yrhir 
skills, although In game terms they use tue same rules. 

piny with mpmaltiml cniilk^ 

It \i not too h;i^ at al^ to p'ay a ^ame using suaerndtura.l eetngs. Juit 
itiaply the rule^ In CNwptHr 16 to tneate^ any type of mystc* cneature, like 
vampires, demons or ocher legcnd.T.<-y bemgs. Their essential aiwiltles ncve^ 
changes, although you can alter their pcfWcrs wheri you leVftl i^p. The vai jc 
of the DP of thoKe povver* ^4 essscntN abilities count as i modifier to icvel. 
One ihould not mix the essential abilities t^ac are acquired using Cre^t'P^ 
Pblhti witti those that arc gained by spcndinsi DP, like for example The Grft 
or Atces5 to psychic nblliLlev. 




GLOSSARY 



Ability: A alcnt. ^kill, or aptitude tKni can, tre mB^S'jrGd by ii numbeT. 
Ability Checks Dim rdi rpridc to dEtermli* If u«n| isn Ahiilty is mcc^fu', 
A d loa -a. rtillfd tind Lhe reEiijIt added tn the rfigmf^r'!; Al>-llty 
rciul-L ci greater tj-a-n the mqulnKl OKflti^llty^ It li suecessful; f it Is \s'<% A firlfc 
AcCIdfu ChAraciLsrs mny maltc m;incsuw-r% of itny type. There are t?w) 
lypjR'; of arlloru; artiv* and pasiliiK". 

AjCC^^ Addani: Action J that B chflractti' can make onfy during hrt tJm^^ 

Ti5 ncnn .1 luth. 

Adv%ntaB««i Inrmte tharactcir fcntuncs. ThEry ire ticqulred dbrhg 

tHaractcr creation U5lng Creallon Pbihls. 

Af-chotypoj General gra jp chfiratter" ciUSES. 

Armor Tjf p» {AT): The pro^adJon level thisc armtM- p-r-nvltjcs a^^ilnst ft 

specific type or attoek. 

Attucicc thn Ability ustd to n-^tafi tnetny. 

Base Ability; Ihp Atiili'.y 'cval ftcq-Jlnjo by ncans of Dwelopment Pomii^ 
before: .iddiriji; unf pasltwB or nej^ntivt mwllfiCTS. 

Sue DamAgfii Tlie- amnunt of mer^fjs fJnnifl^e CdUJitd ■by an Si-ttiick. Thi* 

nur-ihpr i» m.odlfled dt'piindiriji on the fma! rniult o^ths sttack; Jt can loithtir 

Inf cc^c a*- dccrc^c ihi; Pannage, 

ti5»c Pmancac Thespirituiil v^Iue af any beln^or obJctL 

Block: Hrsw weU D chttraclcr stops h\h oppaiEnl's attttcks. One of the iwo 

Defensive AbllltiQs- 

Banuit Numbf that a chansdcr acd? to his ftti\i whenever he uses iin 
Ability. Deppndlrg on the sliuatlon. 't cr?n be wplisd to all actions oh" only 
to cDrtviin Abilities, 

BrtinkagB: Meisurw tho ciipfljciiy 0^ weapont ^ bftpJi; slmj|j*r efcijetCi i^/hen 
hilllri? Ihcm. Check by rollhg IdIO mc bidding ihe ramlt to the Brciikage 
Ltwei, If the total H gi^aler than tlie Fortitude at tna object. It has brokun. 
Charvcter tevek Measure! tchartdttr's po^vEr. The higher the Level. 
Ihc prcator on^'s Ahllirici, 

ChanicCeriitk C h&ck; A ? hst^ n'i.ide ,ij^4 In si acharacter ^^Chafacten stU- 
M:)dR by roHlnj; 1 c 10 and tryhg to nill bnlciw the uaJue of tJ'ie Eittribute. 
Clua: The profession or specLilizut on of a chafMcxar, 
Combat AbtlklHi: '[h>; group of i^l'li related to flj^tting, One of rhc- 
ihff.f. Pi-imji'y Abl ity Groupi. 

CreatJqn Points (CP): FHsinta thai all chiajTjecm have /'her btln^ 
f ri:.T;cd to acquire- Advqr^tages, P'ayc^s be^ln wth 3 CM, but t.^ey cnn get 
moiL' j;? i hfKJSirk^ Dh.idvantagcs, 

Damage Fl«iltbiin<eE Some creatur^i ha«rtj the Ability to reUit dAfna^o 
naluraily, whether by t«fl or mnflte (iblllL'BSL 

Defenifij Uicd lo avald an ant-igonlst. It la divided Irro iv^'c d^fferent 
riblliUe?.; Blcsck and DoC|^e. 

Development PoJnti (DP); points ncEdtd \y ,i(.qLin: thariicfer 
Aailitle5- f hey depend directly or lewfrl. 

Difficulty: The nunber thai a chaj-aaer must beat Ir an Ability Chet^ lq 
sue toed lti his acLion, 

D|sBdv«.ntii|reih' Inherent weaknefiiei chat ran be cKoosen to acqylrc 
adiliilcnLiI Creation Points, 

DodgfiE How well a charader avoids hU opponent's att*dni^ DnE the 
two Defen^ivft ADllltlirv. 

Dorhlnlurnt The term us*d to derine the usi; of the noul in the tiuman 
l^^jdjf with the objectiws to In^erease the body's abllllfca. It \i applied to 
specific Kl abilltlti. 

Elan; A numoer hetwcen 0 anii VX) that mEasurtis hosv rntjch an individual 
1^. noL<cd by beings of griMt powf r, 

Experifinc« PaEnts (XP): Pblntji i rhnnKter after each g^mc jessien. 

On jrqLiinns criDUji;h, lhe cha^airtcr can Intrcpisc In Lewei, 

Fatigue; l-'oirt? thni indkaic how oxh.austed nn mdiylduiil it. 

Final AbllltTf: F'hn '•?.!ultirj| Ability Mlnre after sidding dNfermt modlfiiars. 

Final Ratylt: The reauli from rolling dlQO ind adding the numQer 

nnt'ilnwl m ^hie Ability being used. 

Flight Valufi: level af ipeed and rnancuverahillty of n flying creaturt:. 
Fortitude: The rBSlwanra of weapc^ii and art^inr when attiirking othefi. 
Fumbit: A pLsmbiB rc^rEisents an automftbc failure when rollhg dlOO- 
iixcDpr in conif rTiuiiiistrtncesM It -s pbtalnEd if the rf-5ijlt is a X2, or 3, 
G»rne Maiter {CjM); The person vthn funs the garne nnd narrate the 
events thut happen. 



InttifttLYes Ri&ictldn soEod, fhln nun-tffr <i tiddcd t& the rcjH niade at the 

bng nnlnjj of cath ctjmbat vo docide who sKts firit- 

inteniltijofc Ths (jo^r 45ii«1 ol afl Hntt^gy sourx;?, wch cii friSi e-ectrnirty. 

or ^<^^6. 

Kli Point* of SOL I energy uicd to perform exceptiona,' ocKnbjit foali 

Ki AECtimulntlonr Speed ■ni^th which somebody can use K\ pmlnts, A 

nurnbcr that indicates r\Q<f* many arc accumijIiitBd per turn, 

Lcval of Fallurci The dlffere-'ice by which one did not mak: tfie rHqmrnci 

Piftlculry, 

LIhi Pbinti (LP J: M^^nisurj! n chaJTlttfr'i Ttalitajice to diimajip. Tlie fewer 
yo j hnvt-^ the worse your concitipn, 

Magic AccumulBtiDD (M A] r Capacity tocor»tro and lo handle marital 
pcwcr. The "lumber Indk rlti-^i ln>w many ma^ic pa:nt!! (?ron) tun Ue used 
or concEjTiratcd per turn. 

Mjiglc Lavcil: A t:h 3 meter's mnglral knwtflcfp. The higher it [5, iho 
giiTeater \hv number erf ipeli* and charms on* can use. 
MjLgIc Path; A tntti^ory of i^aglc spells, 

Mo^ic Projection; Ability w4h which a ipelkaiitor dlrecaipeilli he cUsii. 

Martial Knowledge (MK); Htilnts th^at a character hm av:ulnbls to ^earr 

<{ nh'Hllpi, ind Lurrbnl -icchnlquES. 

Movement Vjilue; Spvtil 31 which a character me^p^, 

N On player Character (NPC): Charit^Dr Controlled py ifui Game 

n7\%tnr in n j^-i-rir-, 

One Hunded-4lded Diift (dlOO): FtDlllng d'C^ for areiult between 1 
and 100, Usjally. two ton-iideo dice arc uied for ulDO. in which one die 
njareiifnts the teni- and the o'Lhe^ th« ones. 

Open ttollE An open roll ii obtained when roiling dIDO If the result li 90eir 
lii>',hcr. Whrr thi? h-ipptint. roll the dkc aR^ln ar«i add the ftiilowln^ raiulL 
Opposed Cbeck: An Ability CitsKK between t^vo ch.Ti^ctcr?' Abdltliii.. 
Whwr-ii-r ;i;ct'< '.ht higher flnisl result bsilts tht othfA 
Passive Actlona: Actions that all charncters can eClempt at any time, 
even if |t Is nol yet tfielf time to act In a turn, 

P*nalty: NcRJtlvc number rhflt a clnartvcicr rooelwes to ihls checks, Cteptnding 
m iihs- -iltUillbn, It can apply 10 .1II acrions or only to cerlinn AnlhUes. 
Player Chnntctor £PC): Character pprtrTYj^ 8/ a player in a gam*, 
Prirrtary Abllttlei; The mam sk'Tb oF the charactBr cliWies, Ther* are 
Ihffir.' jjmups: Cc-maat Supcrnflbjral, iind F4yc.h-c. 
Piychtc Abllltler. A chararter's mcntju cupabilltlei, Onia of the thnje 
I'rimnry Aoi ity Gnjups. 

Ptychic Diichpilnejf! The menml sbllitM of a charncten 

Psychic Pointi (PP): PolnLa that ailpw p«ych Icj to Imp^we ihclrnlEriti 

□qlilties ,Tf \C td iii:t]uirc' new powen. 

Ptycbic Potential; the capacity of an indMdijal ta um rPienEiti DlKlpl<nc i, 

■mii rn -l^ipl fy their ■afffects, 

P<iycbic Projeetlonr Anility with whit-h a pj^yfhlt dinccta, nis pawers. 
Race: The raclfii or ethnic puup of a charjictur. Generally. It Is used to 
define lhe Neph linn, 

Aegttn«ra£lDm 1 he spe«d ai which wo jnds, reti^Gr. 
Keslf tance: Capadty of a charactEr to nwisl difTortnt cfTetts and ttamsigp; 
dEpencs on PrMcnce. Flvnt types p' different Rirsistant<r txl^i: Ditcasc 
FtelsLlncE (CJR), M^kIc Re*.«t5ince ^MR). Physical Resistance (PhR). Ven^m 
Ri^.slM.lnr.c (y^), and Psyrtilc Keslstancif {PsR). 

Seconciiiry Abilil^flE Ski Is related ^ fields otiter tf>an the primary ones. 
Status: A rh.nrqaf^r'i ovfimli condition, 

Summoning: T^ie my^itknl Abilltki thilt allow tharactcrs to ^ui'^n^r.M, 
control, iind dismiss supernatural beings. 

SummaniE Wovvenfui belnfji that tan bo C4lkd In Eschangr to\ \.,\:.\. \u 
obtair benefits from thum, 

Supamtunl Abilities] fia^lcal cipalillitla. One of the three Primary 

Abi iry GimiLii- 

Syrprlme: Ctindition of vomeone when ■he h not pr^^pA'^d Or not 
E!^£lE?cti^g something. VVhcn a diatatier Is surprised, hp suffers a RenalLy 
of -90 to all .icticms. 

Tan-ilded Die (d IO)j flallin| n die for a <^ult oetvyeen 1 and ]Q. 
Type of AtUcki The form of an affensive actlcn, Hepcndirifi on t^q 
Weapon or method used. Weri different iypia exist; Impact, Cold, Cut, 
Eledncily. Encr^jjy, Heat, and thruM. An Bttatk Is also cridcal if it causes the 
ioss of hflif qf 0 character's remaining Lite ftjinta, 

Weight indeic: Hwi Tiuth Wcljihl a character can lift. Also meitiurfesthc 

11i1xli''iLm wclji;ht thit can be carrlcd- 
Zeopij r^,l^.'C [iCnnii. fnnt err -.i^cd trj ca.^t spell";, 




Wl 1/Vr I lAPPKNKP. NONK CAN W- 
VVas 11 A$ .SEMPLI-; A3 n li; I^ASSAGh OF m\Ei 
PlVINIi WJVM f I I KOM A J'OKiJOril:N Gon-* 

Ok rM[i vvK r'o it to oi/kstLVhii' 



Man is kut a kr^xcment of' what he once wa5. 

LJVING \M n ft 51 IAPOVV OP [ IIS rOKGOITE-JN HiSTOFLY. 
Tl IF PA.ST m-:CO.ME5 RUINS. TE It RUtNS CKUMf^Lt-: TO PL/ST 

Amp tfie pu.st f^i.ows/vvvAV vvi ii i thk vvinp 



Pl/RING THAT EPOCH, THE WPKLP MAP ANOTHER NAME 
^Vl HONl IS LHR' TO REjMEMHER IT 



Aivma is a new nolepb^ing game system created by Japanese and European developers that 
creates a refreshing. highlyHTu^iotnizabJe experience. With extensive hsis of supernatural 
powers and special abilities^ Anima offers a detailed character creation system Lhal gives 
players complete freedoiri to transform their most heroic dreams into reality. 



■ Magic: Follow a particular magical path» or build your own unique lisl of powers wiLh a 
grimoire filled with hundreds of unique spells. 



■ Ki Dominions^ Develop a personal fighting st^le with an elegant system of Ki abilities that 
allows you to perform amazing feats of strength and agllfcty. 

• Summoning: Call upon the aid of supernatural creatures, or invoke great powers lo bind 
your enemies Lo your will. 



• Mentaiism: Evolve your mind jnto a true weapon with eight different psychic disciplines 
fe^itunng incredible powers such as Telekinesis, Pyrokinesis. and Telemetry. 



• Elan: Earn the favor of the Lords of Light and Darkness and receive any of 14 divine gifts 
of power. 



And Much More: Immerse yourself in a richly detailed woHd of andent cultures, fantastic 
creatures, and supernatural races. Then, create your own. 



IWTIM 
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